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\ 1. CURRENT CONSUMER-PRODUCT LIFECYCLE

Sketch the lifecycle and describe what happens per step

Where does the product end ug?
and i wl/m¥ ualily?
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2. DES‘GN GUAL Complete the design goal and finish the scentences

1) To change the dispossession behaviour of Storage without use / Gradual Garbaging / Brutal use and/or stimulate Iconic Transfer / Cleaning object
2)We want to design an end-of-use experience that Stimulates the CONSUMET 1O ....uuuiiiiiiiiiiiie e e e et e e e e et e e e s eaba e essassanseeeessnneeesenns
3)Where the consumer is supported t0 OVEICOME (N8 VAIUES) .....c.covvuniiiiiiiiii ettt e e e e et e e e e e eat e e e s aaba e eeseasaa e eessassasesssssansesssrnnseesesnannns

4) The CONSUMET SNOUIA FEEI......ceeeeeiiiee ettt et et et ettt e e eeeeeeeaassannaeeaesssssnnasssaeessssssnnnnsseesssssssnnnsseeessssssnnnnseeeessssssnnnaseeeesssssnnnneeeeeeens in this experience

3. NEW END'UF'USE CUNSUMER EXPER‘ENCE Sketch the new lifecycle with the designed experience

Vaily use Cousider end-of-use Mevlal evaluation New Vispossession behaviour




