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Problem

During our ethnographic research through interviews with train users we found
that most people, especially the commuters, took the majority of their train
journeys by themselves. This meant they were spending their time waiting on the
platform on their phone, listening to music or reading. From our insights we saw
that there was an opportunity improve this experience by creating a catalyst to
help connect passengers and to mitigate this pain point in their train journey.

A major pain point that we found all train users experience, is the time spent at
the station waiting for their train to arrive. Passengers can be waiting from 15
minutes to over and hour with little or nothing to do to help pass the time.

PR

Our proposal is VERSO, a two-player game that can be played by people of any
age or ability and serve as an icebreaker to help connect passengers by inviting
someone to have a game. This not only helps pass the time but also creates joy
by bringing play into their daily routine.
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Our requirements for Accessibility

1)Equitable use: eg brail over colour. Avoid segregation, equal
In safety and appeal for all users.

2)Flexibility in use: provide choice methods, facilitate users
accuracy and precision, adaptability to users pace.

3)Simple and intuitive use: No unnecessary complexity,
consistent with expectations, effective prompting and feedback.

4)Perceptible Information: adequate contrast between
essential info. Maximise “legibility”, compatibility for people
with sensory limitations.

5) Tolerance for error: minimise hazards and errors,
discourage unconscious actions, provide warning of hazards.

6)Low physical effort: allow a neutral body position, easy
operating force, minimize repetitive actions.

7) Size and space for approach and use: Easy reach to all
components, variations in hand and grip size, adequate space
for use of assistive devices or personal assistance.
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Materials

Our research brought us into weather resistant
plastics which would also be environmentally friendly
by being long lasting and have the potential to be
recycled. The best choice for this was ABS plastic

We were able to source these recycled granulates as a
raw material from “Xiamen Technology Ltd” in China at
€1.70 per kilogram.

We also had to source the aluminium bars from
“rsonline.ie” €29.19 for 5 metres of 4mm which was
long enough for 5 boards our price per boards was
€5.84 per board.

If we secured an order for 147 train stations in Ireland
with 4 boards per station and each board is made of 48
parts this would come to 28,224 total individual parts.
This scale of production would make injection moulding
the best option.

Based on estimates from the injection moulding
supplier “Keyplastics.ie” the initial tooling cost for this
the boards would be €4,000 and including the cost of
raw materials a 588 boards order would come to €9.86
per board.

This combined with the aluminium tubes gave us a final
price of €15.70 per board.

Business Model

With the final cost for each individual board coming to €15.70, it
was important to keep the price as low as possible as it is a free to
play game and will not generate income from passengers using it.
The price will also depend on the size of the board and where it is
integrated, (shelter panel or seating table).

The product will be sold to larnrod Eireann as a value adding feature
for their platforms. And so, all the funding will have to come from
orders from the company itself. We will have to try to get the largest
initial order we can in order to drive down the final unit cost.

There is little to no competition in this space as there aren't any
products on the market currently which solve this need to add joy to
passengers’ journeys at train station.

If the boards are able to saturate the train station market, there is
the potential to transfer these design principals to other wait stations
such as bus stops or airports.
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port, we had to uncover why they made these choices and what influenced them. With thilz -

Ethnographic informati '
g p Resea rCh information we began figuring out how to elevate the positives of using the train while trying to mitigate

the negatives and ultimately create more joy for everyone.

“| try to take my train journeys with
other people but when I'm not and on
the odd time | would see someone |
know at the platform it's always a big
relief because we can help each other
to pass the time”

“l usually take the commute in
the morning by myself, but when |
carpool with Stephen and we take
the train together having a chat
always makes the journey go by
faster”

“My least favourite route to take
was M3 to Maynooth cause of
the changeover at Clonsilla,
sometimes you'd be stuck
sitting in one of the shelters on
the platform for 30 minutes”

Matthew, (Leisure Use Veronica, (C )
nica, (Commuter

Evan, (Student Commuter)
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After deciding to focus solely

on the building the game board

we had to figure out the basic

mechanics of how the game

5 would work. We decided on a
il U b e g | territory-based game we each

Mo player would try to fill the board
e g Lt Lk o g with their coloured tile. By

s T
E ?\"‘3« Whg iatng

RromNe  Mamenic

S 06 Toy ool \n? .
O US Py ank ay
Ehe e 0 D er bonl e

) \¥ t <
\Au\\'\ﬁ:} e i Xiuin, ) > Poss Some Timg U\\\.{

Sketching

e owigdl v

R T spinning dice, the players would
: be allowed to turn over a certain
number of tiles to try win the
PR S board.

In context renders
helped us visualise
The fianl design for the how we would
tiles was a split colour of !
orange and green. Integrate the
game into existing
Infrastructure.

Solidworks

3D models allowed
us to finalise the
look and layout of
the game board.

The final design for the dice
was a full matte black with
recessed dipples to mark the
number value.

The score keeping checkers
maintained a similar design
to the dice to create a

consistant design language







i
2
b

ﬁ
ST SR TE
FATOTEEETETES
Vii77 7777 7T L7 T8
[Fd 77 77 LT AT
e

Connexa™




Project Summary

Our Project goals:

- To full satisfy all the requirements of the brief.

- To improve our skills in user research, ideation and
prototype creation.

- To create a design solution which would appeal to Irish Rail

in a fully pragmatic business sense.
Our Journey:

- Through our research and user investigation we found
numerous directions we could have taken the project, from
lighting to shelters but ultimately we settled on finding
a way for strangers to connect and spark joy while they
waited on the platform.

- Our solution resolved into being an gameboard focusing
on inclusivity for all, and to give people a common ground
to spark conversations and connect with their fellow
passengers.

What we learned:

- Our biggest learnings came from understanding the insights
our users gave us and relating them to the product.

- And then as the product developed from our model making,
the direct feedback we got from people testing the final

model were incredibly valuable for finalising our project.
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