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A POSITIVE SURPRISE CREATES AN ATTRACTION TOWARDS THE OBJECT OR 
PERSON THAT WAS THE CAUSE OF THE UNEXPECTED EVENT. WITH THIS IN 
MIND, A PAIR OF HEADPHONES AND A BACKPACK HAVE BEEN DEVELOPED 
WITH AN UNIQUE TAKE ON USABILITY, ALL THE WHILE WITHOUT COMPRO-
MISING THE FUNCTIONALITY.

The idea of surprise being part of the project in 
some manner instantly seemed interesting. After 
further discussion, research and evaluation, many 
points in favor of this idea had emerged. Firstly, by 
using surprise as an overall theme, the concepts 
were forced to include something unexpected. This 
would push creativity to the limits and hopefully 
generate innovative solutions. Secondly, people in 
general appreciate surprises, which in turn makes 
such joyous situations into fond memories. This is 
extremely positive and helpful when trying to create 
a personal and lasting bond with consumers. A crit-
ical requirement was for the surprise not to become 
a gimmick, but to elevate the usefulness instead. 

The product group of accessories was chosen be-
cause of its uniqueness: users have strong bonds to 
their accessories as they are very personal objects, 
yet the products constantly come into contact with 
new people as the accessories are brought to differ-
ent places. This made for the perfect area to explore 
with this theme. The surprises would be novel for the 
people around the user, all the while the functional 
part of the surprise would stay relevant for the owner. 

The abstract notion of surprise needed to be made 
into something more tangible, which made gener-
ating ideas difficult at first. To solve this, a market 
research was done to find inspirational products 
and solutions. Then, a user survey was executed 
that resulted in around 400 answers. When com-
piled, the answers showed us what people expect-
ed from certain products, what they thought was 
lacking and what was creating a desire to buy/own. 

This was vital information because the only way to 
surprise someone is to violate their expectations. 
That can not be done without firstly knowing what 
they expect. Even though many answers were too 
wild to take into account, some ideas were extreme-
ly inspiring and pointed us toward the final designs.

After a long design and prototyping phase, where 
many seemingly impossible obstacles were encoun-
tered and then overcome, two products emerged 
from the other end of the process. Imagine a back-
pack that is never unnecessarily large nor too small 
to fit everything you need, but instead adapts to the 
users’ needs. Then, envision a pair of high-fidelity 
over-ear headphones with great comfort that can 
be made so small and durable that carrying them 
in a pocket is natural. These are the two prod-
ucts that are the result of this Bachelor’s project.
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