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Idea:   Racket Trial Room

Target Users:   Players of sports involving rackets

What they do:   “Try out” a racket

Context:     Buying a Racket
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Initial Idea:                      Racket Trial Room

Physical characteristics
of a racket 

Virtual learning

FitnessUser Interview:

Visual/Auditory Kinesthetic

Tactile

Evolved Storyboard:

First Prototype: VR-Room Sensor Racket

Motion Capture

Final Prototype:
VR-Room

Sensor Racket
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Senses involved: 
Hearing SeeingFeeling

RacketCapture:
Motion Capture

Sensor Racket VR-Room
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