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IDENTIFY OPPORTUNITY

The collecting industry is exploding. Because of the public’s
infatuation with things they don’t need, the collectibles indus-
try posted $6.5 billion in 2005, today's collector is younger,
smarter, more sophisticated, more affluent and shops in a
much wider range of retail venues than yesterday's collector.
Collectible companies must market to the passion of these new
collectors. They need to learn more about them, delve into the
collectors' inner life and touch the target consumers' hearts
ond emotions.

- Market Research, Icon Group International, Inc.
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O CONDUCT RESEARCH

7 in-depth interviews and field observations have been conducted
among different types of collectors. Reserach inquiry is focused
in understanding collectors’ needs and motivations as well as their
current use of networking technology. Initial research studied
patterns, perceptions and behaviors around self representation

TIE TO THEORY

In Ressell Belk’s consumer research fraomework, he proposes
the concept of possesions as extended self and how his theory
can offer a quest for an understanding of consumer behavior.
He suggests self-extention occurs through control and mastery
of an object, and through contamincation via proximity aond
habituation to an object. His theory caon be used to analyse
collectors’ emotional needs and wanfts.

SELF-CONTINUITY
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ALTRUISIC FOR THE GREATER GOOD

RESIST THE ULTRUISIM

DISCOVER PATTERNS

A design pattern approach was practiced through-out the
research. Design pattern was proposed by Christopher Alexan-
der, initially being used in architecture and then extends to
software development and HCI practice. Assumption was
proposed that design pattern recognition can inspire designer
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PROJECT OVERVIEW

Collecting is an activity that has existed for centuries, the Internet allows the collec-
tors easily find the resources and communities, they gain a lot from online-shopping
websites like eBay for resourceful information and trading opportunities, however,
alone with the practical needs, collectors also have emotional needs, they want to
achieve personal recognition, preserve and understand the past of their collection,
sharingefforts, experiences and stories, connect people with similar interests, and
most importantly, express themselves through their collections.

The advent of web 2.0 liberates people from media consumers to media creators,
there’s a great oppotunity of using a social networking platform to satisfy collectors
both practical and emotional needs; a digital collection can also free the collectors to
display their collections in new forms and possibilities. This project discovers ways of
building this digital platform to enhance collecting experiences.

DECLARE FOCUS

Based on Bulk’s fromework, | created

a territory maop and declare my focus to
the interaction between people, object
aond the social networking suround
them.
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FIND NEEDS
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Different collectors has different psychological, social and emotional
needs, their collecting behavior patterns ronge from obsessive and
compulsive to casual and unplanned. Among 7 different collectors,

| selected 4 people as my identical in-depth research objects:

in order to identify design opportunities for the development of
tools in the context of social networking. Further paticipatory

research will be conducted to explore the possibility of freeing
collectors in digital world through different representations of

their collections.

to generate concepts. An understanding of collector’s patterns
on displaying and interacting with their collections in physical
world can inspire the designing for the social networking site.

My concept is an adventure through

the art, and this is what | want to intensify,
There’re things, there’re things which we
are concerned with in life. Pain, death,
love, make the history alive again.”

My high school teacher gave these beaut-
iful marbles to me as wedding presents, he
inspires me to begin collecting and | enioy
talking fo him.”

“1‘d like to display all of my collections
if | can, but my family members don’t like
it, so | have to keep all of them in boxes.”

My father made this box for me, | taoke
good care of it to collect my most valuable
marbles’

““The collection belongs to me, | have
my freedom in it, it makes me like
myself better..”

Meta data asscociated with
a collectable.

7] yploaded all my collection’s
picture to my blog.”

“This brand is rare.”

Casual : Compulsive

..........................................................................................................................

What does the big-small pattern mean to collectors? How does box organization play a role? Display in a notural form? Why package?

How do they sort by color, type and charactor?
Why blank areas on the shelf?
Does the structure reflect people’s social schema?
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INTERPRETE BEHAVIORS

A collecting event involves with the process of seeking, locat-
ing, acquiring, cateloging, displaying, storing, sharing, main-
taning, etc., a collector may have multiple collecting events at
the same time, alone with the finding process, he/she may find
new inspirations and start new events.

Why not display by functionality?
The more, the better?

Private

THE SITUATION AS IT IS

Collectors develop rich stories with different people during the
process of collecting. These memories or stories becomes per-
sonal meta data attached with the collectabes, alone with

other tangible meta data like color, weight,category, or intan-
gible data like value, history or brand. Collectors gain control

Not only a fan of the collection
but a fan of the people involved
in the collection

| cannot remember the
story about it, | know it
must meant a lot fo me
at that time.
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A COLLECTING EVENT

There’‘re many things happen during People lose stories overtime.

a collecting event.

Meta data associated
with the obiject can

be added by other
people in the social «+*
network.

PROPOSE NEW MODELS
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Inter-dependent PATTERN ANALYSIS

* self-evaluation
K * & MOVING FORWARD
: : /"

L] w
“0 s ¥

‘-...

“...and discovered | wasn’t alone in my
passion. | found lots of collectors out there.

| quicky join-renewed my intest. | start
buying on eBay, browsing at antique stories,
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