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Final Write-Up 
It is safe to say that today human beings all around the world are more 

connected than ever before. Simply put, human civilization has advanced in ways that 
have allowed technological advances to thrive and prosper like never before. Indeed, 
the technological advances in the mediums that account for communication have made 
it possible for people in one corner of the world to connect with a person in another. 
This is good. As countless studies have shown that communication is critical, if not vital, 
for the success of a community. One can only imagine what the entire world population 
will be able to accomplish together in the near future.  

However, there is one issue which I see which could perhaps hinder humanity’s 
progress, even in this age of readily accessible information and communications. While 
we may be able to communicate in ways like never before (i.e. Facebook, Twitter, 
YouTube, Email, etc.), our communications are bound and abide by the rules set by 
these very mediums. This means that during communication, the form of medium used 
will embed itself in the message it transmits in such way that it will also influence how 
the message is perceived. As Marshall McLuhan famously wrote, “the medium is the 
message.” The implications of this are powerful. 

Even at the at the most basic level of communication, we are limited by the rules 
set in place by the language we speak. These rules often include, but are not limited to: 
spelling, grammar, syntax, etc. This means that whenever humans speak and write in 
their respective languages, their raw individual thoughts have to be translated in such 
way that they abide by the rules of communication set by the medium they will use, 
which in this case is language.  

However, while we may be able to translate our individual thoughts and ideas so 
that other people can understand what we mean, often times some critical information 
can be lost in translation or just plainly misunderstood due to the receiver’s own 
subjective perspective. I suggest the creation of a device which would bridge the gap 
between people’s subjective experiences and atune them to the same wavelength. The 
device will have the ability to not only communicate ideas organized into words and 
sentences but also those ideas which cannot be put into words. In this way, the device 
would enable individuals to share even the most abstract ideas with others without 
having to explain them afterwards. Afterall, the other individual would have already 
known exactly what was meant. 

Furthermore, I want the device to call as little attention to itself as possible. As it 
is my goal to create a device that acts not as a medium of communication but rather 

 



enables the mind to become its own medium of communication. Bringing about a new 
form of language that will transcend many, and perhaps all, boundaries set on 
interpersonal communications by contemporary forms of media. Effectively liberating 
the mind from the constraints of modern media such as language, telecommunications, 
social media, etc. and being really only limited by one’s own imagination.  

With this in mind, I set about creating a prototype for such a device. I realized 
that the creation of a device like this would require the use of highly advanced 
technology which is not yet available. However, I do believe that with the technology 
that we have available today, we can begin some rudimentary work on this project.  

Within the fields of Psychology and Neurology there exists devices for measuring 
and monitoring brain activity. Devices such as an Electroencephalography, which 
records and measures electrical activity throughout the human brain with high-speed 
precision through the use of electrodes (flat metal discs which are attached to the 
scalp), will provide us with valuable data about how brain neurons behave in various 
environments and, most importantly, during interaction with other humans. Not 
coincidentally, the design of the device will incorporate electrodes like the ones found in 
an Electroencephalography. These electrodes will be responsible for recording the 
neurological data emitted in one individual’s brain. This data will then be used by a 
secondary device with highly specialized electrodes to attune the second individual’s 
brain to the same neurological feed as the first. Thereby, creating exact brain patterns in 
both users. It should be noted, however, that due to many constraints (found through 
the design process), mutual interactions between two users at the same time will not be 
possible with this prototype. Instead, a primary device will be used to communicate the 
brain activity of a user onto a secondary device. Additionally, the devices will use 
encrypted mobile communication systems, much like the ones found in cell phones 
today. But with the added protection of encryption.  

The design of the actual prototype will be fairly elemental. As such, I designed a 
prototype that is easy to wear, comfortable, versatile and best of all, simple. Taking 
inspiration from sports headbands, the design consists of an adjustable band that goes 
around the head of a user in the same way that a sports headband would. Additionally, 
the electrodes which measure and replicate the neurological activity of a user will line 
the entirety of the inside of the headband. Which is ideal, considering that a headband 
is worn around the entire circumference of the head. 

Adding to the simplicity of the device, the band only contains two buttons: 
POWER and SYNC. A standard interaction with the device will have two users put on 
and wear the band around their own respective heads, press the POWER button until 
the white LED light around the button starts flashing, and finally have both users press 
and hold the SYNC button at the same time until the LED light becomes a solid blue. At 
this instant, both the primary and secondary devices will be synced together and the 

 



user wearing the primary device will be able to communicate any thought onto the user 
wearing the secondary device. Again, the efficiency of interactions will largely depend 
on the users and not the device. As the only restraint in communication will only really 
be the users’ own imagination. For this reason, users will also wear this device with the 
acknowledgement that they are doing so at their own risk. For, there are many privacy 
issues that may stem from the use of this device which could not be addressed with this 
prototype.  

I had a lot of fun designing this device. From the night when I came up with this 
idea to the night in which i am writing this final write-up, it has been a really fun ride. I 
found that while my idea for a device that connects the minds of two individuals and 
effectively gets rid of subjectivity is outrageous, I could nevertheless work to develop a 
nuanced idea of what it is that I would want from such a device in accordance to what 
could actually be accomplished.  

Throughout this course, I have seen my interactive design project evolve in many 
interesting ways. When I started work on this project, I had no idea of what a device like 
this would look like. First I imagined it as a sort of wireless device that could be worn 
around a user’s ear, similar to how bluetooth earphones are worn. However, in an 
instant of constraints shaping design, I realized that the device would need to be worn 
around the head of user so that the electrodes can record user brain activity. With this in 
mind, I thought of a device which resembled many of the Virtual Reality headsets we 
have today. Such a device would have had a head-mounted display, similar to VR 
headsets, that would visualize the ideas of individuals, in addition to a cap which 
contained the much needed electrodes. However, although this design would seem like 
the more feasible option, it was far from simple. Additionally, it called too much attention 
to itself as a medium of communication. So much in fact that I could see how 
communications with such a design would be very limited after users could try to 
communicate with only visuals.  

Finally, with the help of the personas we came up with in class, I was able to see 
that a headband, like the ones many sports athletes wear, would be the ideal design for 
my project. As I saw it, headband was not only simpler and more elemental, it was also 
versatile in addition to being somewhat fashionable. In this way, the device would be 
available for use to all sorts of users. Whether they are: sports players, staff, students, 
friends, etc. Anyone and everyone who has an idea, no matter how complex, will greatly 
benefit from this device.  

Lastly, I would like to add that designing this device was really fun. Although I 
could not create something that could actually be built and used today, it was quite 
empowering to see the extent of my creativity unfold before my eyes with each new 
assignment. I would be lying if I said that I would not like to design anything else in the 
future. Because after having taken this class, I would very much like to design 

 



something important in the future. Who knows! At the pace that technology seems to be 
advancing today, we cannot discount the possibility of a device like this actually coming 
into fruition in the near future. And if that’s the case, I would surely like to be at the 
forefront of this innovation.  

 
 
 
 

      
 
 

 

 



 

 
 
 

 
 

 
 
 

 



 

 
 
 

 
 
 

 


