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T r a u m a t i c  b r a i n  i n j u r y
Some of the most debilitating aspects of a head 
injury is the confusion and memory loss that occurs. 
Doctors are unable to use imaging to detect the 
severity of head trauma and thus must rely on 
the patient’s symptoms to do so. Other essential 
aspects of TBI recovery include proper sleep, 
avoiding screens, and ensuring that no other 
impacts to the head occur. Unfortunately, being 
able to recall all this information can be difficult for 
the patient due to the memory loss, and fogginess.

When suffering from a head injury, the inability 
to perform everyday tasks is devastating to a 
person’s mental well-being and recovery. Victims 
suffer from memory loss, depression, fogginess, 
severe headaches, and are able to become over-
stimulated very easily.  Traumatic brain injuries 
(TBI) occur roughly 2.5 million times annually. 
It is shown that males suffer twice as often as 
females, with 80% of these TBI’s being considered 
mild. Mild TBI’s are more commonly known as 
concussions. It’s estimated that 50%-70% of these 
incidents are a result of motor vehicle accidents. 
It’s been noted that 80% of emergency room visits 
for children ages 5- 19 in Canada were due to 
TBI. With brain injuries more so than other injuries, 

a healthy state of mind is critical to a fast recovery. 
In addition, it is imperative that individuals avoid 
symptom stimulating activities such as using mobile 
phones and engaging in mentally or physically 
demanding activities. The screen brightness and 
mental load required to operate mobile devices 
often proves to be too difficult and affect their 
ability to recover. As TBI victims are unable to use 
their mobile phones, which for most people is a 
significant communication device, their ability to 
socialize and engage in everyday tasks diminishes.

The opportunity lies in creating a device that 
reduces the cognitive stimulation that is required 
to use mobile phones by creating an analog 
interface and help victims return to everyday 
activities as soon as possible. Currently, there are 
no products on the market that accomplish this 
task. By creating a product that can be used by 
individuals with such a fragile state of mind without 
aggravating their symptoms, it opens the door to 
the device being used by any individual who may 
suffer from other forms of cognitive deficits such as 
migraine sufferers or stroke victims.
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Introduction

“The multiplication force of technology on cognitive differences is massive.”

-Jordan Peterson



Introduction
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C o v e :
a n  I n t r o d u c t i o n

When you suffer a mild head injury, everything changes. The days you used to 
spend at work are now spent sitting in a dark room, exhausted by the little things. 
Isolated. Tired. Irritable. Bored. Scared. Your weekly outings with friends turned into 
appointments with a specialist. Filling out paperwork for work turned into filling out 
symptom severity scales. You can’t do the things you used to do. This injury takes 
away your ability to live your life the way you know how to.

Cove is a low-cost device that temporarily attaches to users smartphones simplifies 
the functions of the phone for individuals with traumatic brain injuries.

Put yourself in their shoes...
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Design Reseach

Problem

Opportunity

When suffering from a traumatic head injury (TBI), the inability to perform everyday 
tasks is devastating to a person’s mental well-being and recovery. Victims suffer from 
memory loss, depression, fogginess, severe headaches, and can become over-
stimulated very easily. Their ability to lead their everyday lives is vastly impaired.

Opportunity lies in creating low-cost device that reduces the cognitive stimulation that 
is required to use mobile phones by designing an analog interface that temporally 
attaches to smartphones to reduce cognitive strain.

D e s i g n  R e s e a r c h 

Cognition Isolation Screens Overstimulation
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Secondary Research

What is a Traumatic Brain Injury?

The ability of the brain to filter stimulus is vastly 
altered when recovering from a TBI (Dealing with 
overstimulation, n.d.). Individuals easily become 
overstimulated as the nervous system goes into 
overdrive as it attempts to process all the sensory 
information it is receiving (Dealing with overstimula-
tion, n.d.). The impacts this has are astronomical and 
cause cognitive strain to the individual.

The impartment to cognitive functioning can be 
extremely debilitating, as attention, memory, executive 
functioning and visual special processing are all 
critical in everyday life (Raikes & Killgore, 2018). 
These factors render everyday living difficult as victims 
often are no longer have the mental capacities to 
complete simple tasks that they were once able to 
(Raikes & Killgore, 2018). 

When suffering from a TBI the ability for the brain to 
perceive the refresh rates of screens is heightened 
which exhausts the brain and can cause nausea 
(Mansur, et al., 2018). LCD screens greatly 
aggravate symptoms due to the intense contrast and 
refresh rate of the screen.

Over half of the brain’s circuits are involved in 
vision and eye movement leading to many people 
reporting symptoms when they perform activities 
that require extensive visual input  (Ventura, Balcer, 
Galetta, & Rucker, 2015). Individuals can have 
trouble focusing their eyes, they often lose their spot 
while reading, struggle with smooth pursuit, and 
Saccadic eye movements among many other issues, 
these impairments are correlated to double vision, 
sleepiness, and loss of concentration (Ventura, Balcer, 
Galetta, & Rucker, 2015).

The brain, being a delicate interconnected system of 
chemicals and neurons, suffers greatly when injured 
(Columbia University, n.d.). A head injury can range 
from any sort of trauma to the head; this can be 
anything from bumps and bruises cuts, fractures and, 
traumatic brain injury  (Columbia University, n.d.). The 
sheer amount of injuries occurring combined with the 
severity of these injuries makes head injuries one of 
the leading causes of disability and death in adults 
(Columbia University, n.d.).  

During the recovery process, doctors urge patients 
to avoid any activities that may induce symptoms, 
activities that can induce symptoms are both physical 
and metal and include looking at screens, reading, 
and exercising. As with any injury, the severity tends 
to exist on a spectrum; this spectrum is a sliding scale 
that reflects the type of treatment plan and care that 
an individual may need. Mild to moderate TBI’s 
are said to resolve within three month of the injury, 
whereas severe TBI’s can leave life long impacts on 
the individual (King, Moss, Wenden, & Wade, 1995)

Some Symptoms

Overstimulation

Cognition

Screens 

Light
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A study comparing LCD to an E-ink Screen shows that E-Ink screens did not 
aggravate symptoms and was a more enjoyable experience for suffers (Mansur, 
et al., 2018). Users from this study state that they would purchase a E-ink product to 
reduce symptoms if cost was reasonable (Mansur, et al., 2018). As the technology 
progresses, e-ink screens are being released with smoother transitions and high 
resolutions.

The reason E-ink screens don’t aggravate symptoms compared to LCD screens for 
individuals with TBI’s is due to the fact that LCD screens intense contrast and refresh 
rate of the screen overwhelm the brain (Mansur, et al., 2018).

Benefits include:   
Low power 
Low contrast ratio 
Low refresh rate 
Very thin
Wide viewing angle 
Improving Technology

E-ink Screens
https://www.eink.com/reading-writing.html?type=application&id=2

Contrast Ratio

Comparing Contrast rates between 
LCD screens and E-Ink screens

1000:112:1

LCD

E-ink

Screen refresh rates (hz)

Comparing the refresh rates between 
LCD screens and E-Ink screens

600

LCD

E-ink

Figure 1: E reader Tablet
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Analog systems

Knob ButtonsJoystick Slider

After compiling various analog devices, it’s been noted that there are four general 
types of analog inputs. Each being beneficial for different types of information that 
needs to be input. Sometimes various analog input methods can be combined to 
provide the user with a more fulfilling experience if one form of input is not sufficient for 
all the information that might need to be entered.
 
Some of the most common ways for these methods of input to provide feedback to the 
user is by light, vibration, sound, and digital displays. Providing feedback to the user is 
imperative to a positive user experience. 

How touch screens work

Today smartphones around the world use touch as the primary form of user input. 
LCD touch screens are often Capacitive touchscreens that don’t require any pressure, 
as they rely on the electric charge to function (Dube, 2018). This means that in order 
to use these screens, whatever object is being used to navigate the screen must be 
conductive and be holding a charge of some sort (Dube, 2018). The reason our hands 
work is because the human body naturally carries a small electric charge (Dube, 
2018). 

Furthermore, looking at gloves designed to be able to interact with smartphones, we 
find that they make use of special fabric that incorporates an electrically conductive 
thread into its weave (Dube, 2018). This allows the current from the user’s hand to pass 
through the fabric and transmit the electric charge needed to navigate the capacitive 
touch screen (Dube, 2018).  

Figure 2: Conductive Fabric Figure 3: Counductive Glove
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Usability and Accessibility

There are design practices that are 
commonly used to ensure digital 
interfaces can be used by individuals with 
cognitive impairments.
The goal is to create a system that 
minimizes the opportunity for error. Due 
to memory impairments it’s important to 
avoid asking users to input information 
that may require them to open a wallet 
or search for information, such as phone 
numbers (MIT, ERCIM, Keio, Beihang, 
2015). Extra steps make tasks seem 
more daunting and difficult for users, 
particularly when dealing with cognitive 
impairments (MIT, ERCIM, Keio, Beihang, 
2015). 

Chunking
Allows for more manageable orga-
nization of information, and helps the 
user find their spot if they lose track 
(MIT, ERCIM, Keio, Beihang, 2015).

Focus
By showing breadcrumbs users who 
frequently lose their train of thought 
or impaired memory are able to 
become reoriented and continue on 
with their task (MIT, ERCIM, Keio, 
Beihang, 2015).

Clarity 
Clear titles that summarizes the page 
helps users when the struggle to 
remember what they are doing (MIT, 
ERCIM, Keio, Beihang, 2015). 

Navigation
Should be easy by providing clear 
and concise text and speech, in addi-
tion to intuitive navigation. Using easily 
recognisable symbols and design 
patters as individuals with impartments 
rely on predictable behavior in digital 
settings (MIT, ERCIM, Keio, Beihang, 
2015). 

Uniformity
All links, buttons or features have a 
uniformed style for easy identification 
(MIT, ERCIM, Keio, Beihang, 2015).
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Primary Research

Important phone functions

After consulting with various individuals about what they considered to be the most 
functions of a smartphone, I created a mind map to synthesize my data, which allowed 
me to determined to be the most critical functions of a phone. This information allowed 
me to design a device that will enable users to complete the essential tasks on their 
phones without unimportant or distracting features — thus removing the amount of 
cognition needed to navigate the device without impairing the users.

Smartphone Functions

Communication

Calls

Video

Emergency

Leasure Texting

Social Media

Data

Medical Contacts

Camera Internet

Navigation

Weather

Functions

Im
portance

+

-

User Testing 

Throughout the entire design process, 
there was consistent user testing. Much 
of the testing provided me with insights 
to better improve the design. I was able 
to ask users for inputs on which analog 
devices they preferred to input data, test 
various buttons and touchpad positions, 
get feedback in regards to the visual 
language of the product and explore 
ways to reduce costs.

While testing the ergonomics of one 
of my prototypes an individual used 
the elastic band I had been using to 
secure the device to the screen as 
a way to secure the phone to their 
hand, as seen in figure 4, this small 
assumption helped me come up with 
the current system used to secure the 
device while acting as a strap for the 
user to hold the phone.

By talking to individuals early in the 
process, I discovered that users found 
it to be critical that the entire screen is 
covered; this removes the feeling that 
the product is obscuring the phone and 
transforms it into a device that extends 
the phone. 

In a conversation with a professional 
and by comparing my various concept 
prototypes, I learned that having 
raised indicators for users as they 
slide their finger across the touchpad 
provides invaluable tactical feedback 
for individuals with traumatic brain 
injuries as they often lose their fine 
motor skills and some sensation in their 
fingers.

Figure 4: Ergonomic User Testing
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B u s i n e s s  R e s e a r c h 

Phones for Eldery

A new trend has begun emerging as technology has become more and more apart 
of our everyday lives. Minimalist phones are phones that only allow you to preform 
the basic functions of a phone. They are often elegant and clean in appearance. 
These phones are aimed at individuals wanting to reduce their technology 
dependency. 

According to mashable 264 million 
Dumbphones were sold in the second 
quarter of 2010 (Snow, 2010). 
These phones were commonplace 
before the arrival of smartphones. 
There has been a recent boom in 
the sales of dumbphones assumed 
to be a result of the continually rising 
prices of smartphones (Wisner, 
2019). Dumbphones are popular 
among parents who want to keep in 
contact with their children and in most 
developing countries (Wisner, 2019).

Temporary Permanent

Need

Life style

Feature Phone

Minimalist Phones

Disposable

Cell Phones
 for Elderly

Dial-Less Phone

Phones for Children

Military 

Competative anaylisis

Dumb Phones

According to the Pew Research 
Center the number of individuals 
aged 65+ that own any cell phone 
is 91% with 53% of them owning 
smartphones (Pew Research Center, 
2019). This market is saturated with 
brick phones, flip phones, phones 
with large keypads, and simplistic 
displays. these phones are designed 
to be simple and straightforward.

Minimalist Phones 

Figure 5: Cove Position Graph 
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Traumatic Brain Injury Market Dumb Phones Market 
Dumb phones are generally marketed to the elderly or individuals looking 
to alleviate the impact of tech in their lives or simply searching for a cheaper 
alternative to smartphones. The largest age range in this market is individuals 65+ 
(Pew Research Center, 2019).

Primary Target Market Research Secondary Target Market Research

Anyone of the roughly 2.5 million Traumatic brain injuries (TBI) that occur annually 
(Leddy & Willer, 2006). It is shown that males suffer twice as often as females; 
with 85% of these TBI’s being considered mild (Leddy & Willer, 2006). Mild 
TBI’s are more commonly known as concussions. It’s estimated that 50%-70% of 
these incidents are a result of motor vehicle accidents (Traumatic Brain Injury & 
Concussion, 2019). Its been noted that 80% of emergency room visits for children 
ages 5- 19 in Canada were due to TBI (Goverment Of Canada, 2019). 

Where:
This product will be marketed initially in Canada. Canada is a country with a large 
cellphone ownership which is estimated to reach 27.7 million people in 2020 
(Holst, 2019). Looking at the position map there is a gap in the market for short term 
devices aimed at simplifying the use of cellular devices. This market gap proves to 
be significant when looking at the growing number of traumatic brain injuries and/ 
or strokes that happen annually (Goverment of Canada, n.d.).

When:
As individuals are recovering from brain injuries or are dealing with overstimulation, 
they are often required to cease or significantly limit the use of their cell phones. For 
example, individuals who suffer from brain injuries are required to reduce the use 
of cellular devices. This can be troubling as isolation and depression are very real 
realities during the recovery processes.  
The simple task of not using your phone proves to be difficult due to the current 
social climate and the reliance on cell phones. This product will be used in instances 
that individuals want to reduce the cognitive load of their phones without completely 
disconnecting.
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Figure 6: Rates of TBI related visits in the emergancy department in Canada.
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At the start of the school year, I began my exploration into issues that revolved 
around all types of traumatic brain injuries. I was able to draw from my own 
experience, the experiences others around me who had also experienced a 
head injury and stories that strangers had shared online. With these stories and 
experiences as a constant reference, I began to explore various struggles that 
many people confessed to experiencing. Learning about the difficulties is was 
apparent that issues like isolation and newfound dependencies were widespread 
and debilitating. The design journey was eye-opening and resulted in me 
creating a device that would help individuals with head injuries to regain some 
independence and normalcy during their recovery.

D E S I G N 
D E V E L O P M E N T

Design Journey

Initial problem exploration mind map

Exploring issues with tracking  
symptoms during TBI

Exploring various ways to store and 
access data

Examining Phone functions and 
interfacing options

Looking at low-cost technology, 
manufacturing, and aesthetics

Cove

Exploring issues with doctor-patient 
communication during a TBI recovery

Exploring analog systems 

Exploring analog interfaces and 
proper UI practices

Examining the technologies

Figure 7: Initial problem identification 
Mindmap

Figure 8: Foam form exploration
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Design Development

Material and Colour Exploration

When searching for inspiration, I 
looked at various materials and 
shapes that would be pleasing to 
the touch. I felt this was important, 
seeing as this is a product that will 
be held and handled a lot during 
its lifetime—using a combination 
of smooth and sharp transitions to 
communicate function to the user.
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Touch Pad Development

As I decided I wanted to make use of the phone for the computing and digital 
aspect of the product, I began developing ways to reduce the need for electrical 
components in the device. Focusing on taking advantage of the way most phone 
screens, I used aluminum foil to try and create touch pads. It took me a couple of 
iterations to figure out how to make it work. You can see the development from the 
first idea to the working to the final approach in this photo. The concept made with 
red tap allows the screen to think that a finger is swiping across the screen as each 
one of the connector points transmits the current to a slightly different place on the 
screen, mimicking the movement of a finger.

Very early in the process, I sketched 
to help myself organize my thoughts 
about the various concepts and 
concepts or features I wanted to 
explore 
 
As a very hands-on individual, this 
exploration occurred through a lot of 
cardboard models and quick 3D prints. 
I printed various amount of buttons 
and analog inputs, such as sliders and 
knobs, allowing me to explore a vast 
array of possibilities very quickly and 
start figuring out what seemed to work. 
I was also able to use these models to 
get feedback from various individuals 
and professionals. 

Development

Figure 9: Analog Exploration

Figure 10: Touch Pad Exploration
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Design Development

Touchpad exploration, both 
physical and mechanical

Models used to test UI

Some of the physical models made to 
explore possible shapes and looks

More refined models as the design 
direction became clearer 

Interface Development

After learning which functions users considered most important, I needed to develop 
a way that allowed them to navigate to all these functions. It was imperative that 
the navigation pattern relied on already learn patterns and that it was very intuitive. 
Any sort of dissonance or learning that would take place in the navigation process 
would lead to cognitive strain as the individual would have to attempt to understand 
the system and engage their problem-solving skills, an extremely difficult task when 
recovering from a TBI.

Figure 12: UI testing Figure 13: UI pathway

Figure 11: Journey Exploration
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Using the inspiration board on the 
previous page injunction with the 
knowledge of relevant key features, such 
as the need for tactical feedback and 
intuitive interfaces, I explored various 
aesthetic options ranging from more 
rectilinear shapes to more organic 
options. It was important to include the 
phone when looking at the aesthetic 
design to create a design that visually 
communicated that it was an extension of 
the phone. 
 
After creating these 18 styles, I asked 
users to rate their top designs. After 
determining the top three most popular 
methods, I created 3d printed versions 
of them and examined how well they 
worked ergonomically; this process left 
me with a design that’s form followed its 
function.

Visual Language Development

Figure 15: Aesthetic Test 1 Figure 16: Aesthetic Test 2 Figure 17: Aesthetic Test 3

Figure 14: Aesthetic variations
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Design Development

1) Open Cove App

4) Secure Strap 5) Plug in Cable 6) Adjust Panel 7) Use as Desired

3) place Cove on phone2) Wait for Prompt

Use cycle

Figure 18: Use Cycle
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User Interface

Using design patterns that are common provides users with 
a smoother experience, reducing frustration and strain when 
navigating the product. Cove is designed to allow individuals 
to access essential functions but reduces the strain. Texting, for 
example, is limited because reading and writing are activities 
that require not only a lot of cognition but also demand the 
user to focus their eye and maintain focus. All difficult task 
when recovering from a TBI, to remedy this Cove still allows the 
individual to access their and reply to their messages with pre-
programed responses or a speech to text option. 
The phone would provide vibrations and audio feedback 
while navigating to provide the user with haptic feedback

Navigation
Press - Select
Press/Hold - Cancel/ Back
Double Tap- Activate Voice Navigation

Swipe- Navigate Options

Bread Crumbs

Graphical Interface 
to reduce reading

Simple sentences

User Interface

Figure 19: Navigation Graphical Pathway

Figure 20: Interface Buttons
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Design Development

Design details

Looking to cut costs and simplify the design, I was inspired by 
conductive gloves, using the idea of passing the conductive 
charge naturally held in the human body to the screen via a series 
of conductive rods. This takes advantage of the phone’s touch 
screen to navigate the device.  
It is imperative that the conductive touch rods are raised;

In addition to securing Cove to the smartphone, the band acts as 
a loop for the user’s fingers, providing them extra security when 
navigating their device.  To tighten the band simply pull on the 
finger loop, the larger the loop, the tighter the band. This allows 
the device to fit any size smartphone. 
 
The soft silicone band can be reversed in order to accommodate 
left-handed users. Reversing the band is as simple as switch a 
watch band.

1) To ensure enough contact with the finger to transmit the 
charge successfully 
2) To provide the user with tactile feedback as they pass 
their finger along the touchpad

Touch Rods Securement System

Figure 21: Touch Pad Detail Figure 23: Buckel Detail Figure 24: Buckel ContextFigure 22: Touch Pad Section View
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Cove works with the smartphone, as 
an anolog interface with the phone 
acts as the muscle behind the scenes. 
Cove take advantage of the various 
feature and sensors that are standard 
on all smartphones. Using the phone’s 
ability to create sounds and vibrate to  
provide the user with feedback when 
navigating Cove, in addition to using 
the phones already stored data to 
provide the user with a personalized 
product, by accessing contacts, call 
logs, past text messages, and predictive 
text allowing Cove to be used with 
almost no setup.

Smartphone

E-ink screens resemble paper, with lower contrast ratios, greyscale display, and low 
refresh rates. All these factors make them easy on the brain to process and allow 
individuals with traumatic brain injuries to look at them without aggravating their 
symptoms and fatiguing their brain. The screen will have a light and dark mode, 
which will change automatically depending on the amount of light in the room; the 
smartphone’s light detector will detect this. 

E-ink Screens

The adjustable panel works to 
accommodate the various sized 
smartphone screens there are currently 
on the market. The polypropylene 
panel can be moved up and down 
taking advantage of the materials yield 
strength to lock the panel into place. 

Adjustable Panel

Figure 24: Panel Context Figure 25: Smartphone Detail Figure 26: Screen Detail



22

Design Development

Human Factors

Orange is warm and draws attention, 
beneficial with individuals with 
attention deficits. It was essential to 
choose a shade of orange that was 
inviting and did not communicate that 
its goal was to alert an individual as is 
common with the tone of orange used 
in safety or construction equipment.

Human factors are the aspect of design 
that focuses on ergonomics,  and 
aesthetics that influence the use of design, 
using data from ergonomic research, 
psychology and sensory finding, and 
understanding of spatial factors.

The smooth transitions that 
accompanied the sharp ledges 
provide tactical contrast, allowing the 
user to identify their fingers position on 
the product without having to look at it 
and indicating that these areas provide 
a function. 

The straps loop at the back sits at an 
angle that follows the angle of the four 
fingers when holding a phone, the 
angle and position of the loop indicate 
to the user its purpose as a grip, as 
their grasp will naturally result in the 
grip being used.

Buttons are measured at 0.4” in 
diameter, which is smaller than the 
mean of the average adult index 
finger. This ensures that the finger will 
cover the conductive touch rod when 
the users use tactical feedback to 
locate various input options.

Interface designed with issues such as 
poor memory, attention impairments, 
vision problems, impaired cognition, 
and problem-solving skills, and light 
sensitivities in mind
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Manufacturing + Materials
Cove is composed of various 
components that come together to form 
an organic form with minimal electronics 
components. It’s important to note that 
manufacturing methods are always 
opening to changing as it is important 
to take the recommendations for the 
manufactures producing the parts.

The orange panel is made of 
polypropylene. Polypropylene is a 
thermoset plastic that does well as an 
injection molding material. Ability to be 
injection molded, chemical resistance 
which is good for cleaning, and high 
impact strength in case the product is 
dropped or miss-handled.

This white sections will be 
manufactured using a two-shot over-
molding process with polypropylene 
as the first shot and liquid silicon as the 
second shot to provide the product 
with a smooth and tactical feel. Silicon 
is also a very durable material and 
easy to clean. All essential properties 
for a product that will be handled a lot.

The strap will be created by a 
compression mold machine, the same 
method used to make silicon watch 
bands. It compresses the silicon into 
the desired shape with the help of a 
heated mold cavity. 

The remaining components will be 
sourced

Overshot Molding

Compression Molding

Injection Molding

Figure 27: Exploded View
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Design Development

The primary market will be anyone from the roughly 2.5 million Traumatic brain 
injuries that occur annually (Leddy & Willer, 2006) that seeks medical care—
focusing primarily on young adults living in Canada who were avid smartphone 
users prior to their injury. These individuals are health-conscious and responsible 
with an active desire to improve their well-being. XIt’s important to fully reach this 
target market before branching into other market opportunities.  

It’s important to fully reach this target market before branching into other market 
opportunities. Other markets that could benefit from Cove include individuals 
who are looking to minimize their technology intake but still need access to a 
smartphone; this market would consist of young, tech-savvy professionals. Another 
possible market for expansion is adults who are looking to provide their aging 
parents with a phone, allowing them to repurpose their old smartphones without 
them being too overwhelming.

Initial manufacturing of product 

Find investors by networking and 
attending medical conferences.

Create a strong reputation in 
the medical field, and become 
a standard for indivuduals 
recovering from TBI’s

Promote product at medical conferences and 
Medical Events pertaining to TBI, offering doctors 
a portion of the profits from every device they sell. 
In addition to providing their care a competitive 
advantage.

Expand into other Market oppertunties

Marketing Stratagy

Primary Target Market Growth Oppertunities
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Branding

your phone, rethought

Fresh, Minimal, NaturalLorem ipsum 
dolor sit amet, consectetuer adipisc-
ing elit, sed diam nonummy nibh eu-
ismod tincidunt ut laoreet dolore 
magna aliquam erat volutpat. Ut wisi 
enim ad minim veniam, quis nostrud 
exerci tation ullamcorper suscipit 
lobortis nisl ut aliquip ex ea commo

Lorem. 
Lorem 

Brand statement 

COVE. Provides Service to Traumatic brain injury sufferers in a difficult environment with 
a understanding voice. Eliciting the feeling of growth and empowerment.

In figure x we have a brand board that looks to help portray the feel and look of 
Coves brand Identity. Cove look looks to understand the difficulties that come with 
dealing with a traumatic brain injury and using a human-centered approach to create 
products that help these individuals regain some independence.  
 
The brand image is fresh, minimal, and natural. Taking advantage of recycled materials 
and soft colors, Cove branding creates a light and refreshing feeling that many people 
suffering from a traumatic brain injury can appreciate. 

Wordmark Logo Letterform type

Logo

Figure 28: Brand Board

Figure 29: Cove Logos
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Packaging and Point of Purchace

The packaging will be made from recycled material. Leaving a transparent section 
where the screen helps showcase one of the products more invaluable piece of 
technology and a vital aspect of the product’s visual language. The circle cutout 
is outlined by the brands’ letterform logo, with a splash of colour. Potential to use 
this a method of indicating product colour if the product is released in other colour 
options. The letterform logo also appears at the bottom of the packaging, mirroring 
the location of the logo on the product.

Figure 30: Cove Packaging Concept

Figure 31: Cove Packaging Layout Figure 32: Cove Packaging Development



Design Development

27



28

Appendix

A p p e n d i x
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ITEM NO. PART NUMBER QTY.

1 Back 1
2 Body 1

3 Connector Points 12

4 Screen 1
5 Strap 1

6 Buckle 1

7 Ink Screen 1

8 Panel 1

9 Cabel 1
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