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Figure 1: The stages of the behavioral design process
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Consumer Journey

CX Journey Mapping Process
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User Interviews
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User Interviews
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Design Research



B Research and Interviews of Friendly Market mainly to
Young Female

F

M Carried out in May 2006

Location : Tokyo,
Kanagawa




Design Concept

M Vehicle Concept

< EASY and USUFUL at glance >

~EBasy & Convenient~

Easy and Useful- m ake
you want to go out

M Target User

Enjoy life my way & naturally

Women finished .
Dealing with kids users Singles

Second car of a Compact car




