
A R T  S C I E N C E



TOGETHER, IT WORKS

Art and science. Fire and water. Give and take. They’re 

familiar concepts. Fundamental, even. Broccoli before 

dessert. It’s nice to share. But chances are, you’ve never 

seen them applied to the process of product design 

and development. And that’s why Ignition is different.

 We’re talking about a combination of disciplines. 

And it’s what happens when they all collide that 

defines the Ignition experience. We’re not just a 

design boutique, a staff of engineers or a team of 

anthropologists. The excitement lives in the space  

in-between. See all those exciting green lines over 

there? That’s what we’re talking about.

 For us, the concept of “collaboration” isn’t merely 

a polite way of passing the buck. On the contrary 

— we’ve created a place where all kinds of people with 

millions of different ideas can do much more than 

coexist. And when that happens, you win. Because 

that’s where the good stuff comes from — the stuff 

that looks great on the shelf, but never seems to 

stay there very long.

HEURISTIC COMBUSTION  /  Basically, “heuristics” means that we start with a question. Then, rather than 

trying to form an answer, we ask another question. The answer to the previous question drives the next 

question, and so on. It can begin at any point in the process, and it can lead us absolutely anywhere. 

Bottom line, we start with a good idea, but we never know where we’ll end up. And that’s the beauty of it. 

Because whatever happens, we know it will be better than stabbing in the dark — or even following a rigid 

strategy based on someone else’s idea of what “should” happen. It’s not a new process — just a proven 

process done in an entirely new way. And more importantly, it’s ingrained into our culture. Organic, but 

structured. Organized chaos. Call it what you will. It works.

RESEARCH
Simply put, you can’t design a blender  

in a vacuum. Design is a response  
to a need. Research helps us define  

the need in the first place. 

DESIGN
There’s eye candy, and then there  

are products that make consumers’  
eyes light up. Our products look  

good, but their beauty lies in the  
way they solve real problems.  

PRODUCE
We can build one widget or a hundred. 

Then we can make sure they run,  
or run the production numbers, or  

even run them by a focus group.

PROTOTYPE
Don’t speculate. Fabricate. Let’s put  
all of this fancy technology in our back 
room to work — and create a full-scale, 
working model that we can touch,  
smell, test and re-tool. 

DISCOVER
Sometimes a gap in the marketplace 
spawns an idea. Sometimes the 
world changes, creating a new need.  
And when that doesn’t work, we  
take a bazooka to the marketplace  
and make our own darn gap. Carefully,  
of course. 

ENGINEER
We win business on the interaction between 
our designers, our research team and our 
engineers. They push each other in only the 
best ways — and they get better results. 



Cinego  /  Our research showed that people were taking office projectors 

home to watch DVDs. So we developed Cinego — a compact, surprisingly 

portable video projector and DVD player. And not surprisingly, customers 

are responding. Now, garage doors are family drive-ins, and spare 

bedrooms are media centers.

BRILL IANT /



I DT  M P 3  P l aye r  /  For lots of  people,  music is  l i fe.  But that’s  not the 

only reason this player resonates with so many fans.  To give it  a human 

touch,  we took our cues from nature.  I t ’s  inspired by a r iver rock — a 

shape that begs to be picked up.  And the subtle textural  changes help 

users navigate without skipping a beat.

PERSONAL /



V E X  Ro b ot i cs  K i t  /  There’s an entire subculture of high school and 

college kids who enter robotics competitions. These science fairs  

on steroids are as intense as any championship basketball game. So  

we created a learning system that’s not only fun, but also helps these  

gear-heads get to the nuts and bolts of a problem — and beat it.

CREATIVE /



A M X  Au to m a t i o n  Co nt ro l  Syste m  /  They had a problem. They needed 

credibility with elite end users and dealers. Fast. We started with great 

technology — integrated systems that can control everything in high-tech 

homes and offices. Then we added more. Functionality. Visual consistency. 

And brand identity. AMX got what they needed — a 20-fold increase in sales.

IMPACTFUL /


