




















MatCh Amulet Applied Futurism: CONTEXT

Scenario (Advertising Executive)

At the end of the survey he was
given the chance to join their
“Flyby Match” service allowing
him to:

* Find his match both online and
“offline.”

* Create an amulet- a wearable
device that alerts him when a
match is within a certain radius in
real-life and displays their match
%.

* Option to reply in real time.

At the end of the “FlyBy” Match
application he was prompted

to personalize his “amulet.” He
chose the black necklace with the
LCD circle alert. This necklace
would light up when his match

was within 30 feet.
Business trip from SF to Chi-

cago upon landing his “amulet”
alerted him of a match. He looked
through the lens to see where

the match was coming from. He
noticed Sally, the nice flight atten-
dant who gave him extra peanuts
stopped mid aisle and turned in
his direction. Eye contact was
made. It was a match made in
cloud of technology.
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