Success Story

T

he Challenge
Find a 3D visualization solution
that would leverage the company’s
existing digital assets to reduce
outside development costs, specifi-
cally, physical prototyping

- Shorten product development cycles

T

and improve time to market

he Solution
SGI Reality Center technology

- Silicon Graphics® Onyx2® system

with InfiniteReality3™ graphics

- Mechdyne™ MD Wall™ (18x8-ft rigid

screen with rear projection]

- Barco® 1209s CRT and BarcoReality

T

6300 LCD projectors

he Result
Outside physical prototyping and
related expenses were eliminated

- Virtual prototyping relegated

[internal] physical prototyping to
one per project, typically

- Product development cycles

were shortened by nearly 30%,
improving time to market

- Enhanced interdepartmental

collaboration

- Fewer production problems in the

latter stages of product development

- Higher-quality, better-engineered

products

SGI® Reality Center™ Technology Shortens
Product Development Cycles and Speeds Time to Market

Thomson, a company with roots that date back to 1880, has a presence in more
than 30 countries and boasts a Consumer Products Division that ranks as the
world’s fourth-largest supplier of consumer electronics, featuring brands such as
Thomson, RCA, and Technicolor. The company provides industrial design for the
entire line of RCA consumer electronics products, from broadcast satellite systems,
broadband products, and cable modems to HDTVs, projection TVs, DVD players,
VCRs, and more. This work is handled by Thomson’s Industrial Design Group,
which has design centers in Indianapolis, Indiana, and Paris, France.

In 1998, Thomson’s global design development manager, Mike Squillace, was look-
ing for a visualization solution with which he could leverage the company’s digital
assets—3D images—to reduce outside development costs—specifically, that of
physical prototypes. With the cost of appearance-only prototypes ranging from
$15,000 for a telephone to $25,000 for a large television set, the desire to trim
those costs was sizeable. Also, the need for fewer prototypes would shorten devel-
opment cycles and improve time to market, thereby extending the period for which
new-product profit margins are at their highest for retailers.



