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1 FurnIT-SAVER  project introduction   

The traditional nature of the furniture industry and the limited incorporation of ICT tools 

have reduced the ability of SMEs in the sector to innovate and respond to the competition 

coming from larger companies. These specialised furniture shops and small furniture 

manufacturers have been unable to compete with the economies of scale advantages that 

larger furniture retailers can offer. 

On the other hand, smaller furniture companies can offer higher levels of personalization 

and quality of customized goods that truly meet customers' preferences and needs which 

represents a potential competitive advantage over larger furniture providers. Nevertheless, 

as it is impossible to envisage how the furniture will look and fit into the customers home, 

customised furniture also bears an expensive risk if the final piece of furniture does not meet 

the customer's needs or does not complement other furniture. Furthermore, these 

customised services are predominantly provided on a face-to-face basis in local and 

fragmented markets which prevents small manufacturers to benefit from ecommerce 

growth and limit their international reach. 

The FURNIT-SAVER  project makes use of innovative ICT solutions based on a combination of 

Virtual and Augmented Reality (VR/AR) technologies, recommendation engines and 

ecommerce solutions, to produce a smart marketplace for furniture customisation. 

Customers will be able to select among an extensive furniture catalogue and properties and 

virtually try the selected pieces in their rooms with three very simple steps: (1) Creating an 

accurate 3D virtual representation of their place, (2) Trying furniture of different 

manufacturers in this virtual scenario and get recommendations according to their 

preferences of a wide range of properties and pieces, and (3) Visualizing the fit of the chosen 

products in their place using augmented reality. 

STEP 1 STEP 2 STEP 3 
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3.4 Furniture Styles 

The furniture styles to test in the scenarios will be the following: 

3.4.1 Classic 
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3.4.2 Contemporary 
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3.4.3 Modern 

 

 

 

  




























































