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In the current bar socializing, people with social anxiety and information overload often lead to social
awkwardness and anxiety, filling a place that should be relaxing with pressure. This project has created a
new interactive ritual for the bar. Through an online digital service platform and the narrative experience of
entertainment tasks in the offline space, it has transformed the physical space of the bar into a playground
full of secrets, thus changing the sense of loneliness at a loss into the excitement of exploring the unknown.

€ Voyr

“Inn-trovert” not only offers consumers a unique and inclusive social experience, but also creates a
powerful operational strategy for bar operators to enhance customer stickiness and brand diffe

Ny °
lackground

llspiration

My parents frequently attend banquets and
gatherings, a_nd | sometimes join similar drinking

— |'_J‘
94

I | often find myself in awkward :
ks. | L

[

In group-based social
settings, low energy makes it
difficult to participate.

MY THINKING

How can individuals with low energy levels par
- ) " -

ticipate in
group social activities centered around “wine culture”

o —

Y Definition

Bars are not merely drinking establishments but also quintessential "third spaces” for
social interaction. As informal public spaces, they possess the following social attributes:

S-0-8

A space of waak connections
between strangers

Allow personal identity to unfold
and roles to shift

Facilitating connections for social
interaction and temporary intimacy

For young people, it serves as a semi-public, semi-private social outlet—a means to

escape high-pressure environments in the city and rebuild a sense of connection. In a
way, bars fulfill the functions of emotional consumption and relationship buffering.

Y Au d ie n ce crOWd *Data source: CBNData (China Business News Data Center)

57% 28%
Atmosphere 72%
Flavor 69%
57%

Age Group

Key Considerations

Among bar patrons, Generation Z, aged 18-24, predominantly consists of office
workers or students. Simultaneously, the bar's ambiance and the taste of its beverages
are key factors people consider when choosing a bar.

Y Reasons for the trend of rejuvenation

GREATER TIME FLEXIBILITY EXPLORING IDENTITY NEEDS

nsibilities in the evening
are mostly young singles.

to explore “Who am 1?*
through dressing up, socializing, and interacting.

SOCIAL MEDIA INFLUENCE EMOTIONAL EXTERNALIZATION TENDENCY

Sm Douyin /Xiaohongshu
are fueling the rise of “conceptual bars” and other
check-in culture trends.

ety or seek emotional
connection through social spaces.

@ Social Facilitator @ Hospitality Staff

An individual who tends to
observe or engage minimally in
social interactions, often jaining
activities only when invited.

A person who actively initiates or
guides group activities, fostering
participation and maintaining a
lively atmosphere.

Individuals working in service roles
wha interact with guests,
providing assistance, comfort, and
a welcoming enviranment.

Y Comparison with Similar Venues

9:q1

he Plight of Passive Participant in Bars

llmeractive Pressure
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In comparison to various settings, bars have high social intensity, abundant sensory stimulation, and a high density of strangers, while also
demanding intense self-presentation. For individuals with social anxiety, they are the settings where sources of stress are most concentrated.

Uvermeta trd










ask Card design

Tavern Treasure Hunt 1.
The 0Id Captain‘s Final Uoyage

[[Jessanssasnnnnnsnnnannnnannnny |

cenario and user flow ture plan
-y | i ~

Optimize the application

Task Name

Achievement Visual Elements - : _— N
Purpose Optimize the visual system, application functionality, button size,

and compaonent modules

Tavern Treasure Hunt 2! Tavern Treasura Hunt 3:
The Heart of the Goar The Secret of one

ssananasensnsnnrantnnranens |

Plan Conducting user experience testing in physical bars
Further adjustments for enhanced user-friendly functionality

Promotion and Marketing of the Bar

o

.‘J.-‘
N

L En e e e
Tha tounder af the Bar—an old aea captain—
brought back a mpsterious compass from his
final veyage. He claimed it would anly paint to
“true treasure,” but no one knows whaere it
lies hiddon.

iw —
* Purpose  Attract more relevant groups to engage in consumption, provide

[Excluvive Discount]ford services/promote brands to these groups

L Phizsophargs atie]
Plan Marketing through social media posts on platforms like
Xiachongshu and Douyin

Tavern Treasure Hunt 5: Tavarn Treasura Hunt 4:
The Philosopher’'s Stone The Boss’'s Stash

PN T it o Offline Pop-Up Event Promotion
Received a pop-up invitation for other tabletop game Accept the invitation and join the group game.

entertainment on my phone.
et L1} ; STEP 3
y T i N

Peel-off design: NPCs
tear off the side to
claim rewards.

Subsequent Development Model

—_— Purpose  Achieve greater profitability and a sustainable profit model

Award Name

R —

Plan Design more storylines and event quests, holiday events
Story Background it Developing stores with different themes
) o d -~ Design and Sales of Merchandise
ES?"DUO” an After playing for a while, user felt a bit tired, but then | Follow the interface prompts to find the hidden card in the Find an NPC to redeem the prize.

Achievement Name discovered the shop's mysterious quest. northeast corner of the store.

2 /

eflection

=
/_\ —
e . . . . 9:41
This is an interesting exploration of the boundaries T -

 Impression Beverages

between people and between people and space.

Customize your

Signature blend.
Alcohal Congent »

The core of this strategy lies in using digital products as a
buffer layer and lubricant to provide urban residents with a
low-pressure, high-fun and controllable social bar
experience. Let social interaction return to ease and fun,
allowing everyone to find a sense of belonging within thei
comfort zone.







RESEARCH

Why can these “traces” be used for
behavioral analysis?

Using Sensors to Study Home Activities

Author ¢ Jie Jiang 1,Riccardo Pozza, Kristrun Gunnarsdéttir,Nigel Gilbert andKlaus Moessner
This study uses ambient sensors plus time-use diaries to monitor and infer daily
living activities in real homes. By applying feature extraction (clustering,
change-point detection) and Hidden Markov Models,

3. Achieves Daily
The authors show that

even without cameras
or visual data, non-

sor Data »
Feature Extraction

effectively recognize
activities like

2. cooking, resting,
_Ma(nnd for leaving or returning

ation and h
/alidation Sl

Smart-surface: Large scale textile pressure
sensors arrays for activity recognition

Author ! panelJingyuan Cheng, Mathias Sundholm, Bo Zhou, Marco Hirsch, Paul Lukowicz

=
This study proposes a textile-based surface pressure mapping technique as a
novel, unobtrusive source of activity recognition information.

[Unobtrusive 1

Information Source |

Analysing Subtle
Features

Thé-paper
by analy subtle
=afeaturesof interactions,
Complex aCtivities can)
Tdentd Mems S

gk amlessly phasizes that
eEra nsors into

ryday textiles avoldimg™
ruption to daily life.

Activity Recognition

visual sensor data can

Technology Collection

Data Acquisition Method

:}/; Data richness [Xj
X | Privacy/Ethics v |
Lf; Deployment Constraints [yf
g e
(%) Cost/Complexity )

. Opting for sensors over cameras marks a pivotal shift from
“surveillance” to “sensing.”

Sacrificing the “explicit richness” of data yields “respect for

privacy” and “poetic data.” This transforms the project from a

monitoring tool into a true recorder of an “Emotional Archive.”

Sensor Select

Pressure Sensor

Function
Detects physical
pressure or
contact/weight
on surfaces

Showcase
#usage footprint
#touch trace
#occupancy

Function
Detects ambient
sound le

sound

Showcase

ambience

Function
Detects presence/
motion/occupancy
via infrared
radiation

Showcase
#usage footprint
#touch trace
#occupancy

Case study

SENSOR E!L.I_EY is an interactive sensor artwork featuring ~
wireless®connected pidlars,that produce laght and sound in
responsegtortolch. Lotated at the entranct @fuddhie rew
theater &n Assen, it transforms the space imto a vibrant
immersive environment where 11Hﬁw and | sound dynamical Ly

EBact \.iim.interactlon. 1

i

SENSOR VALLEY

Studio Roosepaarde

Nis immersive installation, a ém=ém floaor “field” is
ed with scanning lines. Once a visitor steps in,
hidden sensors measure their posif _weight, orientation,
speed and gravity-induced forcegal ed these parameters
into a real-time visualizatiopsd und system. The lipes
on the floor distort, LEDSHElE d ambient sound shifts
- letting visitors feal ches of gravity 'on their
body, and the body's rese orce, through light and
sound rather than sights

Grav’@ﬁfis—Gravity And Resistance

/ Seiko MIKAMI+Sota ICHIKAWA

The project "Motion Exposure” captures motion trails that
are invisible to the naked eye. Orlando focuses on the
relationship between motion, time, and space, utilizing a
technique that combines long-exposure photography with -
custom programmable LED I1ight sticks

LED lights are attached to "maving objects. As the subject
moves, the lights paint a path on the camera’s sensor,
revealing the invisible patterns created by movement aver

time.

[

Motion Exposure

Stephen Orlando

DESIGN PROSESS FLOWCHART
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TECHNICAL TESTING STORYBOARD SCENARIO

#Arduino #Uno #Coding #Sensors *xDemonstrate the software usage process
o HEhY e e = \/iﬁ\ -“— Material Preparation e . Look, the AR display clearly shows

= :
. KT .

Technical testing

a6 T Tnin -
'ﬂ-wwz*{h = has validated the
it (currantaim) : \ 4 feasibility of
! various sensors 1n
o)
now = 1s()

recording data,
thereby

| I
| |
| |
| I
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| |
| |
I |
I I
| |

i substantiating the
B EC(BDAFE, Bx12, 0 rationality of this
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)
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Functional Testing
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-
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ed data analy
(X ] ¥ Arduna s -
shatch_hongwaiTestino
MIC_PTN = AQ;
SAMPLE_INTERVAL_US = 508;
stup() |
«begin(115208);
L (1
» £ = (DEFAULT) |
}
04
Lane -
now = micros();
L0 [newe - Tast >= SAMPLE_INTERVAL_US) {
1ast 4= SAUBLI_INTERVAL_US;
v = analeghend(MIC_PEN); @ "voidlooph{ A | 5 / /e
| static unsigned long last = 0; | ; o / | f ! ]
| unsigned long now = micros{); | < — — - (
| if (now - last >= : | Through thi deeper understanding | / X .
SAMPLE_INTERVAL_US) { w A : i i ) ; i
) |~ last += SAMPLE_INTERVALUS; | ) ) . iled ¢ ot . y;oulines my/
s ast += SAMPLE_INTERVAL_US; more detailed d s day.
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#Short-distance Travel #Luggage Transport
#Smart Logistics #Personal Mohility

The "SHAVI" product series includes the Variety Smart Leisure Scooter,
the Elfin Smart Flash Delivery Drone, the Shadow Smart Luggage
Transport Board, along with their supporting charging stations and APP.

They can be flexibly combined and disassembled according to different
task requirements, capable of meeting short-distance travel needs,
accomplishing rapid delivery of lightweight items, and performing
automated transport of large luggage. Through the APP, users can easily
create and manage transport tasks, monitor progress in real-time.

SHADOW  VARIETY ELFIN

Ce—

ANALYSIS

*Pain points / Needs

DEFINITION

Short-Distance Travel

Converience #Quick Access

L 2
References

Integrated Personal-Cargo Transport

*The concept proposed in this study ¥ 1 physica| Burden #Ergonomic dimensions

Transportation activities within cities or adjacent
areas, covering distances of 1to 5 kilometers. It
encompasses daily commuting, shopping, leisure,
and other needs. Characterized by high
frequency, fragmented trips, and a strong
demand for flexibility and responsiveness.

A lightweight vehicle capable of simultaneously
carrying passengers and a certain volume of cargo,
designed to bridge the gap between human and
goods transportation needs. It is suitable for diverse

urban scenarios such as commuting, pickup, delivery,

and shopping.

. Of Carrying Heavy
pog . Items

("\az VISIONE
A L \BINOCULARE
" T

conception of this project

7im|
Lo o

VISIONE ODCHIDDESTROBJ- e —
LIMITE VrSrONE‘oSuFEmﬂHE

RESEARCH

Young users prefer short-distance transportation options
ta Source; liMed Lo A1

earch | 2024 China Sh

~2-Nefficiency Of
"Last Mile"
Travel

Elfin

Smart Flash Delivery Drone

1345 = iz

Variety

Smart Cycling Devices

d=

A smart balance scooter designed for short-

QP
RaS

autonomously plans optimal routes for fast

"Data Source a Re Jistance Transportation Industry Market Research Report LIEdT!

A compact intelligent drone that

distance travel, supporting remote control and

multiple riding modes. delivery of urgent documents or small items.

3. Limited
nctionality Of

isting Devices
w»

Key factors of choosing electric bicycles ,:I'r;]n_sp_oFta_hén_ U_sa-gé Preferences | #5Soft Minimalism #Approachable

Performance A &
Isoeediaccainration

* For short-distance travel, besides buses and i

wendance Y v v s7.5% ! ; 4, Need For > z
Eadincance : subways, the most commonly used options among Immediate Shadow - Chargmg station
Brakasafoty Y ! young people today are shared bicycles and two- . it B [
il i wheeled electric bicycles. I Seney Smart Luggage Trolley Charging station
ntefligent function T £ Y A Del very

The user group primarily focuses on performance A smart follow-me transporter with autonomous A wireless charging dock for mobile smart

Price Sr W ¥ s
' and battery life, while smart features also rank ; navigation, controllable via mobile app for vehicles, featuring real-time status monitoring
ngpenrance duigifiy Wy e e iy e 30.6% : highly in importance, making them key I i ol s o
Al *  considerations for product design. i n convenient daily item transport. via the app.
Antitheft securtyge e e ol i d Need: Fast & Low-Cost
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T\/Al?l ETY 3 q ;' A \ S ¥ g2 & *Detail Showcase OCgcling Style
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Hidden folding Removable @ /
footrest footrest M

. ’Exgloded view
a. "__—‘ variety

e o T

Open-top Adjustable
storage board backrest Steering armrest o —
T~
ﬂ Side cover »
7
m Center partition »
Rubber Built-in Bl
wheels umbrella 9

Decorative trim

Rubber wheels

Drone Storage Embedded
Compartment vehicle lights

SHADOW ELFIN

.Detaﬂ Showcasc_—:'

P T T e e -

'Detail Showcase

The core design principle of this smart
express delivery drone is to deliver user-
friendly, efficient, and rapid delivery
services through automation technology
and autonomous learning capabilities,
while ensuring safety, reliability, and .
environmental sustainability. @

_____ C Ifsfd_ﬁiml S CC.}{\; \ Y
|' R] gﬁb ¢ Drone Flight Mode Diagram

Handle

Shadow Smart Luggage Carrier feature!
navigation and motorized drive, enabling a B = ‘

automatically follow or autonomously pl o5, . j | m |

This solves the inconvenience of carrying i — E— Hﬂn
items for users and can be operated via S 3

app or voice commands. . ; -

Regular shape

Carry-on Items

Expand Form ‘LightweigF




APP DESIGN

. 3
Ul Kit

Logo

SHAVI is specifically designed for modular
transport vehicles, offering efficient and
convenient short-distance travel and logistics
solutions. Users can effortlessly switch between
electric scooter and drone modes via the app to
meet diverse scenario needs.
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SCENARIO DISPLAY

Deiiver Your Package

Hi, nice to meet you!

O b vtams Coeagn US

o Welcome Page

y Asawelcome page, it welcomes |
| users 1o the site and guides them |
| through subsequent registration

| processes and other content.

'Iz Home Page

, Features key common functions,

| Including nearby address 1
, recornmendations, transportation
| mode selection, today's weather, |
| and brand slogans. {

3 Sidebar

, Integrates commonly Used

, features not part of the primary

| design, including interfaces for

, hotifications, device management, |
| seutings, friends, and moare.

i

P mmiyiogo

Today's Weather: Sunny

o Toosy's S

Shadow Smart
Luggage Board
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Background Research
Current Situation

%
People's leisure
time after work

—————— st is increasing.

Night school
attending trenc_i)

—
Single
individuals®

| number raised

| -

“emotional value"
is exceptionally
strong

Most Gen-Z take |
part-time work or
side hustles.

\
\

1\

Spare-time skill- |
| learning trend |

> in the evemngs demand for night classes/
trial sessions is strong P and ighly local , With learning motivation
intertwined with emotional v » and social interac Plaﬁorms can focus on

providing low- bamer trustworthg, and nearbg skill exchanges and experiences.

Young people have available leisure 1

/hy young people learn
skills in their free time?

The background research confirmed that the
phenomenon of "young people learning in their spare
time" is real. So | dug deeper into this and have
summarized the reasons driving them to learn into the
following 6 main categories.

F

Self-lImprovement
Learning new skills
boosts
competitiveness.

5 e

Consumption Shift
Shift from material to
experiential and

knowledge spending.

Social Connection
Interest-based

learning offers low-
pressure socializing.

Lifestyle Shift
Night ecenomy and

online content make
learning easier.

0

Paid Courses

“ ] Ongoing

Ongoing Projects

Park Revitalization

Completed | Propos

Community Ga

Proposed Projects

Bike Lane Expansion

9:41

N Q

Lat
€ Community
(S
5\:5\\“‘3“

(& D Hunterspoint Avenue

5

oy
‘\’j Duteh Kills

SIS’AVE

Sophia Chen
Exchange Skil
Brewing Coffee

Needs for income
supplementation and risk
diversification driven by

economic downturns

Finding Growth and
Recognition Through
Interests.

‘Platform Opportunity

Digital platforms lower the
barriers to monetization.
People have more
opportunities to learn or earn.

Side Hustle Trend
Interest learning
fuels side income
and self-growth,

Psuchological Drive

Learning relieves stress
and brings fulfillment.

Drwen by self-improvement and s ustle
awareness monetrzmg hobbles has emergecﬁ asa
new life stratequ. F e gain additiona C

socwal recognmon and self- worth rough

Market Research

ow are young people’s skill-learning needs currently being met?

Category Representative institutions Features
| . .
Course- Structured and accessible, but with
Baaed varying quality — online courses are
entry-level, offline ones offer more
Learning dapih,
| ——
[ ]
Practice- BOSS Focused on gaining real experience;
Oriented H requires time and effort but yields
Learning EH’E tangible professional growth.
00000
Experience High in fun and social engagement,
& Social meeting emotional needs but lacking
Learning S structured progression.

Why people tend to monetize their interests? !/hat are monetization methods?

/'hu are night school/short-term
trial classes so popular?

Low-Cost & Low-
Risk Choice

Low cost, low risk,
and high experience

value fit the trend of
“ratiopal
consumption.”

Flexible and
Manageable Time

Short-term
schedules help
balance work and
leisure, ideal for
those with unstable
routines.

Stress-Free,
Experience-
Focused

Focuses on experience

free from long-term
performanoce pressure.

and entry-level learning,

Instant
Gratification &
Social Appeal

Blends learning and
lelsure; offers quick
results and emotional
satisfaction through
soalal sharing,




Background Research W Summary

¥ Observation [Features |

To understand the real experience within different learning "models”, | selected two representative cases: Jingdezhen, as a prime example of the immersive "workshop" model, and night Course-Based Learning B -------------- .
schools, representing the return of "traditional offline skills” learning. | went into these scenes to observe firsthand how the motivations and core strengths of learners differ between e —
these two models.

‘system, relatively long duration,

Short duration, focused on hands-on practice and the

CNr W L T Short-term Practice  Br--------oo--oooooe ¢ creation of a tangible "work™ as the core goal.

Activities E nvironment g o e Focused on experience and feelings, low decision cost,
Co re St rengt h Exeriones-Onierted Lanrnlog 8 . high entertainment value, and usually one-time activities.
. : . : Strong social attributes and relaxed atmosphere,emphasizes
: . Community & Social Learning p---------- *
‘ Jlngdezhen g:ltura‘:h& Atmospheric 4 g emotional value relatively weak in systematic knowledge.
| reng
- Experience-Driven, Outcome-
f;ir:;g::f” Ori’:ented : Practice-Oriented Learning p-----«------ % Experience-driven, with the longest duration and strong
s 2 S o6 clal & Communication correlation to professional growth.

Impact Key Dimensions for User Evaluation

Active Communities &

- Focus on handmade creatian, - Relaxed classroom enviranment + Equal teacher-student relationships, . Ceramics, glazes, tools, and « Tourists, creators, and beginners ¥
‘ photography, and sharing works + In community centers of training | + comman guidance and appreciation | works. seeking oultural and experiential Creative LOOp i
+ blending making and showeasing venues « actlve peer comm atlon. angagement.

Based on
observational
experiments and
background research,
users primarily focus
on 3 key dimensions:

.

Night school Flexible Timing & Pacing

example of Practical Focus & Immediate

‘ "traditional offline Reward Process Experience
3 i C—
‘ skills Iearmng + Learners quickly engage after - Open, well-lit spaces combining « Teacher-led interaction « Objects vary depending on the = Young professionals, students, and {7 itu & Bel H
wark artand leisure + Focusing on skill acquisition and subject taught, freelancers + Lommunity elonging
‘ » Valuing structured rhythm and + Diverse materials. efficiency + Aiming to upskill or explore new Resource Allocation
[

visible progress. | career paths.

Achievements/Gains

The Jingdezhen workshop model centers on cultural immersion and social creation, emphasizing an immersive atmosphere and creative expression. In contrast, the night school
CEEE——S—S—

model prioritizes practical skills and outcome-driven learning, featuring a clear pace and strong structure. The former attracts young creators seeking experiences and a sense of
belonging, while the latter serves learners aiming to enhance their skills and advance their careers.

User Research Ideation

. Q uestio n nai re Engagement & Sustainability Information & Accessibility Monetization
—_———-— _————-——x

To obtain more detailed firsthand research data, | posted a questionnaire on social media to investigate the actual situation of skill "
learning during leisure time among young and middle-aged adults. HMW j |
User Profile A , ' | |
Your frequency of participation in amateur skill training Continuous. Low- Trustworthy Achieve value 1 |
over the past year Effort L - t ‘l‘i 4 + 4 d | e i Income
8% 46% 8% 7% % or : earning rans;faren ,and CoSst- creation an: i — i
£l Experience effective channels market exposure ' _Learners ' 2 . Teachers |,
Age 18 . 35 4 B, . ) Course b s
Job Freelancer Student New hire  Middle management Sole proprietor b |n5ights Experience e
| e N ™ Brand influence Content Quality,
Your regular daily routine and available evenings ? ® Location Convenience @ Creators lack a platform to @ Craftspeople cannot gain & Brand
00000 ® e e 0000000 ® Never 104%  28.4% BTG B Froquentiy showcase their work and skills. stable exposure Career Pat Sl
6+ nights per wesk ergy after
OO [el[s][®][®][®][e][e) ORETIRERI e ) . A @ Lackotenergy sftanwork + The current trust filtering » Often end up in courses with
9} (@] [0] [@] [0][®] [®] (@] e Your willingness to collaborate and interact with strangers expesisiiar Hor smotindl e mechanisms are inadequate. mismatched difficulty levels Parsoraiizad Trafflo and
: 2 Courses Revenue

b\‘”*ﬂnj mmm UL’ B -2 nights par week
leqular working hours

Flexible working hours

+ Opportunities

The reason you participate in skill-learning The factors you consider most f - = = Study Area
experiences during your free time important when enrolling 1 = Ultra-lightweight course system + Creator Earnings Closed-
| | - = Tiered Strategy Loop Logic
No 75% 23.9% B5.7% 39 Vs - Gamiﬁcafﬂon and Incentive I —— . Comn:-unitg Mechanisms, Co-

Too tired / No time = — B®%  Convenient location B87% Mechanisms valuation Mechanism curation or Works Marketplace
o . o6.8% Affordable price 65.6% Your preferred teaching format » Learning venues trending - Achievement Visualization * SoclalIncentives and Light

v : 2 towards "third places” Monetization Mechanisms

enue environmen N 1 ] L J = H
Too far from home —.— 17% Sl : 63.7% ‘ Popularity & CSOI:Jal \ﬁlue & A
\ oclal atmosphere
Don't know how to register [— — 4.8% R = 41.8% ‘ b Concept Extra Platform T Nangeasion
- Reputation / Reviews

Uneartaln quality — — 439% i /ey . = 40.3% ‘ Income Team

Trial class available Ji 38.8% o
Na ane to go with 4.- 26.8% 2 i

i R Courseoutoomes | g 0 0 000 sagw ‘ Offline Experiences Legal

Lack of metivation . . : i i i Support

Teachersproficiency | o  149% Offline  67.2% 41.8% Ui 20.9% 208%  Oniine Audience Pain Points Goals ety Az

Touchpoints
Lack of time/energy Clear and transparent classification criteria
Learners Lack of Information opacity

Most young people show strong interest in learning hobby skills, yet actual participation rates remain low. The
main barriers are limited time and energy, and lack of transparent information.
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