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Summary of the Topic, Background and Asthetic Guideline

DESIGN BRIEF

Co-Evolution of Technology and Human

The evolution of human-being is a history of using 
technology to expand our physical and mental 
capabilities, shapes our behavior and value. In the 
pyramid of technology, the ultimate stage is techno-
logy becoming part of human society or even human 
nature. 

Although technologies being envisioned or prototy-
ped now in the lab are absurd and uncanny, some of 
them might be widely applied and accepted in the 
future. It’s interesting in this project to speculate 
people’s attitudes changes through the process and 
what are the factors to decide if a technology can 
move to the stage of widely applied and accepted.

Technology Timeline 2035

• Physical and neuro sensors to collect behavioral 
and emotion data

• AI system to understand the behavior pattern 
and emotion pattern

• Multi-sensory technologies to simulate five sen-
ses and create virtual experience

• Neurotechnology(magnetic or current stimu-
lation with wearable or nanorobot) to directly 
simulate sensations, emotion and energy level

Topic

The aim of this project is to speculate how native 
technologies will merge into human‘s daily life and 
its social impact on the way we understand and 
control ourselves. Specifically to what extend we as 
human can accept technologies to manipulate and 
augment ourselves for good reasons, in this case, 
changing habit and having healthier lifestyle.

Home as a healing place
This work will imagine future home embedded with 
ubiquitous computing and virtual technologies to 
support people to realize, reflect and intervene bad 
habits that can affect their physical or mental well-
being

Questions

Is using technology to gain self awareness and self 
control embracing the next nature or losing huma-
nity?

To what extend can we accept giving up control and 
accepting manipulation for good reasons?

Social Factors

Urbanization
Since 90s, the rapid urbanization in China has alrea-
dy lead to significant lifestyle changes such as unhe-
althy dietary changes, reduced physical activities and 
increased living and working pressures. 

Middle-Class Boom
By 2035, China’s population will reach 1.5 billion 
and over 65% of them will live in giant cities, which 
worsen this issue. The majority of city people will 
be among the booming Middle-Class, who enjoys a 
higher standard of life quality and sensory experien-
ce at home.

Technology:
Another key factor of lifestyle change is the thriving 
technologies such as computer, mobile and Internet, 
which dramatically change how people communica-
te, understand and solve problems. While citizens 
are celebrating the new era of connected life, they 
also noticed the increasing compulsion for data and 
addiction to virtual experience. 

Therefore, it is estimated in this project that till 2030 
large amount of people living in the urban area will 
suffered from city diseases such as obesity, diabetes 
and depression and some new cyber disorders such 
as infobesity and VR addiction. 

Asthetic Guideline

Neutropia but interesting: 
The vision and the fictional society should be neut-
ropia in order to gain more empathy with audience. 
However, the final design is expect be interesting 
and meaningful enough to raise the awareness and 
discussion about the virtual experience at home, 
which is inevitable in the future.

Futuristic but feasible: 
This project should push the boundary in terms of 
technology and social values, instead of being down-
to-ground as a problem-solving project. But it should 
base on current theories and reasonable prediction 
of the trend in technology and social behavior, relati-
onship and values.
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Research, Design Fiction and Prototype

Research

Secondary researches have been done to understand 
the fundamental strategy of habit change therapy. 
Observation of the trigger, consequences and process   
is important for staying mindful. Interruption and 
replacement of bad habit is crutial for inserting new 
habit. Positive and negative reinforcement is the 
most effective 

An online survey and in-depth interviews are also 
conducted to comprehnd the emotional motivation 
involved in habit change process and people‘s atti-
tudes towards different strategies in comparison to 
their effect. 

Insight

Self reflection and mindfulness is the most funda-
mental strategy in behavior change therapy.

Negative reinforcemnet can be unpleasant and unat-
tractive but effective in the short term.

A balance of negative and postivie reinforcement is 
important for the effect in the long term.

DESIGN PROCESS

Design Fiction

Design fiction is the most significant design me-
thod and prototyping tools applied in this project to 
envision the future world, speculate people‘s attitu-
desand motivations and imagine the product in these 
scenarios. 

Fiction World
In 2030, in order to help the whole country move out 
of the situation of deteriorating physical and mental 
well-being, the National People’s Congress deci-
ded to pass the ACT called “BETTER HUMAN” to 
support behavior regulation technology development 
and application.

Till 2035, many families in cities have equipped with 
BETTER HUMAN devices to support a better lifesty-
le. The concept of home has gradually shifted from a 
relaxing place to a healing place which fixes people’s 
unhealthy lifestyle through reflection, habit interven-
tion and brain manipulation.

Tension of Characters
In order to gain insights from different perspective, 
two characters are created to have different opinion 
about technologies.

Prototype

Different type of prototypes are created in order to 
invite people to imagine and discuss this tension 
between augmenting people‘s ability with technology 
and losing the humanity.

A Kinect prototype illustrates user‘s shadow on the 
screen to enable people to imagine what it feels like 
when a close imitation of self changes according to 
certain behaviors.

Several artifacts are created to provide the audience 
with a tangible understanding of the concepts and 
opportunities to try out the experience of using cer-
tain technologies to manipulate sensation and mind.

A future tech-magazine interview with the charac-
ters about the BETTER HUMAN devices in their 
daily life is adapted from the original fiction story to 
enable audience to dive deeper into the character‘s 
emotion and thoghts but also have a glance of the 
future world. 

And finally a short film is produced to tell the story 
to the audience in the most intuitive way. Several 
different versions of the film scripts were created to 
test out the best storytelling way and a storyboard is 
made afterwards for the shooting and post produc-
tion.
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DESIGN OUTCOME
Final Concepts with Series of Artifacts

BETTER HUMAN

“Better Human” imagines a close-future world where 
native technologies are being widely used to manipu-
late people’s sensation and mind for health purpose. 
It raises the question of whether human should rely 
on technology to gain self awareness and self control 
and whether giving up control and accepting mani-
pulation is worth it for good reasons. 

The work explores where the demarcation line 
between intimidating and attracting by designing 
products with three different strategies: reflectors, 
troublemakers and satisfiers. Reflectors inform 
people quality information of quantified data. The 
intention is to make people mindful of their lifes-
tyle in general. Troublemakers conduct unpleasant 
real-time interventions to make people realize and 
break bad habit when it occurs. Satisfiers manipu-
late people‘s brain to make them feel satisfied when 
doing right things. 
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DESIGN OUTCOME
Final Concepts with Series of Artifacts

REFLECTOR

[Shadow] is a spotlight which projects interactive 
shadows on the wall from the user. The idea is to 
show users different selves so that they can gain the 
awareness of the positive/negative effect of their own 
habit.

TROUBLEMAKER

[BOWL] changes shapes when bad food is put inside 
it. Its goal is to inform user of unhealthy food and 
stop the behavior at the moment.

[BALL] expands, changes color and emits unpleasant 
smell when the user is getting stressed. Its idea is to 
remind the user to have a rest.

SATISFIER

[GOURMET KIT] is a set of tablewares with a wearb-
le to simulate best gourmet experience when healthy 
food is taken. The spoon, the chopstick and the straw 
have sensors to simulate five basic flavors by stimu-
late user‘s tongue bulb. The connecting wearable 
is able to stimulate the crania nerves to increase or 
decrease the arousal level, which manipulates peop-
le‘s preference of food.

[FOCUS KIT] is a meditation toolkit to speed up the 
recovery process of the [BALL] once the user gets 
very stressed. The user is guided to get into the mode 
of meditation by using the breathing mask to reach 
the best breath pattern and focusing on the [BALL] 
to adjust the mind.


