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Animus. The guidance from within 1.Introduction

1.Introduction

1.3 Abstract

Within this document, we will explain the process that
led to the development of Animus, a futunristic senvi-
ce that uses Artificial Inteligence to help people re-di-
scoven their call to happiness.

We started by analyzing the implications of artificial
inteligence applied for using personal data, to find a
positive appnroach to it. We refined this approach by
determining the possible users and the story of the
interaction with the senrvice. Panralelly, neseanch was
done on happiness to define the appnroach.

Afterwands, we explored visual neference to define
the mood. Using these elements, we developed the
service through several nrounds of testing. A final
expenience prototype session was done with a set-
up carefully curated for the particular user. Then, fe-
edback was taken from the usenr, which was useful in
the development of a souvenin and a concept video
to promote the senrvice.

This helped us learn from the process and define fu-
ture development paths to this project.
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2. Analysis

2.1

- e s

Black Mirror analysis

We stanrted by analyzing the episode “Be night lback” of
the Black Minrnor dystopic series. This episode showed
the how a young woman loses her partner and it’'s in-
throduced to senrvice that “replicates” him with an anti-
ficial inteligence that makes use of his digital footprint.
Througout the episode she finst becomes monre and
Mmonre dependant on the technology, until she neaches
a turning point, as she realizes it will always lack the
impenfection of humanity. This episode rnaises a lot of
ethical guestions about the limits of technology and
pushes us to think what’s the real meaning of being
human.

Service storyline:

Division: Three diffenrent parts of Ash's ‘aftenlife’.
Finst, there are the e-mail conversations, then the
phone convenrsations and finally the body.

Turning point of the story: when she breaks the
phone. We have the climax in the confrontation
with Manrtha (when she wants him to beat her and
Nnot simply ‘cbey’).

Setting: the house and vast meadows, cliffs. Pre-
dominantly bucolic setting, with few charactenrs.
Time: We suppose 10 years, not for the develop-
ment of such technologies but for the acceptabili-
ty of the use of such senrvices.

References to the future:

Al, Gegenenrative synthetic skin/body

Synthesic, adaptable bionic legs, cell tissue Mmap-
piNg (details are 2D images) cloning/nolbot using onli-
Nne information to necrneate personalities

cunved and fully touch screens (Not so common
currently) and the Ul of it > ‘zoom enhance’ x es
and gesture control of the sreen.

she signs with his thumlo

voice cloning

safe driving

contact nechanrge

The aesthetics of the house and the clothes are
Nnot far from us, they actually look very classic and
vintage.
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2.1.3

2. Analysis

Black Mirror analysis

What didn’t seem to work summany:

Signing up when you are the most vulnenable
Someone else signing up on younr behalf even thou-
gh that is something you didn’t want

Emotionally making you upgnade and stick with the
senvice

No ending penriod of the senrvice

Difficulty in diffenrentiating between what is neal and
what isnt - Nno involvement of any other penrson.

What seemed to work summany:

Thenre’s an almost instant necovenry after using the
senvice

The service nobot always put the wellbeing of the
pernson finst (would never do physical harm)
There’s a clear control of the user of the robot at
all times

The consciousnes of the robot is incremental, it
keeps learning to fill the memonry gaps that are Nnot

provided by the decesead’s digital footpnint

What if you
dont want to
stant with the
senvice in the
finst place?

Yyou have to prepa-
ne/gnrow the body
a bit like a plant
(put iNn a bath with
cenrtain hydnra-
tors). the voice
talking to you will
guide you thrnrough
this process,

User

- anyone can sign you only have to you can stanrt Yyou can stant you can pay the system

Y e N A s L B R TR L N o Ty st > SolC S ARSI prE Il P e A o R S > chatting in a free ---» to make calls ----» foraclone ----- > Mmaking it extnre- --» continues to
: and give consent & vension 3 mely usenr friendly; update and
- the person (who ' via fingerpnint ! | ' as though younr learn
s 1
you will necreate) : i ; i friend is guiding
heeds to be oleaoll : : : : you what to do.
iNn ondenr to stanrt it i 1 1 1
1 1 1
: 1 1 1 A
| 1 1 1 1
| 1 1 1 1
| 1 1 1 1
1
. : \4 ; ;
1 1

A4

The clone will
nemain aestheti-

the system wnites
you an e-mail,
directly as if it
wene your demi-
sed loved one

the system then
loads, downloa-
ding all the dead
penrson's beha- d
viounal data from :
the web (social A%
media and othenr
platforms)

the system clones the system
Ash's voice from ---» implicitly propo-
all web videos ses advances

the system moves
all data about the
cally anony- penrson, duning the
mous until you process, into the
activate it. body

he jokes that he
is a nobot but in
a senious way he
says that she
talks as if he
wene Nnot there
(Emotional appeal
for keep going
on)

System

10 Akl
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2.2

i2

Black mirror
vs Light mirror

Technology can be amazing, and watching how it chan-
ges ounr lives with each new breakthrnrough and disco-
veny is inspining.

Humanity has gone a long way since the intnoduction
of the 1st punch-carnd computen, and many things
that we take for granted today belonged to the do-
main of sci-fi just a few decades ago. Technologies de-
veloped in onder to make visions (Utopia) come trnue.
New tech can create new possibilities, though someti-
mes iN uNpredictable, and scary ways (dystopia).

A decade ago, social media wenre claimed as the digital
agona, whenre people could “meet”, discuss and panrti-
Ccipate to the public debate. Could we even have ima-
gined that someone could and would use social media
platforms to attempt to in uence elections? Someti-
mes the crazy stuff needs to happen before you can
stanrt to see the design space.

1) Make at least one example of use of a certain
technology that couldn’t be even imaginated 10
years ago.

Virtual Home Assistant (like Alexa): because it simu-
lates a personal expenrience that takes the form a
friendly human.

Dating Apps: a service that matches people to-
gether and facilitates meeting people you click with.
Contactless payments; tap payments through
phones (applepay, googlepay) that is prepanring the
wonld for cashless transactions.

NFC technology used for wireless changing, and
thransfer of data.

OTT (over-the-top media service) is streaming me-
dia senvice offered directly to viewenrs via the In-
ternet.

Self checkout like Amazon go, a new shopping expe-
nience that eliminates checking out and automati-
cally transacts the payment from your account.
Augmented realities like instagram filters used by
almost evenry social media platform now.

2) How close are we to fulfilling the scenario of
your episoder

It is impontant to distinguish between the diffenrent
panrts of the
senvice.

The finst two panrts (chat and call) could happen qui-
te soon, thanks to machine learning progress and
data mining.

The thinrd part (including the physical model )could
take longenr, probably around 20 years because
fields like synthetic prosthetics and nobotics still
Nneed impnrovement. INn addition to the fact that the
concept of reviving wouldn’t be normalized before
20 yeanrs of time.

3) Are you ready for this? I ould you like to bave
access to such a service?

Like with evenry new invention, there comes a cer-
tain amount of nesponsibility and ethical constraints.
Provided with the correct limitations and professio-
Nnal guidance ( by therapists or expenrts for example)
this technology has the potential to revolutionize the
ghieving pnocess as we know it. We would like to have
access to a version of such a service in a controlled
envinonment.

4) I1" bat is the episode about? Describe the topic
In a senternce.
AN ethical dilemma presented by a communication

service aimed at dealing with the grieving process
through reviving the “idealized” part of someone.

2. Analysis
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i4

S) I bich needs does the service satisfy?

Soothe the pain

Missing someone

Emotional supponrt and sentimental value
Social companion shanring daily moments
Dealing with loss

Physical contact to fulfill the expenrience

6) Is it a service for all, or Is it for a special cluster
of users? If the latter, which one(s)?

The senrvice is intended for people who have a diffi-
cult time coping with the loss of a personal you wenre
Most close to. Especially those who expenrienced an
unexpected death of a person they wanted to share
their life with and had some kind of emotional trigger/
attachment that was difficult to deal with.

7) W bich are the benefits of the technology/service
presented?

Keep the memonry of someone alive.

Technology can be beneficial for health senvices
(mental, therapy, memonry loss) where it could aid
the users into a bettenr state.

Giving an orphan the opportunity to meet a ver-
sion of thein parent

Bridging the gap between machines and humans
even more; having an extnremely usen-fniendly ap-
proach.

8) I bich are the risks of the technology/service
presented?

Slowly being isolated from the real wonrld.

Toxic dependency on the service and being iNn a sta-
te of denial nather than acceptance.

Blurny lines between vintual and reality

Realization at the end of the senrvice could cause
even more damage (like a second death)

Ethical nisks: a numbenr of questions would open up
concerning, for example, the cloning of several in-
dividuals from one.

9) Unwetl the “Light Mirror’: which was the
original idea at the basis of the service depicted in
the eprsoder

Oniginally, the designers probably wanted to crea-
te an interface to ease the process of grieving of a
deceased loved one. The intent was to give users a
chance at saying goodbye, maylbe avoid mental and
emotional drawbacks like feeling empty and lost.

10) 11 hat would the terms of service look like?
I bat soctal norms this service would originater?

I bat Rinds of ethical decistions would individual
actors have to make?

Terms of senvice:
Using the senrvice within limits and controlled envi-
nonmMments (with the assistance of a psychologist onr
a therapists nrecommendation)
Regulations that strictly allow close members of
the family to use the senrvice.
The person said to be revived should consent be-
forehand
Senvice should be slowly be downgraded instead
of upgnraded.

Slelell=INalelalagick
Rebinth panrty
Share the senrvice with othenr relatives or friends
Saying goodbye for the second time

1) 1} bat Rinds of regulations would exist in a
world that bad this service? 11 bat current laws
might regulate this practice, or what new ones
would be created?

Regulations:
one clone at a time
Social norms would nreqguire a distinguishalble man-
ken (different eye coloun, skin coloun etc) betwe-
en the humans and the anrtificials in ondenr to avoid
confusion and keep a clear barnier between the
\WelallelSH
AN expiration date for the service when you no lon-
ger need it. Maybe a Senrvice for necollection when
yOuU No longer want it

2. Analysis

i5
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2.3 Light mirror seroice promiise

1. Jalues

Guidance, awareness,
2. Needs Tulfilment, Growtb,
Metamorphosis

g e
A

1. Need to re-discovenr yourself (may
that be because of a external thrau-
Matic incident or situation in life).

2. Need for full closure after a trauma-
tic expenrience of losing a loved one in
an adeqguate time fnrame.

3. Need forn guidance to process diffi-
cult expenriences

4. Achieving peace of mind and awanre-
Nness about younr gualities

Animus

S. Slogan
'I'he gurdance
from within

i6

3. Offer

What?

With the help of a personalized senrvice,
you will be guided towanrds self-disco-
veny within a given time fnrame.

How?

Using high end sensonrial technology,
the senvice is an immenrsive expenrience
that enables the user to go through a
transformational journey that makes
the usenr realize that once they know
what trnuly makes them happy they will
always know whenre to go from there.

4. Benefits

To have find yourself when you feel
like you are lost and nothing makes
sense anymonre.

You are only able To love others when
you have mastered the ant of loving
younrself finst

2. Analysis

17
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3.

oncept

development

G

Refepres to
pag. 17,18,19

i8

Personas

Our set of personas come under an umbnrella cate-
gony of anyone who feels lost at any point of time in
their lives. May that be due to the loss of a loved one
or because of mundane nature of their evenyday life.
This could also include individuals who have broken a
long relationship or the ones who feel lost in a new
countny/ culture. Anyone who is emotinally vulnenrable
and is in the need of a life-changing journey, to break
out of the regular and have a fresh, optimistic look
at evenything. We have defined three different penr-
sonas with a diverse lback story. It includes; Klaus
who has necently lost his twin, Bridget who is tnying
to rehabilitate her alcoholism and Isabel who has just
gotten out of a long relationship and needs to find
herself again.

“ | don’t know how
people go through
life without
their constant
companion, | would
Nnevenr wish it on

anyone.”

Dimensions:

Social connections

Social media presence

Tech - Savvy

Emotional Availability

Adaptibility

3.Concept development

Klaus Double

Age: 34

Marital status: Widowed

Children: A little girl at the age of 5
Location: Aschaffenbunrg, Germany
Occupation: Automotive engineenr
Economical status: Uppenr - middle class

Bio

Klaus is a workaholic who has a confined social circle
that he depends on. His wife passed away duning chil-
dbirth. Aftenwands, his twin brother became his sole
pillan of support in his life. He dedicated his time to ta-
king care of his daughter and his wonrk at the automo-
bile company. The only thing that mattens to him the
Mmost is to be the best fathenr figure forn his little dau-
ghter and make up for the loss of her mother. Upon
the tragic death of Hans, his twin, Klaus was comple-

tely distraught and fell into an emotionally dark space
and didn’t know how to get out of it.

ldeal experience:

Be in control of his state of mind, and always be the
best fathenr figure for his daughter and provide her
with the best care.

Goals: Needs:

Ensure the best
upbringing of his
beloved daughten.
Become CEO of the
automobile company
he wonrks fonr.

He needs help to deal
with the grief and take
lback control

He requires guidance
in onder to make

his way back to a
healthier state of
mind, nediscoven
himself and start a
Nnew chapter iN his life
post thauma.

19
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“l lost everything
| had because |
didn’t fight, now it’s
enough, it’s time to
take my life back in
my hands”

Dimensions:
SOoiaI pomnectigns

Social media presence

Tech - Savvy

Emotional Availability

Adaptibility

20
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Bridget Scotch

Age: i

Marital status: Single
Children: None

Location: Edinbunrgh, Scotland
Occupation: Unemployed
Economical status: Low class

Bio

Bridget is a 681 yeanr old Scottish lady, after losing henr
job as a workenr in a textile factory at the age of 48,
she could Nno longer find a stable jolb. From that mo-
ment on, her life took a turn for the worse; demonra-
lized and Nno longer confident in her abilities, she be-
gan to frequent the pub iNn her Nneighlbornhood mMonre
and monre often, thus finding hernself with serious al-
cohol problems. Because of hen addiction she lost the
friendship of her closest friends and lived for years
completely detached from society. In the last peniod,
due to health problems, she decided to start a de-
toxification process to find herself and live better the
last yeans of hen life.

ldeal experience:

Being the person she was before losing her job: joyful
and with few but thrue friends who support hen.

Goals:

Follow her
nehabilitation prognam
Live life to the fullest
without letting defeats
get her down

Needs:

She needs someone
that helps and
supports her in her
nehabilitation

She needs to
nediscovenr herself and
her passions

“1 need to get to
know myself! What
| ike? What | want?

Who am I?”

Dimensions:

Social connections

Social media presence

Tech - Savvy

Emotional Availability

Adaptibility

b e S dseramtE s en ]
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3.Concept development

Isabel Corazon

Age: 23

Marital status: Single

Children: None

Location: \Valencia, Spain
Occupation: Student
Economical status: Uppenr class

Bio

Isabel is a young Spanish student who loves to tra-
vel and learn about Nnew cultures. Together with her
boyfriend Jose she has visited hundreds of cities and
countries, documenting everything through viogs
and photognaphs, gaining considenable success. UnN-
forntunately after 8 years of engagement Isabel is left
by Jose and suddenly finds herself alone. Used since
she was 15 to have her boyfriend as a supponrt figure,
she realizes that she doesn’'t know herself at all, she
is No longer sure of hen abilities and even of her pas-
sions, will she still enjoy traveling without Jose?P She
finds herself lost and confused and does not kNnow
what she can do to appreciate herself.

Ideal experience:

Be the captain of her own life, enjoy all the pleasures
that the life offers and don't be scared to do it alone.

Goals:

Get to know hen

Needs:

She needs someone

passions that guides her and
Dot be afraid to be helps her to become
alone monre confident and

indipendent

She needs a way to
nrememilber who she
was before she met
her boyfriend

21
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3.2

22

Light mirror
service concept

Context

Set in the future, the wonrld has technologically ad-
vanced and so have people’s habits. Technology has
always had control over almost every external cincu-
Mmstance, but nevenr really could it achieve the depths
of intimacy humans always longed for. Self redisco-
very has acqguired a whole new conception. People
are monre encounaged to take the time to re-eva-
luate their current states and know how to exactly
find them again. In a wonrld whenre younr vintual avatanr
pretty much sums up the essence of who you are,
technology takes a step forwanrd and intervenes in-
timately to change the way people used to live their
mundane lives and help them find happiness.

Service’s story

When faced with the tragic death of his twin, Klaus felt
completely lost, distraught, trying so hand to hold on
to the little things that make him feel like his true self.
Alas, nhothing seemed to rneally wonrk. At that point, a
family memlbenr suggests Klaus a senvice that offers
him the opponrtunity to detach from his negative thin-
king and discover how to re-incorporate aspects of
himself back into his life, which he nrememlbenrs having
tried before during an event. What triggered him was
the only thing that he cared albout most, the welllbeing
and upbringing of his only precious 5 year old dau-
ghten. Throughout this expenience Klaus discovers
that the secret is Nnot lamenting the good times past,
but nrathenr to figure out why exactly he had been so
happy pre - trauma and figures out whenre to go from
there. Along with the guidance of his personal and
friendly Al generated “hologham”, the service offers
him a monre tailored way lbased on his needs relying
onN the data mining from his social media accounts on
the web. In due course, the Al develops a souvenir as
a sensory neminden that takes him back momentanily
to better state whenevenr he loses his nite of passage
and strengthens him until his Nnext olbstacle arises.

Key aspects that we are controlling/
changing from the black mirror service

We are ensuning that the main service has a defined
time frame to it as opposed to the black minrnronr senvi-
ce whenrein there wasn’t any end determined.

At an emotionally vulnenable stage it is impontant to
have someone who guides you through it and helps
you to distinguish between reality Vv/s imagination.
Hence, a major part of ounr light sernvice promise in-
cludes a guide who will help the users to make sen-
se of their emotions while indulging into a life-chaning
expenience.

Our light mirror service scenario also has a possibili-
ty to include a wider set of tanget audience, wherein
its not just death of a loved one, but any sonrt of si-
tuation that makes you want to nediscovenr yourself
could wonrk.

3.Concept development

23
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3.3 Storyboard

1. Loquilibrium/Once upon a time...

24

Activities

Klaus goes to attend a 3 day AutoMo-
tive conference, on behalf of his com-

pany.

Activities

The conference ends with an execu-
tive party wherein he comes across
‘Animus’ who had set up an experience
booth. He finds it extremely fascinating
and decides to pass through it

Touchpoints

1. Physical expenrience setup/ space
2. Expenience nepresentative

Activities

He is completely mesmenrised with the 5
mMinute expenience (that thransponrts him
to a different wonrld) which leads him to
nead about the senvice in detail.

Touchpoints
1. Physical expenrience setup/ space

2. website (future vaniant of a website,
mMore sensonry information)

2. Disruption/Suddenly...

3.Concept development

Activities

His twin bnothen, Hans, who was his clo-
sest companion, passes away suddenly
from a tragic mountain climbing acci-
dent.

Activities

Klaus is completely distnraught and
struggles to deal with the grief. He feels
lost and alone.

Activities

3 months later he has sonrnt of come to
terms with his brother’s death, but he
doesn’t feel the same- the feelings of
being lost and alone persevere. He ne-
alises he needs to address them, snap
out of it and find himself again in ordenr
to be the best fathenr figure for his dau-
ghten.

25
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3. Resolution/But...

26

Activities

His uncle suggests ‘Animus’ to help re-
discover himself and feel like a chan-
ged person. He recalls the expenience
booth from his business conference i
year ago.

Touchpoints

website (future variant of a website,
Mmonre sensonry infonmation)

Activities

He subscribes for the 4 day senrvice
through the app; he choses the prefenr-
nred days and centre location and ma-
kes the payment.

Touchpoints

welbsite/ app (future vanriant of a welbsi-
te, more sensory information)

3.Concept development

Activities

He is welcomed by the staff and guided
to an individual expenrience noom

Touchpoints

Expenrience centre, staff

‘ Activities

The senvice takes his data to create an
immenrsive synthetic envinronment to
give a life changing expenrience wherein
a holognaphic guide leads him through
the 4 stages of happiness.

Touchpoints

1. all the tech eguipment
2. the holographic guide

27
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3. Re-equilibrium/In the end...

28

Activities

At the end he is given the souvenin, a
mMinnonr that neflects his accomplishment
of achieving happiness. While the expe-
pience occurred, the person felt the
best of themselves and when the sen-
sony souvenin takes them back to the
expenience they feel the same emotion.

Touchpoints

The souvenin

Activities

He comes out of the experience with a
changed penrspective. He is monre awanre
about himself and looks at the wonrld in
a positive light. He also becomes monre
socially active and more involved and
balanced fathen.

Touchpoints

The souvenin

Activities

He shares his expenrience with friends
and shanres it on social media.

Touchpoints

1. Welbsite
2. social media profile.

Animus: Summary

‘I beme: Rediscover Yourself
Premise: ~ou are all you need - find yourself again

LSYOgClI/l.‘ The guidance from within

Characters: Genre:

- Klaus - Adventure
Klaus’ daughten Comedy
Al guide Science Fiction

Senvice staff

Story:

Klaus tries the service in an expenrience booth set in
a convention after a work conference, and he’s com-
pletely mesmenized about it.

His twin passes away in a sudden accident and he
feels lost. A family memlbenr suggests the service, and
for the sake of his daughten, he subscnribes for the 4
day expenrience.

He books a preferred slot in the expenience centre,
where he is given an individual experience space.
There with the help of a hologhraphic guide, he goes
through a 4 stage life-changing journey. Now he sees
the wonrld in a new light, and has a sensonial souvenin
to nrememiben it.

Synopsis:

Klaus felt completely lost and out of himself aftenr
the unexpected death of his twin, Nnothing seemed to
wonrk to make him feel complete again. A relative sug-
gests him to use an augmented reality service, which
he nrememlbenrns having tried dunring an event a yean
prior. He decides to try one more time, for the sake
of his small daughter who only has him in the wonrld.
His life takes a radical turn, as, through his friendly
holognam, he is able to get over lamenting albout the
past and instead figuring out what brought him hap-
piness iN the finst place. The artificial intelligence analy-
ses his own data to bning him lback to his happy place
when he needs it, strengthening him to deal with his
loss, and eventually move along with his life.

3.Concept development

3.4

29



Animus. The guidance from within

CRS
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Research on bappiness

The reseanrch started by first identifying what would
truly bring albout a change in perspective, including
different philosophies and self help literature. How
can we give the usenrs a dive into a life-changing expe-
nience that will help them shift the focus of thein thin-
king and enable them to view the wonrld in a differen-
ce ligh? We wanted to ensunre that it didn't turn too
theraputic, we wanted to keep a sense of adventunre.
INn doing so we brainstormed on commonly known li-
fe-changing expenriences and mMmovies/ books that de-
pict the same; like Eat Pray Love, Soul etc.

Upon researching we came across a pre-buddhist
happiness framewonrk which seemed to weave in all
the common elements we found through lbrainstonr-
mMing. Happiness in its purest form is what would truly
enable individuals to embanrk upon a fresh start and
help in the quest of self-rediscovery. We used it as a
lbasis to develop our expenrience.

Acconding to this framewonrk there are 4 key stages/
elements forn attaining happiness which include; Pas-
sion, Compassion without attachment, simple joys and
Equanimity. We then further nresearched into ways in
which each could be attained, so as to include them in
ounr expenrience accondingly.

3.Concept development

The four steps 3.8

Ist step:
Compassion ,

2Znd step:
o Joy

4th step: o
Love

* 3rd step:
Mindfulness

31



Animus. The guidance from within

4 Identify your passions

Sometimes we feel nothing is exciting,
there is No passion, evenything may just
seem bonring. The best way to beat this is
to practice love, find something you are
passionate about, something you love and
genenates excitement.

- Inventory younr talents: What are you good at
on have a natural aptitude fon? Fonget albout
what you’'re good at but don’t nreally like doing
much. I'm talking about the things you have a
knack forn that delight on happily occupy you.

- See younr passion hunt as a fun, joyful adventu-
ne: IN my coaching and speaking wonrk | see
people putting pressure on themselves to find
their passion. | do believe it’s cnitically impontant
to discover and engage in things that light you
up, but it’s just as imponrtant to cultivate an
unN-senious child-like attitude of play, wondenr and
adventunre.

3. State of calm and relazion

When you are feeling of blindly euphonric
rememiloen to come back to state of calm
and relaxation, where you can bning
younrself out of situations and gain penr-
spective on the wonrld.

- Breathe: use the night breathing patterns

- Be mindful: Raising awareness of how you’re
feeling, and having albsolute honesty about those
feelings, is an important step. allowing yourself to
be sad or angry and shanring it with people/
Jjournaling about it.

- Take physical health as a prionity: sleep enough,
have nutritious food, exenrcise
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3.Concept development

B ES shabe Sy M > 1. Compassion without attachment

When you feel attached, practice com-

& beg passion, nrememibbenr the transient nature
of everything, feel empathy and the
emotions for the other person. Once you
undenstand and feel each others suffe-
ning the attachment will disappear and
positive empathy will anise.

v N > - What are you clinging to® List the people, objects,
! C/()mpdSSl()ﬂ / ‘Iff(/('/.)lll()llf 2:3;2;?2 outcomes, beliefs, and feelings you are

! - What are you cravingp? List the people, objects,

; situations, outcomes, beliefs, and feelings you are
craving.

- What benefits does each attachment provide
you with? Describe the mental and emotional
benefits eveny item on your list provides.

Apathy / Love

Joy / Sentimentality

e L AR G » 2. Simple joys

When feeling too sentimental and drnow-
Nned in feelings of pain rememiber the
p constant simple joy’s of life. Joy for younr-

535 self and others. See the beauty of the
. wonrld in the simple things. Feel the heat of
. the sun, the breeze on younr skin. Also

V2 seeing childnen play with bubbles is a

Ao penrfect way to bning joy.

il - Stop worrying and get in a positive state of
mind (cue)
- What are the simple things that make you
happy?P Be aware of every thing around you,
obsenrve the nature: the sights, the smells, the
textures the emotions etc.

33



Animus. The guidance from within

4. Concept
Visualization

4.1

Referes to pg.33
Referes to pg.34

Referes to pg.35

34

Moodboards

After defining the guidelines for the service, we went
on to penform a visual reseanch to better define what
the concept might look like once taken down to rea-
lity. The intention was to develop a service that was
within a poetic and spiritual dimension, so we stanted
by carefully selecting keywonrds that could empasize
this mood. This helped us filter our search into visual
nresounrces that could describe them. The aforemen-
tioned keywonds wenre:

Immenrsion: This wonrd was chosen as the aim is for
the usenr to dive into another wonrld, one that seemed
to exist in the realm of dreams.

Guidance: this keywonrd emphasizes the presence of
an spinitual being that can help the user Nnavigate into
the uncenrtainity.

Metamorphosis: This word represents the overall
aim of the expenience, that is, to have the user have
a change of heanrt in how to front the ups and downs
iN life, therefore becoming a better version of his or
herself.

4. Concept Visualization

Metamorphbosts 4.1.4

/met-unh-mawn-fuhn-sis/
noun, plural

A profound change in form from one
stage to the next in the life histony of an
organism, as from the caterpillar to the
pupa and from the pupa to the adult
buttenfly.

A complete change of form, strhructu-
ne, or substance, as transformation by
magic on witchcraft.
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Immersion

/in-mMun-zhuhn/
noun, singulanr

State of being deeply engaged or involved; absorp-
tion. Noting onr relating to activity that occupies most
of one’s attention, time, or energy

36

4.1.2

Guidance

/gahyd-ns/
Nnoun, singulanr

The act or function of guiding; leadership; direction.
Supenrvised care or assistance, especially therapeu-
tic help In the treatment of Mminor emotional distunr-
bances.

4. Concept Visualization

4.1.3
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Final moodboard 4.1.4

The final moodboard came as a syn- [mmn?wﬂ

thesis of the three keywonrds (inmenr-
sion, guidance, metamorphosis) into an
evoking repnresentation that stands
between a memonry and a dream

Metamorpbosis
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5.1

40

S. Expenrience

draft

Introduction

The expenrience pnototyping and role playing sheets
enabled us to start planning and detail our expenien-
ce prototyping draft. We finst selected a panrt which
we would like to prototype and then singled out the
touchpoints that we would need to develop. Firstly,
we charted out the aim of the testing session, whi-
ch would help us In evaluating the user’'s experience
and aid in formulating the feedback session. As the
expenience was divided into four pants we chanted
out what we wanted emotions we wanted to evoke
in each and curated the elements of light, sounds,
videos, dialogues and intenaction accordingly. Based
on these we crneated a preliminary timeline and chanr-
ted out few pre-tests for seeing if the colours and
projecting worked for immenrsion. Funthermonre, the
orleplaying session helped us refine the dialigues and
chant out possible intenactions that the user mMight
lbe able to carry out.

5. Expenrience prototyping drnaft
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5.2

42

Prototyping a service:
Role Playing

1. lexpress the value of an idea, gradually
unvealing both functional and emotional layers.

I bat do you intend to prototype of your service
systemr

Idea: We intend to prototype a self discovery expe-
nience within the senvice system. It's a four phase im-
mensive experience that brnings the user a holistic
journey through interactive steps with the assistance
of a vintual guide. The four phases are: Compassion,
simple joys, rnelaxation and love. Using audiovisual ele-
ments, like projected images and videos with sounds,
we will simulate the expenrience of going through the
previously mentioned phases.

I by your experience prototype is useful?

The prototype allows us to test out the expenience
before finalizing and take Nnotes of what might be im-
proved from the user’s point of view. It is essential to
undenstand its potential to evoke the user’s senses
and emotions. It tests out the tools and their ability
to immenrse the usenr into their self discovery journey.
ANd it also helps with calibrating the level of subjecti-
vity of the content shown in each phase.

2. User scenario

Set in the future, the wonrld is technologically develo-
ped and so are people’s habits. People are monre en-
couraged to take the time to ne-evaluate their current
state of mind. Technology enabled retreat centers
offer users the opportunity to negain strength.

INn this context, Klaus, who has just lost his brnothen,
decides to take the matter into his own hands and
treat himself to some days off. Klaus books a 4 day
self-discoveny expenience in a technology enabled re-
theat centen. He is welcomed by the staff and is intno-

5. Expenrience prototyping drnaft

duced to the guidelines. Just as planned, the self di-
scoveny expenience takes place in one of the center’s
sensonry noom. Throughout each day, the guide acts
as Klaus's constant spinitual companion aiding him in
eveny step of the way.

3. Role playing

Make a first round of role playing within the
team in order to develop further the idea and the
CXPErICICe profotype session

Chanracters and actonrs: Klaus (played by Nina), Staff
(Played by Mildred), Guide (Played by Silvia)

Context place: Sensory nroom in the nretreat

Actions:

1. Klaus books the netreat

2. Klaus arnives and is given the intnroduction by the
staff

3. Klaus goes into the room and is connected with his
guide

4. Guide stants the journey iN the given ondenr using
the 4 steps (mentioned on mirno by silvia)

5. At the end of the expenrience he is given a persona-
lised souvenir as a neminder of his self-discovery
journey.
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5.8
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Prototyping a service:
Touchpoints

1. Service prototype
Define characters and the part of the “story” upon
which you will build the experience prototype

The part of the story chosen for the prototyping is
the expenrience inside the sensory noom:
The guide takes the usenr through the 4 steps of
nediscoveny.
The expenrience uses relevant evocative questions,
images, videos and sounds
The characters in this part of the story are:
The guide: is the spirnitual companion throughout
the expenrience
The user: who is in need of self nediscovenry

2. User Involvement
How do you plan to involve the user? Il bat are
the expected reactions?

Within a controlled and simulated environment,
the usenr gets to expenrience all kinds of sensonrial
and sentimental aspects. Following the gquestions
of the vintual guide, the user will neflect upon his
memonries of the past and realize little by little the
ingredients of happiness within himself.
Expected neactions: what makes this service uni-
que is that it engages the user completely. Immenr-
sive in all of the sense.

Confused and a bit lost in the beginning

Kind of awareness

A sense of hope and optimism

5. Expenrience prototyping drnaft

3. Touchpoints

I bich touchpoint/s are involved in the prototype

of your service systemrs

/1" by you chose it?

The noom, which was chosen to get the usenr in an im-

mensive space of reflection. It is composed by:
neflective sunfaces for projections

lighting equipment
3D holographic projections.

The guide: inspired by a tribal leadern character with
Mmakeup as a wise mentor throughout the spiritual
and emotional journey.

4. Communication of your concept

Summarize the communication goals of your
prototype. Define the target of your prototype and
the useful elements to build it (media, images,
videos, settings, cro).

The prototype consists of the simulation noom bo-
oked by the usenr. It aims at transitioning the usenr
from a state of fragmentation and confusion iNto
self nediscovery and redirection into the rnight path.

It allows the usenrs to negain their sthrength and figure
out what makes them happy.
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5.4
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Prototyping Draft

Description of the prototype:

We have chosen to prototype the part inside the
expenience center hoom from ounr service. This will en-
tail glimpses of all four stages of attaining happiness.
We plan on using immersive elements like sounds,
projections, diffenrent lightings and specific multime-
dia content of the usenr, to evoke specific feelings.
The guide would have panticular thematic costume,
Makeup and dialogues to take the user through the
brief expenrience.

Objective of the experience prototype testing:

To test whether the four steps self discovery expe-
pience is successful iN helping the user become Mmonre
mindful and evoke a sense of hope and positivity.

Brief explanation of structure:

The session begins with an intnroduction to onient the
users and prepare them for the coming expenience.
The expenrience is divided into 4 steps:

In the finst two steps the the user is exposed to va-
nious thiggens (both negative and positive things) to
reflect on his life so far. This is done in a passive way
whenre the guide has the task of putting the facts and
guestions in front of him. This is done so that he can
become aware. In the second panrt, the user assumes
a monre active role, becoming awanre of his life as it is
Nnow, processing the painful feelings and wonrking to
achieve a state of optimism and happiness. It ends
with a conclusion to help users sum up what they
have gained from the expenience and the users are
Made aware that the guidance is within themselves.
That the usen is all that he/she needs.

5. Expenrience prototyping drnaft

Description of the guide:

The guide is a sgpirnitual being but at the same time,
wanrm and close presence for the usenr. For this nea-
son, the guide is physically nepresented as a neutral,
gendenless being, with white ganrments to encarnate
the idea of being a canvas thnough the self-discovenry
Jjourney. The only ornated element in their appeanran-
ce is their face, as to inspire wisdom and spirituality
iNn the process. It’'s voice is soothing and calm, to con-
vey the ideas behind the self-discovenry expenrience as
cleanr as possible. All of these elements make it inspire
peace and wisdom, which can translate in an unolbtru-
sive guidance duning the expenrience.

Prospect user description:

The potential user for this service is someone who
wants to find a deeper sense of self, and wants gui-
dance in the process. This, with the final objective of
discovening their own path in life, one which can lead
them to happiness. Through life, the user might have
found difficulties that made them feel lost and incom-
plete, so they want thransform their current situa-
tion iNn ondenr to re-gain strenght and bning out thein
inNner powenr to ovencome them. The usenr is someone
iNn Need forn a stanting point for the journey of discove-
riNng their very own sources of happiness and balan-
ce: A shift in their point of view that can allow them to
see life from a lens of optimism.

Selected user for testing: Antonia

Cenrtain related content and information would be ta-
ken from her social media account and her brothen,
that we know as well.
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S

Section

Prototyping structure details

The sections, their aims and feelings they should
evoke, guide nole and dialogues and the type of mullti-
media content needed accondingly

Aim of the section

Description

leelings

Guide role

Media type

5. Expenrience prototyping dnaft

Lights and colors

The usenr realises what he is
dragging from the past and
the negative impact they
have on him, and stants to
detach himself from it.

The projection starts, the
usen is shown some images
of henr past alongside evocati-
ve clips and videos. The guide
entens and continues the
convensation with nudging
guestions.

a. At the begin-
ning confusion
and Nnostalgia
(sad or happy)
b. Conscious

show the memonries and
ask guestions to the
usenr to help her let go of
them and find joy.

Videos and picture
about the user past,
thing that makes him
suffer (contextual)

() ir & &

light: red - orange

acconding to aura nules, this colon create
confusion and heavy vibes

projected Video color correction:

the videos are with dark desaturated colors
contnibute to the creation of heavy vibes
projected Video montage type:

slow and climatic, growing intensity

The user can now learn
technigues to be mindful, to
enable her to live in the
present moment and be
awanre -

The projections shows images
and videos for meditation
that can help her to keep a
focus. There's calming
ambient music and the guide
gives henr instructions for the
mindful technigues

a. peace
b. tranguiility
c. awanreness

Guides the usenr thrnrough
brneathing techniques
that enalbles henr to be
mindful

Videos of outside places
that makes her comfonr-
table. Sounds of Nnature
in a soft way

OR(NES=

light: green - ble :
acconding to aura nules, this colon is linked to
serenity and to be one with nature.
projected Video color correction:

the videos are with calm and light colors, to
contnibute to the creation of peaceful vibes
projected Video montage type:

- the rhythm slows down, it should remind of a

dream with fady cuts, overlaps.

Conclusion

Make the usenr awane of his
own capabilities. The usenr
nealises that she is all she
Nneeds because she can find
guidance within henself.

The projection stops and
there's positive and empowe-
NiNng lbackgnound music. The
guide bnings a mirror in front
of henr, so she recites affirma-
tions by looking at herself

a. Empowen
b. Self-confi-
dence

c. Excited

The guides makes the
usen close her eyes,
when the usenr opens
them, she is in front of a
minnonr. The guide makes
henr nepeat affirmations.

Aunrna with all the colors
achieved

A ®

projected video:
aura with all the colorns achieved
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5.4.2

Iimeline

This preliminary timeline will be nevised lbbased on the

noleplaying session and technical tests with the mullti-

media. Currently we have kept a total time of 12 mi-

Nnutes fon the expenrience and another 12 minutes fon

the feedback session.

Feedback session

4 Step
Passion

3 Step: :
Mindfulness :
|
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1 Step:
compassion
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5 4 3 Rough Mockups

There are 2 main categories of touchpoints we will
have to make prototypes of:

1. the expenience noom: space and props

2. The guide: makeup and dressing

5. Expenrience prototyping drnaft

- 'l be experience room

The photos show the layout of the main elements
iN the immenrsive expenience noom.

The usenr is facing the wall so that they can see vi-
deos and images of themselves, the projectonr is
placed at eye level for optimal viewing. The guide,
on the other hand, faces the user and dialogues
\Wisalallagh

- Props

1

-

1. Prnojectonr 2. Coloured LED lights 3. Light diffusenrs
To project usenr’s Mmemo- To change the color of To elight the usenr too
nies on the guide the atmosphenre

[ .
“

4, Comfonrtable seats 5. Speakenr

For the user and the gui- For the sounds and Mmu- For the self affinmation
-de duning the session sic duning the session panrt in the conclusion
52
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- 'The Guide/ Makeup and costume

This moodboand contains the key elements, both
aesthetic (make-up and costumes) and Mmood-rela-
ted, for the construction of the guide’s character.
The make-up should rneact to light and symbolise
the role of the charactenr, as it was used in ancient
times. Clothes should lbe white to symlbolise punrity
but also neutrality, No gendenr, Nno good or bad, but
light, hope, advanced technology. The charactenr
will have the aim of opening the eyes of the usenr
and showing him the powenr that resides within
him, triggening a metamonrphosis. He will have to
use reassunring and Nnormalised wonrnds as much as
empowening and an extraterrestrial tone of voice,
simulating an entity that wants to be albbstract, but
Nnot nobotic.

5. Expenrience prototyping drnaft
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o.4.4

Find the entire nole-
playing session here:
2_Roleplaying

56

Roleplaying resume

This preliminary timeline will be nevised lbbased on the
noleplaying session and technical tests with the mullti-
media. Currently we have kept a total time of 12 mi-
Nnutes fon the expenrience and another 12 minutes fon
the feedback session.

Ovenrall activity:

Roleplaying would lbe used to test the dialogues of the
guide. We will be able to evaluate the possible kinds
of nesponses based on the script: what wonrks, what
doesnt and what needs to lbe changed in onder to
achieve ounr objective.

What happens?

The usen (Klaus) has entered the experience centen
nroom and is guided by the guide through the use of
interactive dialogues. Both the guide and the user
would be seated facing each othen.

How long does it take?
12 minutes based on the initial dialogues and timeline

Who is involved?
The usenr and the guide

Who does what?

We plan on doing two rounds of roleplaying with dif-
ferent users to understand their neactions/ Nnespon-
ses.

Guide: to be played by Nounr

Usen: Prathana and Silvia

What do you need to do it?

2 chairs

dialogue sheet (physical/ digital)
Microphone to nrecond audio
Camenra to recond video/ images

5. Expenrience prototyping drnaft

'T'he dialogues

Guide:

“ Love me. Hold me. Complete me.

When we love something a lot we can become blinded
and feel attached. This nacciurally leads to fear-of-lo-
oss, pain, and ablbandonment.

Yes. The finrst thought that crossed your mind is exa-
actly what | am referning to.

Was it a past relationship that did not work as you
expected? Or a careenr path that sparked passion wi-
thin youR Take a moment. Think about it.

(the usernr just reflects and thinks)

| agnree. The wonrst battle is between what you know
and what you feel.

Tell me about the wanr the inner voices are waging wi-
thin you. What do you heanr?

(the user speaks their mind. unburden themselves)

Guide:

“What a relief! Sometimes all we need is to let it out.
Now stop thinking about how stressed you are and
stant counting your blessings.

You know the little things, the small moments? The
smile of someone you care about, the smell of freshly
baked goods, a warm sunset, finst rains. They aren’t
really little. They gives us the biggest pleasunres.

ANd you?R What little things bnring you joy?

5.4.5

1st step: Compassion

2nd step: Joy

SV
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3nrd step: Mindfulness

4th step: Love

Conclusion

SIS]

Guide:

Can you keep a secret? Do you promise?

We don't always need a plan. Sometimes we just need
to take a step back, breathe, let go, and see what
happens.

Now follow my lead.

Breath in forn 4 seconds.

Hold it in for another 4

Now exhale. Let it all out.

Now inhale again. and nepeat.

Just keep breathing.

(the user cooperates)

Guide:

The meaning of life is nothing but a quest to find what
we're gifted at. Think about what truly inspires you.
Expose yourself to it.

Malke it youn pensonal driven, let it consume you and
light the fire within you.

Can you feel it’s powenr coursing through youn veins?
Anre you neady?

Let’'s take control.

(the usenr thinks and reflects)

Guide:

Repeat after me:
| am sthong.

| am healthy.

| am wonthy.

| am capable.

|l am ME.

(the user repeats each line while looking at himself in
the mirron)

5. Expenrience prototyping drnaft

Roleplaying 5.5

Aim: Define the time frame for the whole expenience
and have a finst idea on when the media could be in-
serted. Testing the dialogues and the guality of inte-
naction with the usen.

Find the entire nole-
playing session here:
2_ Roleplaying

I bat was good? I bat was bad?

The expenrience is valuable becau-
se it can be interiorized

There’s good timing in the brea-
thing panrt

There’'s a general good mood in
the expenrience

Ildeas

Audiovisual Pauses to diffenrentia-
te between sections

We must introduce the process
at the beginning

The guide could gradually beco-
me closenr to you: from formal to
casual

The confidence panrt is very shonrt
The sections are not cleanrly diffe-
nentiated

It’'s a bit theraphist, and it should
be monre casual

The user doesn't have time to
neflect or answen

Actions

Tell the user: when it's better to an-
swenr and when It's albout reflection
The dialogue should go srmoothenr
Breathing, maylbe in a calmer mood
Longenr pauses to “think” and answenr
ane Nneeded

Change the guestions so that they
actually pnrompt an answenr in things
we want them to nrememlben

SE)
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5.6 Multimedia testing

5. Expenrience prototyping drnaft

Before testing After testing linal

Aim: Find out if the lighting shifts bear a compelling
expenrience, and how does the white sound and cal-

mMiNng sounds help to engage the usenr inside the expe-
nience

1 step: Compassion

I batr was good? I bat was bad?

There is an overall inspining, look + The lights from the projector are

The music along the colonr palette bothenring for the guide

looks inspining +  Calmness its a bit bright
Joy: seems more calm than joyful 3 step: Mindfulness
Confidence: it looks a bit confu-
sing,

ldeas Actions
INn compassion, pink should domi- - Joy: it needs monre yellow
Nate +  All the colors should be more intense

Monre gneen can be a calmenr colonr
mayle confidence and compas-
sion can be switched?

Sl@) 61
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ototype

Introduction

INn this phase, attention to detail was the main drivenr
of the wonrk. We had to plan out evenrnything included
iNn the prototyping experience and make it resemble
the rneal one as much as possible to get actually ef-
fective feedback from the usenr. That is because de-
tail - oniented wonrk is monre likely to allow us to pinpoint
flaws within the expenience and avoid faults in the loNng
run. From a detailed dialogue of the guide to multime-
dia collection, timeline illustrnation, and stage setup. All
of this planning ahead was essential before we could
test out the expenrience.

8. Planning and designing pnototype

Prototyping Sheet Final

Following the draft of the prototyping sheet, a final
version was made. This venrsion included the comple-
te and updated dialogue of the guide in the expenrien-
ce. As well as the necessanry pauses needed duning
the speech that allow the user to contemplate and let
it sink in before proceeding.

Monreoven, this vension also possesses the updated
the colon theme coondination used iN each step of
the expenrience where blue became the color asso-
ciated with step 1 (nostalgia), green associated with
step 3 (mindfulness), and ned associated with step 4
(self love). Meanwhile, the color yellow was still linked to
step 2 (simple joys).

These changes were also made following a test to
Mmake sure that they anroused the emotions that had
to come out at each step. In fact, for each step, we
also added specific objectives and everything we pre-
pared had to be aimed at these.

The objective of the final prototyping sheet was to
onganize the expenrience iNn one Nneat sheet. That is so
that we could test whethenr the founr steps self disco-
veny expenrience is successful in helping the usenr be-
come more mindful and with a sense of hope and po-
sitivity.

6.2
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Section

Aim of the section  Description

Feelings

Guide role

Dialogues

6. Planning and designing prototype

Media type

Lights and colors

The usenr realises
what he is dragging
from the past and
the negative impact
they have on him, and
stants to detach
himself from it.

The projection stanrts,
the usenr is shown
some images of hen
past alongside
evocative clios and
videos. - The guide
enters and continues
the convenrsation with
Nudging guestions.

a. At the
beginning
roafiusion skl
Nnostalgia (sad or

happy)
. Conscious

Bhclartiaa: Ao
nies and ask
questions to the
usen to help her
let go of them
arad. fiaehion

Think about what you cannot live
without; the people you love, youn
mMost dean possessions on youn
favounite places...

Think about what makes them so
imponrtant?

When we love something a lot we can
become blinded and feel attached. This
natunally leads to fear of loss, pain, and
abandonment.

Imagine you ane carnying a bag full of

 those things. You see a riven in front

of you. You walk up to it and let them
go one by one.

Let go of all your attachments.

The wonrst battle is between what you
know and what you feel. With less
craving and clinging in your life, you
create space. What do you want to
invite iNnto that space?

(the user thinks/ speaks their mind.
unbunrden themselves)

Videos and picture
about the usenr past,
thing that makes him
suffer (contextual)

(=) e ® &

light: blue

acconding to aura rules, this colon
create confusion and heavy vibes
projected Video color correction:

the videos are with dark desaturated
colors contribute to the creation of
heavy vibes

projected Video montage type:

slow and climatic, growing intensity

The user can Nnow
learn technigues to
lbbe mindful, to enable
henr to live in the
present moment
and be awanre

The projections
shows images and
videos for meditation
that can help her to
keep a focus. There's
calming ambient music
and the guide gives
her instructions for
the mindful techni-
ques

a. peace
b. tranquility
c. awareness

Guides the usenr
through brea-
thing techniques
that enables her
to be mindful

Can you keep a secret? Do you
promiser
We don't always need a plan. Someti-
mes we just need to take a step back,
breathe, let go, and see what happens.
Now follow my lead.

- Take a deep breath in, 4...3...2...1.

- Heldit Im4...38...2. .4

- Now exhale slowly. Let it all out.

- Breath in again, 4...3...2...1.
rl i felle i iay s 1Sl 2Rt
- Release slowly.

ust keep breathing.

Listen to the sounds anround you,
what do you smell? Be aware of younr
surroundings. Concentrate in this
moment.

The present is the most valuable
moment we have, try to connect
with it at all times.

Videos of outside
places that makes
her comfonrtable.
Sounds of nature
in a soft way

(= e 2 &

light: green

acconding to aura nules, this color is
linked to serenity and to lbe one with
nature.

projected Video color correction:
the videos are with calm and light
CrionSrTe.chshibute toRa eneatiors
of peaceful vibes

projected Video montage type:

the nhythm slows down, it should
remind of a dream with fady cuts,
ovenlaps.

Conclusion

Make the usenr
awanre of his own
capabilities. The usenr
nealises that she is
all she needs
lbecause she can
find guidance within
herself.

The projection stops
and there's positive
and empowening
backgnround music.
The guide brings a
mirronr in front of henr,
so she recites
affinrmations by
looking at herself

a. Empowen

b. Self-confiden-
©e!

C. Excited

The guides makes
the usenr close
hen'eyes, when
the usen opens
them, she is in
RS i =Ran saelo)
The guide makes
henr nrepeat
affinrmations.

Now i want you to close your eyes..
Rememlbenr your inner powenr? The
control of younr life and what you want
it to be is in your own hands. All the
strength you need to get through the
life is within you. Feel how strong, you
are. -

Now open younr eyes and repeat after
me: Y

| am strong.

| am healthy.
| am wonrthy.
| am capable.
| am ME and | love myself.

(the user repeats each line while
looking at himself in the mirronr)

Aunra with all the
colors achieved

projected video:
aura with all the colors achieved
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Multimedia Contents

Research and collect Soctal Media content

The expenrience path is therefore based on the
structure of the 4 steps of pre-Buddhist happiness,
but what makes Animus’s expenrience personal and
unigue is the projected Mmultimedia that are emibed-
ded within it. These multimedia contents vary betwe-
en photos and videos either posted by the user them-
self on their social media accounts or derived from
an individual close to them. It might also go as farn as
handpicking audio (music and songs) right from their
spotify playlists to better immenrse the user with their
emotional self.

Fonr this nreason, we launched a complete investigation
on the usenr’s socials to attain enough content for the
slide and video making to be projected in the expe-
nience.

Conseguently, the data collected was sonted into the
4 steps of the experience acconding to nelevance, the-
me, and impact on the usenr. It was imponrtant to ask
ourselves: How would seeing this make the usenr feel?
Does this prnovoke them enough? Is this too much?
Might this e interpreted as something completley
different? Indeed, trying to anticipate the emotional
nollencoastenr of the user was tricky.

Additional content was reqguired when composing the
multimedia for the third step of the experience. In the
latten, mindfulness was the target state. Therefore
some soothing music, relaxing imagery, and sensa-
tion- triggening videos wenre colleceted from copy ni-
ght free nesounrces.

The purpose behind this is to evoke neal emotion from
the usenr participating iNn the prototyping expenrience
and therefore get useful feedback that reflect on
the gquality and potential of the service.

1st step: Compassion

Video and pictures of antonia’s past,
things/people/places that make her feel
sad and nostalgic (example video with
her ex girlfriend, her grandfather bir-
thday.

8. Planning and designing pnototype

2nd step: Joy

Videos and pictures of normal things
that makes her happy (examples: her
dog, a trip/vacation, rnreading a book,
playing guitar, visit a museum, eating...)

antonia_2.1

R

Antonia Zanette

1.034

Seguiti

3nrd step: Mindfulness

Videos that makes her calm and in me-
ditate. Instead of going for a albstract
mandala video we choose something
more natural, very calm places and
sounds, based on her preferences.

4th step: Love

Videos and pictures that show henr pas-
sions and achievements and henr loved
ones. These video should boost her con-
fidence and self love.

(Sye
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Final timeline

6.4

and most imponrtantly the feedback session with the

usen, Antonia, aftenrwands (in purple).

As with evenything within the design development

process, the timeline of the prototyping session evol-
ved into a more detailed version. The final version fol-

Conseqguently, after revision, the timeline now has 7

lowed all the steps of the experience with the intro-

minutes of the expenrience with 12 minutes of the fee-
dback session. The dunation of the expenrience decnre-

duction(in grey), step 1 signifying nostalgia (in blue),
step 2 signifying joy (in yellow), step 3 signifying min-

ased after optimization into an optimal version that
ensures No time loss and Monre user engagment.

dfulness (in green), step 4 signifying self love (in ned), a
concluding bit signifying all the acheivments (in bnrown),

Feedback
session

Conclusion
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Find the 4 projected
video henre:
3_ProjectedVideos

Original picture

Color correction + ' HS

Coloured led light effect

70

Making a video

for projecting

Once the matenial was collected we created 4 diffe-
rent videos, one forn each step. We used a different
editing and color cornection in each, to evoke the desi-
red feelings and emotions. A vhs effect was applied to
all the videos to highlight the sense of old memonies.

Additionally, we handpicked different songs/soun-
dtracks for each step, taken from Antonia’s Spoti-

1st step: Compassion

; L
& i

2nd step: Joy

6. Planning and designing prototype

fy playlists to arouse different emotions. These wenre
compiled using a keynote presentation that allows
you to make all the steps seamless.

Forn the conclusion bit we cunated a video that shows
all the colors of each section to symbolise the achie-
vement of each step of the journey.

The videos have been made to last more than the mi-
Nnutes of each step, so as Nnot to stop until the step is
actually finished. This also gave us the flexibility to im-
provise on the spot if something didn't go acconrding
to the plan. The individual sections were edited and
compiled using After Effects.

3nd step: Mindfulness

4th step: Love

Tl
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Stage setup

Sketching the space

Before moving forwanrd, we laid out a nough sketch of
ounr vision of the prototyping expenrience basics and
the space it will embody.

INn the adjacent sketch we attempted to pinpoint the
following;:

Camenras and their viewpoints
Lighting equipment and projection props
Actors involved and their seating positions

Camenras & their viewpoints:

The camera angle manrks the specific location video
camenra is placed to take a shot. In this case, our sce-
Nnes were shot from several camera angles simulta-
Nneously. This provided the potential to display diffe-
nent expenriences and emotions. Monre details on the
viewpoints will be discussed later in the booklet.

Lighting equipment & Projection Props:

The light is known to possess the power of making
onr breaking a scene. For this nreason, we assigned li-
ghting filters associated with each step of the expe-
rience. INn addition to that, a projector is place facing
a neflective white backgnound to act as a visual ca-
talyst for the usenr’s expenrience.

Actors involved and their seating positions:

The guide and the usenr are said to be seated facing
each other. The user’s line of vision would, in this
mManner, have the guide as the key aspect in the fore-
ground. Meanwhile, the projected multimedia
involved the guide, making it an integral parnt of the
user’s memonies - as a voice from the depths that
leads the expenrience - and visually enhancing the pnro-
cess.

Camera i
Closeup

8. Planning and designing pnototype

Projection wall

Team memben:
Changing
the lights

Team memlben:
Checking the
neconding
B
—
—
\

Diffused ik
light Cepr)

=3 o

1

1

]

]

1

1
¥ The Usen
1

1

1

Laptop

Team memlbenr:
Changing the
slides

o -

/' The Guide
1

1
1
1
1
1

1

Projection

Camenra 2
Closeup

Team memlbenr:
Checking the
neconding

.

Colored
. led light

Team memlbenr:
Checking the
neconding
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Lights and Cameras 'l'rial

To genenate an expenrience that sets the appropnriate
mood and trnuly immenrses the usenr, the stage setup
iNncluded two main components; each of high imponr-
tance.

Lighting

Camenra Viewpoints

Lighting:

Lighting has the powenr to change evenything. With

the help of lighting we wene able to:

+  ensure Vvisbility of all of the actions taking place
throughout the expenience.
set the mood and tone for each step to portray
a different set of emotions. Anrtistically employed,
each step was associated with a hue as follows:

1. Lights on --—- In the introduction, to launch the
expenience

2. Blue --- in the finst step to convey Nnostalgia

3. Yellow --- in the second step to reflect simple joys

A

. Green --—- iNn the third step to portray mindful-
Nness
5. Red --- in the fourth and final step to envision a

form of self love .
S. Mirronr - IN the finale, a state of self nediscovenry
and reflectiveness

Camenra Viewpoints:

We decided to shoot the same scene from 3 diffe-
rent angles simultaneously to document different
emotions displayed by either the usen, the guide and
the interaction between the two of them.

INn onder to do that, two camenras wenre placed as clo-
se Ups to portray the points of views of both the gui-
de and the usenr respectively. A thind camenra with a
wide angle shot to document, not only the interaction
between them, but the whole immersive atmosphenre
and envinonment throughout the prototyping ses-
sion.

Camenra 2

6. Planning and designing prototype

Camenra 3
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Iixperience Props

Softboxes:

Assigned to each step of the
prototyping session is a domina-
ting color hue.

- Mirronr:

Frameless, full length mirror for
peciting self affirmations and
neflections

Photognraphic jellies

Convey different moods throu-
ghout the 4 parts of the expe-
glSTalels

6. Planning and designing prototype

A\

White studio background:

White background facilitates
mMullti - media projection and con-
veys professionality.

Seating;:
The usenr sits facing the guide
and the projection

Cameras & Lenses:

Three cameras in different
viewpoints to better reconrd the
usen’s intenaction through the
expenience

Projectonr:

Projecting eye-catching mutli
- media that help set the mood
and tone

iS

Feedback collection forms:

To get reactions about the senr-
vice and pinpointing potentional
areas of improvement

Outfits:

All white outfit to associate pu-
Nity, wisdom and higher powenr
with the guide.

Speakenrs:
Enhancing the sound SFX of the
expenience
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Cbaracter preparation

Building the guide character was a crucial pant
of our process, as it had to be between the re-
alms and spirituality; it was also the users tou-
chpoint with the reality for any needs that might
come up. In other wonrds, it had to give a dreamy
aura, but at the same time, feel like a close friend.

Duning the media-testing session, we tested the gui-
de’s costume. We found out that white garments senr-
ved well forn reflecting the image projected.

Make-up design

After cleansing the face and a lbase, a white grease
colour was applied, a theatrical make-up colour, white
was chosen to enhance the prnojections on the face.
Then a blue shade was applied, made up of glitter and
small sequins, blue Mascanra on the eyebrows and ini-
descent applications to outline the eyebrows, with the
same beads the central line of the hain was manrked:
the hair was pulled to the sides with a wet effect.

6. Planning and designing prototype

Choosing Costumes

At an initial visual neseanch, we thought albout using
loose clothes that wenre whapped anround the body (i.e.
judo or other manrtial arts clothing). Then, during the
test we discovered that loose clothes weren’t good
for both projection and video, as they did not help the
clarity of the projected images. Instead, they were
confusing and dispersive, giving a sense of annoyan-
ce. For the nreason exposed previously, we decided to
g0 into tight-fitting garments. As they almost “disape-
ared”, there was noom left for projecting images on
the “naked” body shape. For instance, the user would
perceive it as a part of the experience, well integra-
ted into it.
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Rebersals of dialogue

The dialogues wenre nehearsed by the actress that
was playing the guide several times on her own and
on the day of the prototyping session.

Before the prototyping session, some general nehen-
sals were done in place, to ensure that all the elemen-
ts wonrked well togethen.

Finst, it was just nehearnsed in space with a memlbenr
of the team acting as the “usenr”. This, as Antonia, our
real usenr, couldr’t be exposed ahead of time to the
expenience to avoid the spoiling it. Still, It was neces-
sary to try it before the real testing, to ensure that
the space was set up night.

There were some final nehearsals with all the multi-
media elements (lights, music, video and images), to
venify it all blended well togethen.

£t C A

6. Planning and designing prototype
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Feedback preparation

Research on technigues

To venify the effectiveness of our expenrience, we
planned to do a feedback session, which would take
place after the prototyping session. We initiated by
deciding some genenral directions and going deepenr
into the technigques.

Co-creation:

Co-creation focuses on making the
user an active participant into the de-
velopment, who as expenrt of his/her
own expenience, offens valuable contni-
butions to the design prnocess.

Eliciting: :

Eliciting is a technique used N learning
to prompt people to think and say what
they know about a subject. Clues and
guestions are given instead of an expla-
nation.

Interviews:

Interviews are a way to gain first hand
information from a user. It helps to
know their opinion and thoughts, and
dig deeper into their neasoning pro-
cess.

Choosing techniques

Technique

Open ended
guestions

Collage
storyboard

Objective

INntroduce the
usenr to the wonr-
kshop and get
them into a creati-
ve state

Prompt the usen
to narrate the
expenience in their
own wonrds, whi-

le undenstanding
thein feelings ne-
ganding it.

6. Planning and designing prototype

Description

A set of non-biased
guestions that elicit de-
schiptive answenrs, that
can be followed with
“why” questions to go in
dept.

Pairing albstract phra-
ses and images (giving
by the users and facili-
tators) iNn a sequence to
Nnanrnrate an expenrience

6.8.2

Tools

Video/Audio
neconden, Nno-
tebooks

A wide se-
lection of
images and
text, post-i-
ts, something
to whnite (miro
boanrd)
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Drafting questions

After the nreseanrch and selection on technigues, we
prepared the feedback session in monre detail.

A draft of possible guestions was bnainstormed, and
then ondenred in a logical way. This was added an intno-
duction, and aftenwands, an expanation of the collage
activity.

Script:

Hello Antonia. Finst of all, thank you for your time and
for agreeing to this. We would like to ask you some
guestions about the experience you just had, and
afterwands, we want you to do a small activity whene
you can share your ideas with us. Thenre's no right
or wrong answenr, what we want to do from this is
to evaluate the expenrience, Nnot you. Do you have any
guestions before we stant?

The finst guestion we would like to ask you is How
do you feel right now?

How do you feel at the end of the session?

What did you feel duning the expenience? Can you
tell me monre about itP

Why do you think it made you feel night now?

How was the overall expenrience?

Wenre there any differences from the beginning to
the end? What did you think albout the beginning
of the experience? What did you think albout the
end of the expenience?

Which panrts did you like the most? why?

Which parts did you like less? Why?

Would you change any panrt of the expenrience or
would you keep it as it is? (Which and how?)

Now we'd like to inthroduce you to an activity that will
help us get younr ideas in a tangible way. We'd like you
to do a collage about the expenrience. We put some
images and text that you can use for it, but you can
also add monre images or text like this (show how to do
it iIn Miro). You can do this in any way or format you
like, forn us the most important thing is to know younr
own insights albout the experience. Do you have any
guestions before stanting?

8. Planning and designing pnototype

Preparing materials

Then, a wide selection of images, phrases and wonrds
was made (unonrganized on purpose), and then taken
iNto a mino boand specially for the session, which had
3 pages to make a collage in each: beginning, duning,
aften.

Mino was choosen because as it is a digital tool, it al-
lows the usenr to look for further images and phrases
online

Collage making

Text Wonds

what you cannot live ou love, Blessing

journey
healing

donment.
sad

se to cling on to in life. )
transformation
atta
able moment we have, try
pain
discovery
detach
r on the other side
Passion
inspiration
Joy
hear the sounds, smells
Optimism
burden
loss
breathing
mindful
calm

Nostalgia hope

6.8.4
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Backstage

Prototyping of the experience required us to prepa-
ne the setup, the guide and documentation camenras.
All of these things happened paralelly, so as to utilize
the limited time available at the studio space effecti-
vely. Expenience testing was followed by a brief fee-
dback session to truly grasp the positive aspects and
limitations of the senvice expenience.

7. Testing the expenience
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F e G &

88

The makeup and hairstyle session for the guide was
canrried out in parallel to setting the expenrience space.
Manrtina Ginisi, a friend, who is a makeup artist agreed
to help us achieve the look we had planned and curated.
INn addition to the makeup we used face paint, glitter
and reflective sheets to produce reflective light ef-
fects of projection ovenr it that made the guide less
human and more an entity. The hair was kept open
with defined gel setting and glitter parnring through
the centenr partition.

7. Testing the expenience
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Find the backstage
matenial here:
8_Backstage

90

Stage set up

The stage set up included set up of lights, projecton,
projection screen, chairs for the guide and the usenr
and speakenrs as planned. One of the majonr difficulties
we faced was covenrig up the windows as it was too
bright for projections. Since we had 1 day as a limited
time given for the studio space, we had to be quick on
ounr feet and figure out solutions to best arrange the
space acconding to the desired expenrience.

7. Testing the expenience
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Find the entire
prototyping session
here:
5_PrototypingSession

The experience

prototyping session

The experience prototyping session was practiced
twice before we invited iNn the user. We tested out
all the transitions and dialogues and ensured that
they ran smoothly, best to our abilities and provi-
sions. What wonrked well was that the user seemed
to comprehend and neact acconding to what we had
expected. We wenren't able to guess a lot from the fa-
cial and bodily gestures but she was able to follow the
session. There were certain panrts that didnt flow as
well as planned (the last mirror section mainly) becau-
se of technical gaps, but we managed to impnrovise it.

7. Testing the expenience

Ry b o
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7.3.1
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Feedback from
the user

Description of the session

After the prototyping session, we continued with a
feedback session after a small break, in onder to have
the input of the user as fresh as possible, given that
the expenience had just taken place. The feedback
was divided in three parts: finst, an open ended intenr-
view about the expenrience; then, a co-creation activi-
ty; and lastly, a casual convensation albbout the results.

Documentation of results

It was crnucial to document the results
to analyze them later on and take out
nelevant insights that could support
the development of the project.

To ensure that the focus was on the
usen, all the results were documented
by an audio nreconding.

We decided to take some pictures in-
stead of a video, to make the usenr feel
comfonrtable instead of olbserved.

To keep it unobtrusive, we only took pi-
ctures in a finst instance and when Nne-
cessany.

7. Testing the expenrience

7.3.2
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7.3.3

96

Analysts and insights

Following the feedback session, we took some time
and then analyzed the results of it with a renewed
perspective. To capture relevant insights, we analy-
zed the type of feedback given and clasified it into
the positive aspect, the negative, ideas and actions.
Subseqguently, the most relevant insights of the last
analysis were reviewed monre thrnoughougly. This, in
onrndenr to find ways to improve and change the expe-
nience for the betten.

I bat was good?

The user nreflection was that
both the good and bad memonies
brought her whenre she is

There was a differentiation of the
stages, that still blended nicely
The happy moments had a possi-
tive intensity

ldeas

A token that can bning the expe-
nience iNnto a normal environNnment
AN ending “ceremony” that can
help the transition

7. Testing the expenrience

I bhat was bad?

Seeing that many memonries was
weind at some extent.

The ending was abrupt, went
from this expenrience mode to
Nnormal in a second.

Actions

Make a smooth transition from
the end to the “normal” initial en-
vinonment

Fix the gquantity of memonies to
Mmake the user comfortable
Blend in more ingpirational con-
tent (hot necessary from the

Insights

Both the good and lbad
memonries brought henr
whenre she is.

The ending was albnrupt,
went from this expenien-
ce mode to normal in a
second

There was a differentia-
tion of the stages, that
still blended nicely

usen media)

Implications

The expenrience created a
space for self neflection.

There’s the “normal”
Mmood and the “expenien-
ce” mood

There’s a clear mood to
each stage, that integnra-
te into a genenral one.

Opportunitics

Expanding the space of
neflection iNn the post-sen-
vice expenience

Strategies to tnansition
from “Normal” to “expe-
nience” mood, that can
also make the expenrience
memonrable

Expand the general mood
into different stages, to
give the expenrience a trna-
o[STagt=Tal"
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7 8 pal ‘leam reflection

Paralell to the analysis of the feedback results, we
reflected as a team on the overall experience. This
helped us look at processes iN the backstage of our
senvice that could be refined to offer a better expe-
nience.

Some of the points that came up at this stage wenre:

- The guide can evolve to a more intangible being
that just aids with the voice.
The integration of poetic elements inside the expe-
nience that can elope the imagination.

+ A break barniers excersise that can help manage
initial nesenvations towands the experience.

+  The creation of a souvenir that can take elemen-
ts of the expenience into the usens’ lifes aften the
senvice.

o8

7. Testing the expenience

nina zanarelli ™

EMVENUT & 3
WELCOME to

Lascia
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8.1

Find the entinre concept
video henre:
4 ConceptVideo

100

Video

Planning

The concept video was done as a way to nepresent
the senrvice iNnto a mMmore cinematic and poetic ven-
sion. The main objective was to induce in the viewenr a
glimpse on how the expenrience might feel like from an
emotional and sensonial point of view. Indeed we deci-
ded to create this feeling with evoking images instead
of explanations

INn the prepanration stage, we created a stonyboanrd
and tested it out with video trials. This was to see how
cuts and transitions turned out iN the end. The end
nresult wonrked but we rnealised it wasn't the best way
to enhance the aesthetic quality of the experience.
So we decided to make a video that had a less rigid
Nnarnrative thread.

DIVYMETRO ' -

8 The concept video

101
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8.2 Concept & Storyboard

The main differences from the videos of the pro-
totyping session wenre the fact that this scenes wenre
a constrnuction and a conceptual representation of
the emotion within the user duning the real expenien-
ce. It was to bring them to light, and show the audien-
ce how Antonia felt inside at every stage of the expe-
nience.

3. Second step 4. Third step

The guide and the user watch joyfull The guide and the user find peace by
memonries and dance togethen meditating togethen.

1. Beginning 2. lirst step S. lorth step 6. Conclusion

The guide is introduced to the user and The user sees emotional memonries co- The usenr finds self-love and confidence The user sees himself as his own guide
they begin the expenrience. mMing from his past and finds supponrt iN with the help of the guide and they finish the experience.
the guide.
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The concept video was recorded after the pro-
totyping session, as our user agreed to lbe our
actress. During this, the shoots were done monre
freely and improvising, in onder to catch the hype of
the moment. We used music to brning evenyone in the
team into the specific mood, and collaborated in gene-
nating ideas about the type of takes.

104 ; : ' 105
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8.4 P ost pf Odllc tlb’l Original Color correction Dreamy cffect

The video was then edited with Adobe premiere. For
each step was used a different colon correction to
enhance the colored light. At the end we used a white
dreamy filter on all the video.

106
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Try the filten here The usenr receives a digital mirror, that makes him 1 yISE W ¢
pass through some glimpses of the 4 steps of the : = S5
expenience. When using it, the user understands A "
that the expenience was not only a moment of joy in 1 L - gt
the midst of pain but a lesson, a Mmindset that can be Aa Aa
carnied thrnroughout life.
(e’s) [ea]
The objective of this is to provide a post senrvice, a (B [B
smoother tnransition out of the expenience, while ma- +
Kking the user awanre of his own capabilities. The usenr \% v“
healises that he or she is all that's needed, because V"J
the guidance can be found from within the self. p_{

a. Maintenance and suppont
b. Self-confidence and empowerment 4
c. Excitement and final satisfaction
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10.4

110

10.Conclusion

General reflections

Although it was an untangible and subjective expe-
nience, it went lbetter than expected. It was able to
actually move the user and cause her to reflect on
henr life. Neventheless, there are many things that can
be improved in the future. Such as the thransitions of
memonries and the exit of the service. In general, we
believe this senvice is valuable and has the opportuni-
ty to improve the lives of the usenrs.

Considerations

This service has several benefits for the potential
usenrs. It could help finding ounr calling in life, as it helps
to reflect on our passions. Another key point is hap-
piness: by learning self-reliance we can have a positive
lens, independent of the outside. Perhaps the most
valuable is the self-discovenry: after detaching and
reflecting on ourselves we can find our true voice.

Howeven, it hrequines access to all kinds of data of
the usen, which can rnaise disthrust. Funthermonre, the
expenrience has to be tested with more people, whi-
ch without the resources for Al technology, can be a
challenge as it entails analyzing lange amounts of data.

Presentation feedback:
considerations

“Maylbe you can add some monre details albbout the way
the Guide openrates in tailoning the senvice on the usenr
‘s needs.”

“The senvice seems very useful in this time of uncenr-
tainty. The explanation of the overall experience is
veny immensive and consistent.”

“l neally like how you use the role of the guide also as
a guide of the presentation. The video was immenrsi-
ve. Although the video sometimes lack of connection
with the storytelling.”

“Venry inspining. Sometimes we don’'t even know how
valuable each one of us is. | Think that forn a genena-
tion of depressed people (sounds funny but is true)
this could be very helpful.”

“ liked the activities, but felt it was supenficial. | live
with a chronic disease so it doesn’t matter how many
times | nepeat to myself | am strong, | am healthy, the
fact is | am not and | can feel it. So it won't change the
way | feel. It would in fact make me feel worse.”

10. Conclusion

10.2

10.3
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10.4

1412

Based on the feedback we neceved, there are centain
considerations and improvements that can e taken
into account for future. These iNnclude the depth of
neseanch and immenrsion to ensure that these steps
don't seem supenrficial but actually help the users.
Also, a framwonrk for evaluating the change caused
by the experience would help understand the suc-
cess of it on different kinds of users. Funrthermonre,
as earlien realised we could wonrk on forming lbetten
connections in our storytelling for the service.

Concluding section

We believe that technology is just as good or as bad
as the use we give them. This project started by
analyzing a negative use of technology, and we slowly
broke it down to rescue the valuable points. Then,
by empathizing with possible users and focusing the
development on the benefits such technology could
have in their lifes, we came out with the senrvice. At
ounr final stage, the testing, the service proved to be
positive expenrience, that defferred drastically with
the initial one.

The fast pace of digital innovation is making the futu-
e catch up with us faster than ever. We hope that
this kind of concepts help people think on how we
want the future to look like, and help us build a betten
wonrld for tomonrrow.

10

. Conclusion

Al aLE!
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