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SKI-GUARD

ASSTAEENNAS O EUITIONIEORES KUERS

INSPIRATION BACKGROUND

THE ISSUE

Delayed Rescue Response: In
remote areas, the time taken for
the rescue team to reach the
scene can be prolonged in case
of accidents,

Weak Mobile Network Signals:
Some areas have poor
cellphone reception, which
could pose difficulties in
contacting the outside world
during emergencies.

X sKiING

C’m INJURED

avig, have
taught me the importance of
| preparedness and immediate

years

Skiing experience

years

‘@ RESCUE

However, DuniNG My RECENT visiT, | IDENTIFIED SEVERAL

Professional SAFETY HAZARDS AND ISSUES THAT NOT OMLY AFFECT THE EXPERIEMCE OF SKIERS

ski training




FILED RESEARCH

SKI RESORT SITE ANALYSIS

FACTORS OF INJURY IN SKIING
e PERSONAL FACTORS

O woe:Skiers ma;

¥y
hevels, try shi trails deesn't suit your skills.

OBJECTIVE

their skill
Breaking the rules:ignore the safety rules and instruc-
tions of the ski resart.

Lack of equipment:improper use of inadequate
equipment.

Insufficient warm-upiack of proper warm-up exercises
imcreases the risk of muscle and joint injuries.
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Poor skiing skills:improper technical execution,

MNATURAL FACTORS

‘Weather changes Mutation of weather conditions,
such as visibility, blizzards, increase the risk of skiing,

Snow guality changes Types of snow changes, such as
ice, the loose snow, and 50 on, affect the stability of
the ski and controlling.

SKI RESORT FACTORS

@ Piste problem:There are ice, rocks or other abstacles
on the piste that have not been remaoved in time.
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Comrfing sints ang usualy drnss n % arw Flace v
‘whare crowds gather or a sk dope acidents of injsies s likaly t _ 0 3 .
c my fend o anincroaoed ik i ey s oy BEGINNER SLOPES INTERMEDIATE SLOPES DIFFICULT SLOPES PRSLES Ot Th SeNQROT S fLn e ok (macnabie
of collsions and accidents. abapars, CHIY exdgens, wooded anmin N ) A u ) i
flest peiats are places for skiers First sid point is @ place where THE LOCATION OF THE INCIDENT 0 h“"'ﬂi;:"‘“"‘ m“‘“’"“‘m‘; dificulty and diréction o
1o ress, raplenish thair anesgy and mmd:mis piste wera 3
schedhads L M\ded.uwy’w -ol
- mmﬁ;“p;'.:w.;;m;fn et and Fedca professionals. CONCLUTIONS
@ THE PRIMARY FACTORS CALISING INJURIES AHONG SKIERS ARE HUMAN FACTORS. THESE FACTORS ARE PREVALENT ACROSS ALL TYPES OF SLOPES DUT ARE ESPECIALLY EVIDENT ON BECINNER AND INTERMEDIATE SLOPES.
HOWEVER, DESPITE HUMAN FACTORS BEING THE MAIN CAUSE, MATURAL FACTORS OFTEN PUT SXIERS IN EXTREMELY DANGEADUS SITLASTIONS,

@  FOR EXAMPLE, NATURAL FACTORS SUCH AS WEATHER CHANGES AND SNOW QUALITY VARIATIONS CAN SUDDENLY OCCUR DURSNG SKIING, AFFECTING THE SKIER'S VISBIITY AND CONTROL, THUS INCREASING THE RISK OF INJURY.
@ ASTER & SR 15 IUURED, THESE DANGERS DO NOT IMMEDIATESY DiSAPPEAR, DURING THE WAIT FOR RESCUE, MATURAL AMD ENVIRONMENTAL FACTORS CAN CONTIMUE TO POSE ONGOING THREATS TO THE INIURED IMDIVIDUAL.

PROBLEM ANALYSIS

QUESTIONNAIRE
linterviewed 100 skiers, and that's the data | got from my interviews

INJURY SITE ANALYSIS OF SKIING INTERVIEW

45% 12% 10.1%
No uninjured

0,
— ke SHOULDER 61.2%
Yas injured
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3
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Have you ever had a serious injury while

iing 2 Have you ever been injured while skiing?

2 ARM 60.3%

HANK 35.1%

AGE:22
SIMON WANG

1 YEARS OF SKIING EXPERIENCE

AGE:51
ETHAN

22 YEARS OF SKIING EXPERIENCE

EMILY LI

10 YEARS OF SKIING EXPERIENCE

DANIEL

15 YEARS OF SKHNG EXPERIENGE

i & ] BEGINNER FORMER COACH SHIER COACH
- KNOWLEDGEABLE “ [13 3 “
KNEE 34.7% |learned the hard way about the Even though I've besn skiing for years. The most harrawing experience 've One of my mast intense experiences
. o Imgortance of skiing hisd wiasnit myy own injury, was participating in & rescue operation
b ' t This L it sccich whver 10 ki i
experience Laught me to never B This incident at sge &0 Thariks to iy decads of sking, | was . baith suffering
cverestimata my abilties, to ahways be taught ma the impartance of respact ablo to quickly assess the situatian and fractures.  The siwuation required swilt
cautious, and to g the mountain, E provide immediate sssistance to gel action to stabilize and safely transpart
19.3% i my child aut of harmis way, tham for medical sttention.
E] » » ]
PAIN POINT
THE SURVEY REWIALS THAT MOST SKIERS DO HOT HAVE A HIGH LEVEL OF SAFETY AWARENESS,

CONTRIBUTIGE TE AN INEREASED Rtk DUBING BING.

MANY SHIERS LACK SUFFICIENT KNOWLEDGE ABOUT WARM-UR I XIRCISES, SILF-RESCUE TRCH-
HIQUES, COMMOM HAZARDS, SAFETY WULES, WEATHER CHANGES, FIRST AID CONDITIONS, AND THE
AVAILABILITY GF SAFETY FACILITIES AND SERVICES AT K1 Ris0RTS. THIS LACK OF AWARENESS
[EXACERBATES THE IMHERENT RISKS ASSOCIATED WITH SKIING, LEADING TO 4 HIGHER LIXELIHDOD OF
ACCIIENTS AMD INJLIRIES.

HIGH RISK

Sking |5 a igh-risk sport, and skiers e
sssceplible 16 infuries due 1o the Righ wocty
and the condition of the snow on the shi siopes.

HIGH INJURY RATE

Skiing requires high levsis of physcel
coordination and contral. Beginrers and
inexpevienced skiers ane particulsrly prone
1o inpuries

DIFFICULT RESCUE

POOR PROTECTION

Skiers ofien lack adequate protecthe
such a5 praper ssisty squip-




DESIGN CONCEPT

WEARABLE DEVICE

The hemet  ermintded with Mgh-pincinsn

Wehuer thie heimet detects ar imersrent fall or critcsl
I physiological changes, it sstomaticaly trigrgers the drone and sends deta to the spp,

PTG Bhe MAKNE PrOCESS.

Tre emet frmat be byt meaghe ar
e urabiby

@

INTELLIGENT DRONE

nsticaly e
g respone time

The drone
t_ triggered by the smart hedmet's detes
bz kg mar] irtenertion

" drone hovers over the skier's
g vital data. such as location

Tha drane o deabghed 15 opeints i ixtrems shing
” th the sbilty to hande cold weathr, wied, and snow. ensuing

uncrionaiity in harsh conditio

INTEGRATED PLATFORM

e data om the
af hsers wred rescue

¥ proides seambens sonracthity between the
shier a0l 1h retcue station, Sending sulcmsted Wi when sbraimal acthdty of s

Bccident is dietested, ensuring tmedy intervention.

TECHINICAL RESEARCH

ACCELEROMETER GYROSCOPE

BLOOD OXYGEN SENSOR

e enitaring v

>

WEARABLE DEVICE

DESIGN
PHILOSOPHY

KEY REQUIREMENTS:

L) E: THE PRODUCT SHOULD
EMABLE USERS TO SEND OUT A DISTRESS
SIGNAL IMMEDIATELY UPON INJURY.

L M: ENSURE THAT
RESCUERS CAN QUICKLY AND ACCURATELY
LOCATE THE INJURED PARTY.

THE PRODUCT SHOULD BE
DESIGNED TO BE INTUITIVE AND EASY TO USE
IN EMERGENCY SITUATIONS.

N: THE PRODUCT
AND SERVICE SHOULD TAKE INTO ACCOUNT
THE PANIC AND DISTRESS USERS MAY FEEL
AFTER INJURY, SIMPLIFYING THE RESCUE
PROCESS TO ALLEVIATE THEIR

PSYCHOLOGICAL BURDEM,

HEART RATE AND
ECG SENSORS

real-bme.

BLOOD OXYGEN SENSORS

INTELLIGENT DRONE

The blood cxygen sensor uses photodete
oo ioh the chin and bicad v
ol coeyiges s

THE CAMERA MODULE

INTEGRATED PLATFORM

PHYSIOLOGICAL SENSOR
FEEDBACK

HEALTH
MONITORING

DYNAMIC CONNECTION &
SYNCHRONIZATION

PERSONAL HEALTH &
PERFORMANCE ANALYSIS

STATUS TRACKING &
HISTORICAL TRENDS

REAL-TIME
FEEDBACK

BEHAVIORAL PATTERN
ANALYSIS

SAFETY BOUNDARY ALERTS

ACTIVITY LEVEL
RECOMMENDATIONS

SAFETY
PROMPTS

SMART REST ALERTS
SAFETY MODE DYNAMIC

ADJUSTMENT

CUSTOMIZED EXERCISE
PLANS

PERSONAL CARE &
PREVENTION TIPS

HEALTH
ADVISORY

HEALTH REPORTS &
OPTIMIZATION
RECOMMENDATIONS

CAMERA MODUL

FLAPPING-WING MECHANISM

WEARABLE DEVICE

ENSURES CONTINUOUS
COMMUNICATION WITH THE PLATFORM FOR REAL-TIME
HEALTH AND LOCATION UPDATES.

AUTOMATICALLY SIGNALS THE UAY
AND PLATFORM IN CASE OF AN EMERGENCY OR
SEVERE INJURY.

MONITORS PHYSIOLOGICAL
DATA AND ENVIRONMENTAL CONDITIONS, SUPPORT-
ING PROACTIVE SAFETY MEASURES.

ACTIVATES AND NAVIGATES TO
THE EMERGENCY SITE UPON RECEIVING ALERTS FROM
THE WEARABLE DEVICE.

UTILIZES ADVANCED TECHNOLO-
GY FOR ACCURATE POSITIONING TO STREAMLINE
RESCUE OPERATIONS.

PROVIDES AN OVERHEAD VIEW AND

DELIVERS FIRST AID SUPPLIES TO THE ACCIDENT LO-
CATION.

FLAPPING-WING DRONE MECHANISM




SKETCH DRONE AND HELMET DESIGN IDEAS

——
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DRONE RENDERING

THIS LAUNCH MECHANISM UTILIZES A DUAL-POWER SYSTEM. THE SPRING SYSTEM AT THE BACK
PROVIDES THE DRONE WITH INITIAL VELOCITY, WHILE THE ELECTROMAGNET AT THE FRONT ACCEL-
ERATES IT, ENSURING THE DRONE QUICKLY EXITS THE HELMET AND ACHIEVES STABLE FLIGHT. THe
SPRING MECHANISM RAPIDLY INITIATES THE DRONE IN EMERGENCIES; AND THE ELECTROMAGNETIC
ACCELERATOR FURTHER BOOSTS ITS SPEED AND STABILITY, ALLOWING FOR QUICK DEPLOYMENT IN
VARIOUS WEATHER AND TERRAIN COMDITIONS.

ELECTROMAGNET DRONE CATAPULTS
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PROTOTYPE

T drone has an eMickent pawer Bystem thet
works, with the helmet's power module for
ey sharing, ensuring long-term openstion,
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SUBPAGE -HOMEPAGE
WIATHER SNOW WEATHER EHEGENCY HELP LOCATION EQUIPHENT FIRST AID COMSULY
8 — 3 — — — — — —
L )
1 T = rd -
5 H = P MAIN PAGE
¥ : ; ol
H A c 1 | | HOMEPAGE MEDICAL CARE
A P A L
G L E
E c
8 SKI MAP PROFILE
= - = = = o =
@ MAIN PAGE
@ SECONDARY INTERFACE
HAP GO SKIING RECORD MEDICAL DOCTOR PERZOMAL INFORMATION SETTING

SUBPAGE-SKI MAP SUBPAGE-MEDICAL CARE SUBPAGE-PROFILE



EMERGENCY HELP

HOMEPAGE

INTERFACE

THE EMERGENCY WELP FEATURE PROVIDES QUICK ACCESS TO IMMEDIATE ASSISTANCE IN CASE OF
AN ACCIDENT. WITH A SINGLE TAP, USERS CAN ALERT RESCUE TEAMS AND SHARE THEIR LOCA-
TION, ENSURING RAPID RESPONSE DURING CRITICAL SITUATIONS OM THE SLOPES.

DROMNE STATUS

ol e 88 FUNCTION
Skl RESCUE APP HOMEPAGE DISPLAYS
KEY INFORMATION SUCH AS DROME
BATTERY STATUS, DEVICE SLEEP
MODE, AND DRONE STABILITY, HELP-
ING USERS MONITOR EQUIPMENT

MOTICH STATE THE SHOWGUARD APP FIATURES A USER-FRIENDLY INTERFACE DESIGNED FOR SEAMLESS
MAVIGATION. IT INTEGRATES RLAL-TiME WILATHIR UPDATES, DATTIRY AND MOTION MONITORING,

HEDICAL SUPPORT, AND SNOW CONDITIONS, ALL TAILORED TO ENSURE A SAFE AND ENJOYABLE

T
¥
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HENuRy
HEung

PERFORMAMNCE IN REAL=TIME.
1 THE LOWER SECTION PROVIDES SKI
RESORT WEATHER FORECASTS AND
SNOW ACCUMULATION DATA, MAKING
IT EASIER FOR USERS TO ASSESS SKI
SNOW ACCLIMULATION COMDITIONS.
HOUNTIAN 5

Bl consuLT

ADDITIONALLY. 3 IT INCLUDES CONSUL -
TATION CONTENT ON SKIING TIPS AND
RESORT RECOMMENDATIONS TO HELP
USERS PLAN THEIR TRIPS,

Thik SOS EMERGENCY BUTTON IS
LOCATED AT THE BOTTOM FOR QUICK
ACCESS N URGENT SITUATIONS.

THE DESIGH I SIMPLE AND INTUITIVE,
HIGHLIGHTING ESSENTIAL INFORMA-
TION AND ENHANCING USER EFFICIEN-

THE SKI MAP SUBPAGE OFFERS AN INTERACTIVE AND DETAILED MAP OF
THE SK1 AREA, ALLOWING USERS TO TRACK THMEIR CURRENT POSITION,
EXPLORE DIFFERENT ROUTES, AND FIND NEAREY FACILITIES, IT ENHANC-
ES NAVIGATION AND ENSURES USERS CAN EASHY LOCATE THE BEST
SLOPES AND SAFETY POINTE.

SKING EXPERIENCE.,

Y AND SAFETY.

WORK FLOW

THIS SKI RESCUE SYSTEM COMBINES
THE APP, HELMET, AND DRONE TO
ENABLE ROUTE TRACKING, REAL-TIME
MONITORING, ANOMALY DETECTION,
aAutomaTic SOS, AND PRECISE LOCA-
TION TRACKING, SIGNIFICANTLY EN-
HANCING RESCUE RESPONSE SPEED
AND SUCCESS RATES.

A LU s REAL=TIME FOOTAGE OF THE SKIER'S SURROUND-
PROVIDING THE RESCUE TEAM WITH SITUATIONAL AWARENESS.

THE RESCUE TEAM ARRIVES PROMPTLY BASED ON THE DRONE'S
LOCATION DATA AND PERFORMS THE RESCUE.

SENSORS DETECT AN ABNORMAL EVENT ,

w = THE DRONE TRANSHITS THE SKIER'S REAL=TIME LOCATION AND
PROCESS IS AUTOMATICALLY TRIGGIRED.

FOOTAGE OF THEIR INJURY TO THE RESCUE TEAM TO EMSURE A
SWIFT RESFONSE.,



Transcrar
(EEG)

recovery

R for imm e exposure therapy, TMS to stimulate neural
EEG to nitor real-time brain activity, the system provides
ized, multi-meodal approach to healing

g these technologies, the project aims to
, reduce trauma ymptoms, and promote

(s ) (eec ) ( VR )

NEURO-HEAL

ANNEXNIE G ENNRITS DR ERVARIG

INSPIRATION BACKGROUND

Post-Traumatic Stress Disorder (PTSD) affects milliohsglob
about 3.9% of the po n (312 millionpecple) exper
point (WHO). In the U.S., around 8 millloniadults suffe

ally, representing about 5% of the population (Rec
prevalence is particularly high among Meterans (139
(SingleCare; VA gov)

1in 26 people
suffer from PTSD

Hiidee
babiee
i
bhibe

The estimated number of people with PTSD worldwide is

MOTIVATION

PTSD affects many people worldwide, and current
treatments have significant shortcomings, such as
medication side effects, long durations, high costs,
and poor patient adherence. Therefore, designing an
innovative product to comprehensively address
these issues is crucial.

Patients need personalized, diverse treatment options,
real-time feedback, and convenient self-management
tools, while also being highly concerned about privacy
and data security.

Understanding these needs, we designed a multifunc-
tional, personalized, convenient, and secure medical
device to help PTSD patients better manage and allevi-
ate their symptoms, thereby improving their quality of
life.

H & ¢

CONVENIENCE REAL TIME SAFETY




INVESTIGATION
T sbatactitathcd 46 U i A W TREATMENT METHODS ANALYSIS QUESTIONNAIRE

peychological and physiological cha

|imvestigated curment trestment conditions for PTSD patients | sent & questionnaire survey to 1,000 PTSD patients, and thess are the challenges they face under current treament conditions.

/_\ PSYCHOLOGICAL MEDICATION SIDE EFFECTS CHRONIC PAIN SLEEP DISORDERS
L% CBT EMDR
= s ) as% {5} 59%

PSYCHOLOGICAL
CHARACTERISTICS
COGNITIVE DYSFUNCTION ABANDONING THERAPY MIDWAY EMOTIOMNAL STRESS

PHYSIOLOGICAL &B 41% 50% @ f“ 55%

¥ @&}

PHYSIOLOGICAL
CHARACTERISTICS

+  Antidepressants:

Current FTSD thods exhibit significant shortcomings in bath paychological and
WMMhMMiMMMMMM B Vs i inaaiodl | Rivi s dariboed

and smotional stress.
the difficuities faced by thess patients, but | need
+ Anti-anuiety  Medications ""‘""' asinagior) Sich o &3 et iy i "'") “"’*w_ﬁ'“'m“': ° to gain & desper undervtanding of their nesds.

ummmmhﬂmm

INTERVIEW DESIGN DEFINITION
To design innovathe products and understand the challenges and needs of patients under current treatment SUMMERY DESIGN OBJECTIVES DESIGN PRINCIPLES

methods, | conductad in-depth Interviews with PTSD patlents and doctors.
PTSD patients face severe challenges in treatment sffectivensss,

(" Feslings: Two years ago, | had o serious car ageme dad 1
acchdent and dpwm:guF’TSD Medication and emation man ut, saclal finctioning, snd quality of e The design cbjectives are to develop a treatment device that can The design principles are to provide 8 personalized, non-invasive, com-

@ 2 ywars (PTSD) CBT help, but progress is siow and effects sre consistentty alleviats PTSD symptoms, improve emotion mansgement, fortable, sasy-to-use trestment sokution with real-time monitoring snd
unstable. enhance quality of IHe, strengthen sodial function, snd be samy to use. feedback, and continuous prychalogleal support
35 years old
Challenges: Medication side

. causing dizziness, nauses, and weight gain. | sbso Trestment Bffect
Car sccident suffer from headaches, insomnia, and nightmares. e - \

MR. ZHANG Software engineer + Needs: | hope future trestments can monior my

physiological state in , provide personal- Enhance Emotion Managemant

ized plans without side sffects, be to

use at home. - B
i

Feslings: After a viclent incident, | was diag- Fehanen Quelicy 4 Lie I

1 year (PTSD) nosed with PTSD, and EMDR therspy has brought

24 years old Challenges: The side effects of medication are

< ot very strong, but | still feel physical tension and

Violent incident :H:” especially since my are not Eraswre Esse of LUss
resoheed.

Strengthen Social Function L

MISS ANNA Graphic designer

Meeds: | hope future treatments can better
address my , providing both

Imimediate el and kng-term support, bringing = Comprehensive Treatment: ; n
maone haps to my ifs. inclation 1
: Feslings: PTSD treatments work, but progross is
8 year . especially when patients expect quick

results.

38 years old Challenges: Side sffects from medication and QUALITY OF LIFE ) .
Kook of ang-Hn SRt 670 mador ot DM Real-Time Monitoring: Non-brvastve Comfort

Master degree Iading to for many patients.

nl'lﬂ

. Nesds: | hope future treatments will be more — —
MR. CARLOS Therapist personadized, offer long-term support, and have

-“h=—orpomI-




SYSTEM FLOW DESIGN  Hewto treat PTSO from both physical and paychological sspects

INITIAL ASSESSMENT START TREATMENT 3 REAL-TIME MONITORING

A haibetic wpprasch s seiiers BEG technningy 8 smguloyed 0 continiamutly monbor the
@ @ P P s B JA"]  rmamic st of the patient’s brain in rusl thea, whils the
Ztas i: vtmrnsty arad rmcxdabty of THS srd EMDR tmstments ars
Tha Trastment hegine with an E1G ssaessmant FHPTOM eonsurmetly adjusted by the syvhem.
b reinis tha pilierd § Bataine bk adth
POST-TREATHENT

"'I*"'_ AAAA

EEG and phyniologicsl /2
CBLE ave racked in real e, [rovicineg fesdtack on f L r -|-. hl".lyu;.'v"
rain ackivity and stress leve 3 ; 4 y v
Cmationad responses -

ars monitored and sciusted remotely t e
therapeutic sffectheanes: and patient commfort

“Comparing pre- ared pout-tresteeent Brain activiry
o avalste the phsiokigical imgact of the tharspy.

il iy hokingi ol Inprevamants i Mhiety
nd PTED symptoem scales to massirs progress.

EMDR |

Faw EEG signale {up columal: Simulstad TMS DEVICE |
data representing the patients’ baain-

Aty il |
I‘l‘llkp j’ll |ll rlil]
PET [ Fant Pourber Transhorm ) snatyse

china cioharr ) Froguersey sealpii of "
:MEG mn.mn-:mm - Transcramdal Magretic Stimulstson | theragy immerse patients in controlied

e R P S TR T e e i, e Wt Y EEG CHANNEL DATA

TECHNICAL RESEARCH o o siev the dosed rests tody?
VR-EMDR

ﬂ HARDWARE Using VR technology in combination with EMDR treatment allows patients
I to experience professional EMDR treatment without leaving their homes

EMDR

EMDR uses bilateral stimulation to help patients process traumatic memarkes.

History Taking and Preparation Asseriment Desensitization VR HARDWARE TECHNOLOGY How Combining VR and EMDR Achleves Synergletic Results

Treatment Planning Processing Lack of Comvenlence VIVE FOCUS FY 3
- [50) + EMDR = ?
- .

o .
(27
1 @ 2 ® 3 @ 4 @ I;J ACCURATE HEAD TRACKING @

WTC's VIVE Packsl Tracker It & davics

Lack of real-time HTC VIVE FULL FACE TRACKER FOR XR

U e s s bt o o "
iy e 4 oot oy manitaring capabiiity

9T a1 i e prsnpe
P e i i by b g et b et e
R e oo bam b 150 ot

Installation Body Scan losur Reevaluation

SOFTWARE 8 b b bt e s e s i

J.‘?:.i:’:;.:":... A SENSE PEDolby

T e e high s s bk of bl Uning VIVE Serwe allows flor g 3l resi-time , rupking R icdead for
b | prammed m.-mmmnulmmwmm

Doy wuvewmd sl simbete mors ralistie s, providing patients with mors praciss bilstarsl
Wi bty




TECHNICAL RESEARCH  Howto achieve the desired resuits today?

CLOUDTMS COIL

Frarvicsanisl Higrath: Stimdation
(THS) s 3 non-dveashve technkgue thet
Lsas magratic fsids ta stimuste

specific areas of the brain, primartly
mimed 5t modulating reursl sctivity

To achirve the gosh of
| Lemphiy Transcrasisl Magretic
SHimadation (TMS] technaology, which can

appraach is axociated with misimel

SKETCH  teaiing device modsiing idestion

EMOTIV: EPDOC X

The EPOC X 00 devics s & wirshess brsin-

for
rresturement of pactsl sctiity in vasioe
gl wthone.

Tor fuclitute of the
pationt's Baslth status by both the therapist
‘trestment. the

SOFTWARE

‘nede

H ‘“'MM’QW
+ e e rum local mervens and procsss
' (16 dats bedors transmitting &

| Sefters for capturing, processing, snd
| managing KRG deta from the Emoth
| EPOCH davica.

| e cradting veeb-Bad intartesed
| Ut hbndle thes visuslization and user
- It tion with [EG dets.

REN DER'NG Product Explosion Disgram

This exprloded view Bustrstes the internal structure and componants of the
WR device, g thhe THES [ g , BB
VIR wpeglasaes, , e LED Bght

The THE device shell, vod, and sulpmant breck s ussd for rsnscrandsl
whils the E8G

magretic
mctheity in rmal -t

The VR eyeylasses s srwen deliver vitual content, whis the
hesdphones preovis an bnmerthe sudflony experkence.

LOGIC OF HEALING

Detln W {054 He): Daita mavms ars tha showmest benlrmves, Svked 1o deag sloep and hysicsl haaling
Tharta Waves (4-8 HLF Thets waves sre sesocisted with Bght weep. mu-ditution. snd smotiorsl el
Hak wrw fugt

Thoh patlent's hrain wa data i Gathered 1o bses PIIA
thaals gymptome and formdsts sn spproprists
trestmant plan.

TEZT Mty

EEG CHANNEL DATA

The ERG re-svahsatos tha patient's brain
activity upan completics of trestmert

7 | e

EEG'_DEVICE/

TMS DEVICE SWITCH

- TMS DEVICE SHELL

TMS EQUIPMENT TRACK
TMS ELECTROMAGNETIC COIL

TMS DEVICE LIMITER

HEAD BEAM

NOSE PAD r OVERHEAD SHELL

VR EYEGLASSES (")

SCREEN

VR TOP SHELL

VR DEVICES SHELL

#————————— MAIN BOARD

- HEADPHOMNES

ﬂvi THE LED LIGHT

» - — HEADPHONES SHELL

EEG WIRING HARNESS

EEG TOE BOX




HEALING FLOW How to use this device for healing

In thin screen, uers can select their healing gosh.

the stieadlng doctox. sod he beding meds 1o
oy

Wiirs s 40 hinst tha Uy o Inimslic mssaty
Ty wont 1o scdieia, uch m parional vickence

At ¥
wtr for 3 peveonaliied trestant process

thw traateent,
1 Buten be cabming music. doss their syes. snd
want to

RELAXATION PREPARATION

EYE MOVEMENT TRACKING
wall
-~

During the sexsion. Users ot fecus on 8 bal
aphmprd on the sorsen, Folkaing o1 ot i

wIEh thew ryes. which helgs in processng the

tr aumatie memory

Druring the eye movement tracking phase, TMS is introduced te target specific brain sreas involved EEG s used throughout the session to monitor bralmesve activity and emoticnal states In real-time. This
lita helps track the user's response to the therapy, providing feedback to adjust trestment intentity and
imeasiiifathe progress in processing traumatic memories, ensuring a personalized healing experience. responses in real-time.

in trauma and emotional regulation. This stimulation hlps enhance the brain's ability to reprocess
traumatic memories, making the EMOR treatment more effective and promoting deeper healing.

INTERACTIVE LOGIC TEST PROTOTYPE
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Fate the hesling session.

This haaling fiow integrates VR-EMDR with TMS and EEG technologies for lized traums t
THMS enhances brain function during eye movement tracking, while EEG monitors emotional and brainwave

The session ends with a mental assessmant, relaxation, and suggestions for conth ional well-being.
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= Introduction: FamilyFit Haven promotes family health and bonding by offering
a safe, inclusive gym where parents and children build lifelong fitness habits
together.

» Interactive Warm-Up Games: interactive warm-up games engage all ages,
improving coordination and focus while fostering parent-child collaboration.

= Purpose-Driven Spaces: The gym features age-specific areas and shared
activities, ensuring holistic fitness experiences for preschoolers, school-age
children, teens, and their families,

(6YM ) (PARENT-CHILD ) (INTERACT)

FAMILYFIT HAVEN

A SFHARED JOURNEY OF HEALTTH, FUN, AND BONDING

INSPIRATION BACKGROUND RESEARCH

In daily observations, many parents wish to bring their children along when work- After the pandemic, people have placed an unprecedented emphasis on physical health, with fitness becoming a vital
ing out at the gym, but due to safety and management policies, children are part of everyday life. Statistics show a steady growth in the global fitness population, and demand for community ; -
i o o i i of the COVID-15 pandemic, the membership of fitness
often not allowed inside. This creates a dilemma for both parents and gyms gyms has significantly increased. chubs decined to sround 151 millon.
parents must choose between exercising and looking after their kids, while gyms + From 2021 to 2023, the fitness population gradually recoversd and grew, reaching

struggle to balance member demands with safety regulations. 172 million, 193 million, and 215 million, respectively
Forecast for 2024 and 2025 It is projected that the number of global fitness club
members will reach 233 milliion in 2024 and 255 million in 2025

’ ' 255
[ ]

15
1.93

2018 2019 2020 2021 2022 2023 2024 2025

This situation highlights a gap in meeting parent-child interaction needs in fitness As awareness of family health and parent-child interaction grows, more families aspire to achieve both weliness and
spaces.Designing a gym space that accommodates both parents and children closer relationships through fitness. Joint parent-child workouts benefit children's physical development, boost
would not only allow parents to balance fitness and family time but also offer social skills, and foster a sense of belonging within the family.

communities a healthy, interactive activity option for families.

industry analyses and market n rch during the pandemic (Health & Fitness Assodia
thon), with forecast data based r ket growth trends and industry prediction
maodels (Global Wellness Institute)




FIELD RESEARCH

To assess whether current gym design meets parent-child fitness

needs, H:Ienlify pain points, and inform design improvements.

After conducting field research and
identifying the current situation, |
need to determine the demand for
this service by collecting data and
conducting secondary research. | will
use online surveys to assess the
number of health-conscious families
interested in fitness

In & gym in Wuhan, | observed that several parents bring their children along to work out. During peak

QUESTIONNAIRE

AGE DISTRIBUTION PARENT-CHILD

EXERCISE WILLINGNESS

fﬁ,

GYM FREQUENCY

LY

o
L.
u
G
L

¥

PERCENTAGE OF FAMILY

_ 0%
1 2‘ CilllLDﬂE.P;l.
15%
3 CHILDREN AND ABOVE
5%
NO CHILDREN

30%
OMCE OR TWICE A WEEK
A0%
3-4 TIMES A WEEK
15%
SELDOM

15%
MORE THAN § TIMES A WEEK

REASONS FOR DISSATISFACTION

4 LAGK OF CHILD- FRiENDLY
FACILITIES

2 UNFRIENDLY STAFF OR LACK OF
CHILDCARE SERVICES

LACK OF PARENT-CHILD
INTERACTION AREA

&} UNSAFE EQUIPMENT

COURSES UNSUITABLE
FOR CHILDREN

To investigate and validate demand for family-friendly gym features,
| distributed 100 surveys for data support

The survey results show a strong demand for family-friendly gym fea-
tures. Parents hope for child-friendly facilities, safe parent-child interac-
tion areas, family-focused classes, and childcare services. These
improvements would help meet family users’ needs, enhance the overall
user experience, and attract more family customers.

OPEN-ENDED ANSWER

WHAT ARE YOUR SUGGESTIONS
FOR A FAMILY-FRIENDLY GYM?

evening and weekend hours, about 2-3 parents per hour arrive with kids. Some children must wait

outside, while others have parents who take turns supervising so both can train. & CROWDED SPACE

To verify the feasibility of the family-friendly gym

In order to better the service process design the gym, | have
design, | interviewed two relevant user representatives

to understand the existing gym universal service process

INTERVIEW USER JOURNEY MAP

MR. LI

PARENT FITNESS ENTHUSIAST

Vhenever | work out, I'd love to
bring my child, but | worry about
their safety. If the gym offered a
child-friendly area, my child could
stay occupied, and | could work
out with peace of mind, balancing
fitness and family time."

EMOTIONS

FITNESS INSTRUCTOR

"Parents often bring their kids to
the gym, but the current layout
and facilities aren't designed with
children in mind. A dedicated,
safe area for kids would allow
parents to fully engage in their
workouts without worry.”

PAIN POINT

Information Gathering

Ho childcare services,

Curious, Hesitant

Anticipation, Excited
Relieved, Eager

Need Recognition and

Changing and
Preparation

In-Person Visit and Consultation

Decision and Registration

ok of Family - friendy sctivities

Satisfied, Anxious

Check-In

heut childeare, parent

{ child-friendly faci

ARRIVAL WORKOUT

Anticipation,Confident

Focused Calm Motivated, Enjoyable

Accomplished Proud

Choosing Workout Area

Group Classes or Personal
Training

Self-Exercise and Adjustment

ted family spaces or safety barrlers aff
. of r
o family-inclusive classes,

*  Equipment safety

DEPARTURE POST-VISIT

Relax, Satisfied Motivated,
Content, Calm Accomplished Thoughtful
Hesitant

Changing and Showering Fitness Tracking
s - and Feedback
Check-Out and Exit g
ovs log their et time Renewal or Upgrade

f child safety measures o

nce of family activity track




DESIGN CONCEPT
MODULAR ZONES & ACTIVITIES

Design age-appropriate spaces: soft-climbing walls
for toddiers, balance beams for young children

Provide diverse group fitness activities, tailored for
families to build connections and improve fitness.

Create multi-purpose areas where families can

SERVICE BLUEPRINT

TIME

EVIDENCE

Registration
and gym entry

CUSTOMER
JOURNEY

User checks facilities,

registers as a member

FRONTSTAGE
ACTIONS

Staff assists with regis-
tration and guides users

Manages warm-up
game on electronic

In order to improve the customer service experience, | made a service blueprint
for the all-round experience process from registration to feedback

TECHNOLOGY

Electronic screens and
motion-tracking cam-
eras support warm-up

BACKSTAGE
ACTIONS

Technical team
ensures equipment
functionality

SUPPORT
PROCESSES

Regular equipment
maintenance ensures
safety

exercise together while ensuring safety and super-
vision.

INTERACTIVE TRAINING GAME SYSTEM

Integrate a camera-enabled screen with motion
capture for training games.

on screen screens. games

NOLLAVHEILNI 40 3N

Uses age-appropriate
fitness equipment like

Regular updates to
activities maintain
user engagement

Data analysis and
feedback inform
future improvements

Gym management
system allocates
equipment use

Age and
ability-specific

ff impl like Pac-M i el
Offer simple, engaging games like Pac-Man motion fitness sctivities

games

30-60 MINS

Tailor game difficulty to children's motor skills for
Inclusivity.

Fun and Engagement: Make exercise enjoyable for both children and parents
through playful activities

Group classes or
parent-child
activities

Online platform for class
registration and feed-
back

Collects data to optimize
service design

Safety First: Design safe zones and ensure proper monitoring of children in all
areas.

Adaptability: Offer flexible programs tailored to different family needs and

children’s abilities. Exit and feedback

collection

and
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INTERFACE STEP 1 LOGIN

Quickly access the game by registering,

logging in directly, or using Apple ID or
Google Account for a seamless start

In order to design a game with a training warm-up effect, | had to
explain the technology, the operating mode, and the interface,

INTERACTIVE GAME DESIGN

MOTION-SENSING GAMES

HARDWARE OPERATING MODE

Body Movement Control: Players control the in-game
character's direction by moving their body left, right,
forward, or backward

DISPLAY SCREEN
Used to capture the player's movements and
feed them back to the system in real time.

STEP 2 SETTINGS

Customize your experience by adjusting
game dlffil:ulty_ sound levels, and motion
tracking for smooth and precise gameplay.

Body Motlon Interactions: Specific motions (e.g., squatting
or jumping) can trigger special in-game functions
CAMERA

The large screen displays the game footage

and provides clear visual feedback.

MOTION SENSOR DEVICES
Infrared sensors are used to enmhance the
accuracy of motion capture

STEP 3 SELECT A GAME

Browse the game library, preview options,
and choose a mode that suits your prefer-
ence and play style.

TECHNICAL SUPPORT

MOTION TRACKING
AND RECOGNITION STEP 4 START THE GAME
Begin playing with real-time motion
tracking—move up, down, left, or right,
and trigger actions through body ges-

tures for an immersive experience

COMPUTER VISION ALGORITHMS
Use OpenCV tools to identify and track
key points of the human body.

GOAL

This interactive game system
enables users to perform
full-body movements to
achieve the objectives of

warming up and enhancing
physical fitness.

SKELETON TRACKING

The depth camera combined with Azure Kinect DK
development kit was used to realize 3D skeleton
recognition and motion tracking.

The Pac-Man game is mainly played by
moving from side to side, and the football
game is more played by trunk movement




SCENE RENDERING

* This yoga room features an
interactive warm-up game
screen. Parents can bring
their children here for
warm-up activities.

= It's also suitable for par-
ent-child group classes, with
children of appropriate ages
participating alongside their
parents

* The baby care room is
designed for parents to care
for their young children after
work.

* It includes a shower room for
parents to help their children
bathe and dress after exer-
crse

* The fitness area is designed
for teens and adults to work
out together.

* It includes treadmills, elliptical
machine, spinning bikes, and a
variety of strength training
machines

WORKFLOW DESIGN

YOGA ROOM

Participate in parent-child yoga classes for flexibili-
ty and bonding, with interactive warm-up games.

CHILDREN'S CLIMBING AREA
Engage in activities like balancing on beams and

simple climbing challenges, supervised by parents.

BABY CARE ROOM

For bathing, dressing, and relaxation after exercise.

1. Develop basic motor skills

through balancing activities
and simple climbing challenges.
Strengthen relationships
through shared yoga sessions
and interactive games.

PRESCHOOL CHILDREN

AGE: 3~6

To express the design concept of each area in the parent-child gym and demonstrating
how the space can satisfy the requirements of different age groups and family members

| categorized users into three distinct groups and delineated the
patterns of movement and interaction for each group within the gym.

YOGA ROOM

Play interactive warm-up games and join par-
ent-child yoga or fitness sessions.

CHILDREN'S CLIMBING AREA

Challenge themselves with 13 climbing routes of
varying difficulty. Parents guide suitable routes.
Continue balancing activities and other challenges

Clean up and change after activities

| ENTRANCE

ff_!!J

@

GOALS

Enhance strength, coordina-
tion, and flexibility through
climbing challenges and bal-
ancing activities.

Encourage children to over-
come challenges on the climb-
ing routes and develop inde-
pendence.

SCHOOL-AGE CHILDREN

AGE: 7~12

YOGA ROOM

Play interactive warm-up games and join yoga ses-
sions for flexibility, relaxation, and stress relief

FITNESS AREA

Use equipment for cardie and strength training,
working out independently or with friends

SHOWER ROOM

Independently use for hyglene after exercising

* The children's play ares is

designed to allow younger chil-
dren to exercise and play with
their parents, and contains two
plates, a climbing wall and bal-
ancing facilities.

The balancing facility area con-
tains two balancing challenges
for children with different exer-
cise levels.

There are 13 routes in the climb-
ing area, the routes at both ends
are easier, the routes in the
middle are more difficult, parents
need to choose routes for differ-
ent children according to their
athletic ability

The shower room is designed for
teenagers and adults, who can
change and shower here after the
workout

GOALS

. Develop cardiovascular endur-

ance and muscle strength
through fitness equipment and
workouts.

2. Promote stress relief and

relaxation through yoga ses-
sions, fostering physical and
mental balance.

TEENAGER
AGE: 13~18




»/ Project Overview: A wearable pet interaction device énabling'real-time emot

*Dedign Printiples; Ensure nthentidity, balanced intéraction, intuitive con-

tional bonding through touch, sourid, and vibration,
Design Concept: Enhancing hdman-pet emotional connections via Intuitive

phipsical and digital intersction

trols, and a seamlass holistic experience

BRIDGING EMOTIONAL DISTANCES WITH
INTUITIVE HUMAN-PET INTERACTION

INSPIRATION
EMOTIONALNEEDS e i
ny need to be L

_apart from one's pet drives a desire for Wbm'ﬂﬂpﬂ.m
“IN ‘Oﬂﬂh t. - - - £ —— s

This chart shows the global pet ownership growth trend over the last
REMOTE INTERACTION SEPARATION STRESS X -gi
Video calls somewhat bridge the distance between people and pets, but the lack of Studies show that extended separation from pets can decade, with a noticeable increase during the pandemic in 2020, indicating

touch leaves the experience incomplete. By using remote tactile sensars, users can feel A increase emotional stress for owners and affect pets as well a rise in pet ownership driven by companionship needs during fsolation.

their touch being "transmitted” to the pet, as if the pet were right beside them. Remote interaction can partially fill this emaotional gap,



such a product and to materialize the concept of the
pet ownership experience to conduct a focus group.

and experience expectations for remote pet interaction
with high demand for the product to better under-
areas for improvement.

INTERVIEW |

INTERNATIONAL STUDENT

“I'm Ze Liy, 21, studying abroad in the UK. Back
home, we have a golden retriever, Ball, who has
been with us since | was a kid.”

| want a way to stay connected with Ball while
abroad, being able to ‘feel’ and
interact with him as If | were there.”

STAY-AT-HOME MOM

“I'm Xiaohui Zhow, 35, a full-time mom with
two kids and a border collie, Doudou. We got
Doudou as a companion for my eldest child.”

“During family trips, we leave Doudou at a pet
mmlm:mfwmhﬁ-ﬂmm

“touch’ him remotely and

“I'm Ran LI, 28, single, working in a tech company. |
hmmaﬂnﬂmhnwwﬁm
a cat, Orange, to keep me company.”

“When | travel for work or stay late at the office,

| want a way to interact with Orange, especially
to “touch’ him, so he knows I'm there.”

To gain a deeper understanding of users' emotional and functional
needs when their pets are separated, | interviewed three users.

potential effects of remote &

To understand um.nmﬂnndmdimnupamad

frwnpotsmdvalldmlhe
ing and

0 NNAI RE

PETTYPE

s |°)
e -
86

SEPARATION TIME

1-2onvs [NEED
P =

B8~14 DAYS

2

>15 DAYS
WEEKLY EMOTIOMAL RELIEF INDEX WITH
DOWNWARD TREND FOR 10 PARTICIPANTS
The chart demonstrates the gradual decline in emotions of 10 users
over a seven-day period after being separated from their pets.
5

I

DAY1 DAY2Z DAY3 DAY4 DAYS DAYS DAYT

USER JOURNEY MAP |

PRE-SEPARATION SEPARATION

1. Due to a family trip, she is

1. She embarked on a family trip, was

separated from her pet dog , cornpcllcdmpmnm'lulpct and
LACK OF TANGIBLE INTERACTION Doudou, and sends Doudou folt fretful and anxious regarding
S 1o a pet care agency the pet's condition.
. 1ot touch of camfo 2. During this process, she would get in
PET WELL-BEING CONCERNS St m s S o e
2 i \ g [ ] M:ﬁltylndgn&amfrwn @ Limited real-time updates increase
k the emotional struggle of stress about the pet's well-being.
IMPERSONAL REMOTE SOLUTIONS separating from the pet # Lack of physical interaction intensi-
" g fies the sense of disconnection.
Foel mechanical an ® The lack of consistent updates
: makes pet owners feel
SEPARATION ANXIETY Lo g

y
[E> open-enDED QuEsTION

Drawing upon the feedback from 50 users regarding these two questions, | have

extracted key terms to generate this word cloud visualization.

gies to s while away from your pet?
for imp

Did you use any stra
Do you have J

ge your
g mood during pet separation?

-

To better understand user needs and pain points regarding pet separation, |
interviewed Xiachui Zhou about her experience during a family trip.

BLESSEDMNESS

1. During the midst of separation, the 1. She heaved a sigh of relief
mood iy recuperated, relishing and relished the reunion with
hprucmnfmlngmmmtfunlly her pet after a family trip.
yet still burdened with the concern of

parting from the pet.

@ Persistent concern about the pet's ® Fear of the pet's altered

condition disrupts the enjoyment of emotional state
the trip. post-separation diminishes
® Limited options for remote interaction reunion joy.

with pets fail to meet emotional
needs.



FEATURES PRESSURE SENSOR
+ Human device sends signals via touchpoints. PURPOSE
= Pet device responds with sound and vibration Detects user's touch strength
for closeness. on the device,

* Video call enables visual connection.

Generates feedback
to simulate emotional con-
nections with a pet.

FUNCTIONALITY
Measures force or pressure applied on its surface.
@ Provides accurate data about the interaction strength.

n between users and their pets despite physical distance.
interaction experience supported by wearable technology.

INFORMATION PLATFORM

MP3 MODULE
PURPOSE
+ Enables real-time recording and
playback of user voice.
+ Enhances pet's voice recognition
with high-quality audio resto-
ration.

FUNCTIONALITY

Supports audio input, playback, and signal processing
® Customizable for different audio quality needs.

os

EMOTION AND INTERACTION

A lightweight structure ensures
comfort during prolonged use.”

VIBRATING MOTOR
= Vibration mators simulate touch to provide

HEART RATE SENSOR
* Heart rate sensors monitor pet emotions and
adapt interactions accordingly.

SOUND SENSOR

TRIM STRIP
OUTER SHELL
VIBRATING MOTOR ~
HEART RATE SENSOR '
STICKER
SOUNDSENSOR - .
OUTER SHELL- - -

STATUS LAMP

TECHNICAL RESEARCH | How to schieve the desied effects today?

MAIN BOARD
PURPOSE

= Central system for data col-
lection and transmission.

seamless interaction.

FUNCTIONALITY
Central processing unit that integrates data from all sen-

s0rS,
® Capable of wireless communication for signal transmis-
sion.

HEART RATE SENSOR

PURPOSE

+ Tracks pet's heart rate variations.
*+ Reflects pet's emotional states
(e.g., tension, excitement).

FUNCTIONALITY
Monitors heart rate using h gl
® Provides real-time biclogical data.

n B

BIOMETRIC AND EMOTIONAL INSIGHTS

oxygen

COLLAR BUCKLE

BELT

RING -

+ Sound sensors detect pet vocalizations VIBRATING MOTOR -~~~
- to analyze their emotions. MEGAPHOMNE - -
£ b? MP3 MODULE -
758 STATUS LAMP-~--
(). CONTROLLER- - - - - - -
o BUTTON SWITCH

*Flexible design adapts to different pet sizes for universal usability."

The smart pet collar and vest combine advanced sensors and ergonomic
emotions, provide tactile feedback, and ensure comfort for seamless human-pet interaction.

SOUND SENSOR

PURPOSE
» Captures user voice or com-
mands and transmits to the pet.

+ Senses pet's vocal emotional feedback for user
insights.

FUNCTIONALITY
Captures ambient audio signals.
® Detects sound levels and frequencies in the environment.

VIBRATION MOTOR
PURPOSE
« Provides touch or comfort feedback to
the pet.

* Simulates real interactions and allows
users to perceive pet activity.

FUNCTIONALITY
Converts electronic signals into vibration
feedback.

@ Provides varying levels of vibration intensity.

DATA PROCESSING
e mmme e STATUS LAMP
o .- - ---TOUCH TABLET
o . RING

o OUTER SHELL
- -BATTERY

‘==-PET VEST
=Es o= =RELy
-==-BUCKLE
BUTTON

SENSORS

design to monitor



SOUND SENSOR MODULE MICRO VIBRATION MODULE x5

RE DESIGN
CTION DIAGRAM AND INTERACTION LOGIC

eraction logic of pet and dient hardware are shown to
inciple and function realization of the system.

X% i

PET TERMINAL |

ESP32-S3-WROOM-1
WORKING PRINCIPLE @
HARDWARE SETUP

VIOCEBO MP3 MODULE HEART RATE SENSOR

1 ENVIRONMENT CONFIGURATION
Sets up the software environment by loading
necessary libraries.

5 THE LOOP FUNCTION EXECUTES
THE JUDGMENT COMMAND
Manitors pet status in real-time and
triggers corresponding responses.

2 HARDWARE ENVIRONMENT CONFIGURATION
Initiali con , including heart

7 TRIGGER VIBRATION FUNCTION
Plays pre-recorded sounds or
music to comfort the pet.

rate and vibration sensors.

3 PROGRAM INITIALIZATION

§ SEND DATA TO THE SERVER
Transmits pet emotional data to the
server for remote monitoring.

Initializes communication protocols and
prepares the user terminal for data exchange.

3 CORRELATION FUNCTION SPECIFICATION
Prepares the pet terminal for operation, verifying
hardware readiness.

PET TERMINAL

& MP3 PLAYER
Activates vibration modules to calm the pet

Defines functions for analyzing sensor data during stress events.

4 PROGRAM INITIALIZATION
to interpret pet behavior,

'* USER TERMINAL

4 DATA READING AND CONNECTION
Reads user inputs from sensors and sends
data to the pet terminal.

SUMMARY

USER TERMINAL

i

ESP32-53-WROOM-1

VOLTAGE CONVERSION MODULE

PRESSURE SENSOR

HARDWARE SETUP

PROTOTYPING

Configure programming

! 2
codtent Client connection testing



USER TESTING PET DETAILS PAGE o

pet status monitoring, remote interaction, and device man- |NTERACT
, Pet Details, Message Center, Settings, and subpages.

Users can tap or swipe the

= model to pet the pet, and the
vibrating motor of the smart
vest the pet wears will vibrate

DEVICESTATUS - — — — !

S

oL

VIDEO CALL RECORDS

The app's main interfaces include a Home page for real-time
pet health updates and quick | ions, a Message Center
for notifications and activity logs, and Settings for managing
profiles and preferences.




