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How to design a [eli[a=slthat enhances participation and
sense of belonging based on SIS ifland




01 Research Idea—Comi Con

ILLUST@MaiYoneyama

Comic Con emerged from the Z era. And
now It's evolving as well. It's also becoming
more and more popular.
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01 Research Ildea—ACGN Group

ACGN culture, one of the most popular
subcultures at the moment. | think it's
even slowly becoming mainstream culture
nOWw.

Because It's just too big a group now. And
It's In every industry.
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01 Research Idea—Service Design

B STARBUCKS' SYSTEM MAP

**THIS SYSTEM MAP INCLUDES STAKEHOLDERS, VALUE EXCHANGES, AND ARTIFACTS OF STARBUCKS

IT HELPS AUDTIENCES TO UNDERSTAND WHAT VALUES THIS SERVICE CONDUCTS, HOW THESE VALUE FLOW,
AND THE RELATIONSHIP AMONG STAKEHOLDERS, WHICH HELP READERS HAVE MORE INSIGHTS ABOUT

THIS SERVICE SYSTEM **

BEFORE READING THE INFOGRAPHIC, PLEASE READ THE KEYS BELOW TO UNDERSTAND THE CONTENT BETTER

Goods & Services Primary Stakeholder

Money & Credits Secondary Stakeholder
== Information Artifacts
------- Intangible Value

Nowadays, with the continuous progress
------------- of society, people's standard of living is
S, | iImproving, people's demand for quality of
= life i1s also higher and higher, so in the
;} contemporary ‘service design’ is widely
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01 Research Idea—Immersive Experience
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Immersive experiences are now widely
used. In the gaming industry, VR glasses
have emerged in order to make you more
iImmersed. Then in the film industry, 3D
and 4D films appeared in order to give the
audience a better viewing experience. Even
In restaurants, to make you more
iImmersed, lighting and BGM are used, and

SO OnN.
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02 Research Process--Emerging Trend

During my research, | study emerging
trends that go to help me with my topic.

It's like social media, it's indispensable
at the moment. We can't live without it
In every aspect; socializing, sharing our
routines, getting information, and so
on.



02 Research Process—New Tools

+', Primo Research Assistant GD

Ask research questions. Explore new topics. Discover credible sources.

©)

Example questions (?) About Researc h Assistant
How does vitamin D deficiency impact overall health? > Did Picasso's time in Paris influence his artistic style? >
Discuss the reception of Machiavelli's The Prince in ) . o - .

) > How can we improve diversity in Clinical Trials? >
modern times

During my research, | used the latest
tools. It's like an Al library, it's quick
to find the information | need. It is
very convenient and efficient.



02 Research Process--Critical Thinking

CRITICAL
THINKING

| believe that the most important
aspect of the research process as a
contemporary practitioner is the need
for critical thinking. Only then can you
find out If your research direction is
feasible, what are the shortcomings of
the next research, and so on.



03
Mindset



03 Mindset--Transdisciplinary

Environmental Psychology

Theory of Place Spirit \

Flow Theory

Transdisciplinary
(Design)

Social Phenomenology

— Service Design ]

Cognitive Psychology Enbodied Cognition Theory

Symbolic Interaction Theory ]



03 Mindset--Sustainability
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| think as a contemporary practitioner it is
essential to consider future developments.

It's like my current research, | need to
think about the future of Comic-Con. |
think it makes sense so that my research
can help the industry grow.
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04 Practice--The Popular Way

A currently popular approach is used in
practice. Using video to get the message
across.

Nowadays, short videos are becoming
more and more popular. Because you
can easily get the information you want
from the video, whether it is knowledge,
culture, daily life or others.



04 Practice--Innovations
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In practice, innovativeness Is also very
important. Like in my Comic-Con
planning, | will be using iImmersion
theory. Because at the moment, it is a
very new and popular way.



04 Practice--Global Trends

- Collect audience information
T Chef to form data.

You can DIY your own bracelet Finally, it is deposited
< inthe bracelet.

and add your favourite pattern

ow the website

Caw help people

soctalise better

This bracelet Looks Like

The bracelet will help Yyou find the right partner a prop from a game scene

at Comic-Con based own the data.

Of course, the bracelet only provides suggestions.
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In practice, there Is a need to adapt to
global trends. It's like when | designed the
bracelet to serve as a ticket. Globally, many
places are using bracelets as tickets.



Thanks for Watching
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