






















































































Rubbish in sewers system is one of the 
main problems in cities and cleaning urban 
sewer systems is difficult because needs to 
open the fences and obviously it takes a 
long time
Trash Interceptor is a solution to collect 
garbage easily and quickly.
As shown in the photos just needs to put 
it into the sewer hole. After the garbage 
flowing and get stuck in its basket and 
when it is full, the cleaning staff can lift the 
handle easily just by a hand, rotate the 
reels to close the basket. This can prevent 
urban sewer system block.
Trash Interceptor is designed by Huang 
YI-Chang in Huafan University, in New 
Taipei City of Taiwan in 2016

Trash
Interceptor



The Bird is an amazing Bluetooth device 
which is very small and wearable. It is 
capable to convert any space into an 
interactive playground. In other words, it 
transforms surfaces of any media source 
(Windows, Mac, Android, iOS) into giant 
interactive touchscreens and you can 
simply control it. It let you touch, push, pull 

drag and move, scale or rotate, tap and 
hold, draw or highlight every visible 
element. With touching the small screens 
Bird makes it to a big one with the finest 
resolution and 10 people can collaborate 
together on one screen at the same time.
It is created by Israeli-based start-up MUV 
Interactive in 2011.

BIRD
MUV’s Smart Ring
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This wonderful bottle is created by a 
group of innovators from a company 
called Fontus in Vienna, Austria in 2015.
Since water shortage is a very important 
issue, this bottle has a great potential to 
make a change in the world's future.
Fontus self-filling water bottle can extract 
water from the air. It is capable to turn the 
molecules of air into water by using solar 
power then it can also cool the produced 
water. It extracts humidity up to 0.8L per 
hour.

Due to its size and weight, it is easy to daily 
use everywhere. Fontus has designed 2 
types of bottles: The Airo and the Ryde. 
First one is for daily use or hikers, the 
second for cyclists.
Fontus group says: "The Earth’s atmos-
phere contains around 13,000 square km 
of mostly unexploited freshwater. Fontus 
was invented to bring an alternative way 
of collecting safe drinking water to regions 
where drought and unclean water are a 
big issue."

Fontus
Water Bottle







Its hyper reality experiences on a VR envi-
ronment and  created by The VOID VR  a 
virtual reality startup company in Utah in 
2017. It is designed for the headset crowd.
The void, is a physical playground for VR.  Its 
mixed reality experiences utilize aspects of 
virtual reality, haptic feedback, and other 
physical effects; users wear a helmet with a 
head-mounted display, noise cancelling 
headphones and a hand tracking sensor, 
and a haptic suit containing 22 vibrators 

and a computer to power the headset.
“Our technology allows us to create the 
illusion that the player is exploring miles of 
terrain or incredibly tall structures without 
ever leaving our game pod. The end result is 
a physical connection to the virtual world 
and a sense of exploration never before 
possible.”  By The VOID

The Void
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Real Time Posture Scanner is a sort of 
bilboard which is installed by Microsoft  in 
Stockholm, Sweden in 2016.
The goal is to help people correct their 
posture in real time by using Kinect tech-
nology in an unexpected way.. Its slogan is 
"carry right, Carry light"
A survey represents that 1 in 4 has back 
and/or neck problems. Many of them 
caused by carrying heavy things during the 
day. By kinect camera they can find out 
some information same as the angle of 
shoulders and then the people can get the 
result if their posture is fine or needs to be 
corrected.

Real Time
Posture
Scanner























“Reveal-iy” is the name of a project that is 
considered to be a system that provides a 
picture of citizen’s energy consumption via 
on-site data in a city. It offers a participatory 
intervention that discovers and visualize the 
data in an interactive mode on urban 
surfaces via public monitoring. The interac-
tive graphics are visualized by the display, 
they are both gathered collaboratively and 
downloaded from the public, based on the 
data. For sharing there are some mobile 
web forms which are accessible through a 
QR-code for those who want to access 
right from the street or simply use of the 
online address of the project.

The process is based on an actively 
involved discussion through citizens about 
their level of energy consumption to 
achieve an urban visualization via some 
playful challenges and with cure of the data 
which is shared. The project held in 2011 is 
aligned with an on-going investigation  
about getting involved inhabitants about 
their shared urban spaces via publication of 
data related to them to engage them in an 
awareness discussion.
The collaborators of the project are Javier 
Lloret, Max Kazemzadeh, Erica Takenouchi, 
Victor Diaz and it is created in Medial-
ab-Prado Madrid in 2011.

Reveal-iy













According to our first question, most of the 
student had not even noticed that there is 
a big compactor inside the corridor in front 
of the coffee shop of the campus. 
When we asked them how it is possible to 
do not realize the BlueTotem, they said that 
they rarely use the interior door of the 
coffee shop or the entrance door on the 
opposite side of the hallway.
The 50% who had seen the BlueTotem 
before had been asked the following ques-
tion:
Q. Have you ever used the BlueTotem?
40% of them had never tried to use the 
BlueTotem.
50% were curious and they did/wanted try 
the BlueTotem.

10% of the participants in survey declared 
that they tried to use the compactor.
After this result we wanted to know which 
percentage of them throw their plastic 
bottle in to the compactor.
A small percentage said they use the Blue-
Totem every time to compact the bottles, 
however some of them were using it every 
now and then to vote or to play.
NB. This survey conducted during the aca-
demic year 2016-17.
Conclusion of the survey: The results of the 
survey helped us to understand there is 
not enough advertising or information for 
the users -in this case students of the 
campus- to have the opportunity to find 
out what is the function of the BlueTotem. 

CHAPTER 2: Understanding the target

40% 50% 10%

Never used      Want to use          Used
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The User Persona represents the goals and 
behaviors of a hypothesized group of users. 
Profiles are described in cards that include 
behavior patterns, goals, skills, attitudes, and 
social context, with some imaginary per-
sonal data to make the character a realistic 
one. For the project, it was necessary to 
imagine more than one user profile, 
although a person, in particular, would have 
more influence in describing the primary 
design goals.
The profiles made will be as much as possi-
ble based on contextual research, and not 
exclusively on the creator's imagination. 
Contextual research helps to create a 
number of archetypal users that provide 
realistic experiences. Using real data allows 
avoiding the stereotyped users that may 
have no relation to the real user's reality. 
Unlike the "Target" which is a classic mar-
keting tool and is based largely on quantita-
tive data -that leads to the definition of a 
public-, the definition of Personas prefers 
databases collected and lead to results that 
identify more user-type profiles. So, we 
need to make qualitative distinctions, for 

the delineation of such figures, it is neces-
sary to list a number of objective parame-
ters to make Personas. Therefore, we tried 
to list some related parameters such as age, 
gender, career, cultural level, lifestyle, 
amount of produced waste, waste sorting, 
attitude to technology and etc.
After determining what parameters will 
affect the features of the Personas profiles, 
we have placed possible types of users on a 
hypothetical timeline, ranging from 10 to 80 
years old. This operation allows placing 
stereotyped profiles homogeneously in 
order to embrace all possible utilities that 
have to do with plastic bottles.
So here are the Personas profiles which are 
created to help us know the target. There 
are identified six Personas in order of age, 
from the youngest to the oldest: a school 
student, a university student, a personal 
trainer, a housewife, a doctor and a retired.









Waste Treatment
I have a little time to go shopping and cook-
ing so i buy prepared food which are in can, 
glass and plastic packages. however i try to 
respect waste collection but I produce a lot.

Question, Answer
I would like to be a socialized person and 
attend in social events to have more con-
tacts with people, It will make me  feel 
happy and also will help me in my future 
job.

09:30 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . breakfast

09:45  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . shower

10:00 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . free time

11:00 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1st activity

14 :30  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  lunch

15:00 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 2nd activity

18:30 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  free time

21:00 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . dinner

21:30. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  free time

01:30 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . sleep

waste in my daily routine

























gives vouchers or there is another one in 
China which offers subway tickets. In the 
same way another machine in Istanbul 
rewards pet foods since there are many 
stray dogs there.
It is believed that the first step toward 
change is awareness and the second step is 
acceptance. Therefore Bluetotem firstly 
needs to communicate with people, so it 
should be attractive to the public. Secondly, 
for being accepted it is necessary to gain 
people's trust. Thus, from an aesthetics 
point of view, it should be pleasant and at 
the same time, it must have the capability 
to encourage and invite passersby from 
distance by creating curiosity in them.
It is required to be understandable for the 
various age groups of its audiences because 
it is supposed to communicate and interact 
with people.
In order to get the highest efficiency and 
approach the target as much as possible, 
BlueTotem not only needs to communi-
cate with new people but also requires 
continuous interaction with them. So first, 
it's better to be fun and entertainment and 
then further to keep track of the story, and 
through this way, the audiences will 
accompany for a longer time. As a result of 
storytelling and entertainment, it is likely to 
attract

more followers and in this system having 
more followers means collecting more 
bottles by the citizens. It can be Blueto-
tem's first successful step. At the same 
time with storytelling, it is possible for the 
audiences to receive new and valuable 
information, on the other hand, for more 
motivation after entertain, it can be 
long-term and short-term goals because 
people like to receive feedbacks and con-
sequences and also be appreciated.















CHAPTER 4: Project

Gamification
First, to clarify the meaning of Gamification, 
it has been quoted from authentic persons 
and sources for defining it briefly.
According to Merriam-Webster, Gamifica-
tion means "the process of adding games 
or gamelike elements to something (such 
as a task) so as to encourage participation.
Easy-to-use Web- and mobile-based 
learning platforms … take the boredom 
out of long training sessions by gamifying 
the entire process. A training manual is 
replaced by an interactive game that 
allows participants to win awards and be 
acknowledged. —J. J. Rosen"
Based on Oxford dictionary, "The applica-
tion of typical elements of game playing 
(e.g. point scoring, competition with 
others, rules of play) to other areas of 
activity, typically as an online marketing 
technique to encourage engagement with 
a product or service."
























































