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To solve the pain points of online cloth-
ing shopping, this project upgrades 
lululemon’s online fitting efficiency of 
sizing and styling.

By integrating AR technology into the 
lululemon mobile App, this project 
streamlines the experience of fitting lu-
lulemon sportswear online.
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Recently rapid rising 
labor costs, hotly dis-
cussed Meta Universe 
topics, the growth of 
major brands’ online 
sales, and the Covid -19 
epidemic have hinted 
that online shopping has 
become an unstoppable 
trend.

However, online clothing 
shopping still faces high 
return rates caused by 
improper sizing, unimag-
inable materials, etc.

Lululemon, as a well-
known sportswear com-
pany with a brand image 
for tailoring fit, comfort-
able fabrics, and inno-
vative attitudes, reimag-
ining its online shopping 
experience is challenging 
and promising. We kept 
the original look and feel 
of Lululemon but only fo-
cused on optimizing one 
specific experience - on-
line fitting.

How can we improve the efficiency and experience of 
online product selection for Lululemon users?

By integrating AR technology into the lulu-
lemon mobile App, this project streamlines 
the experience of fitting lululemon sports-
wear online.
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‘Stage X’ is an AR immersive event de-
signed for the tourists and local communi-
ties to experience the beauty of San Fran-
cisco. 

By interacting and scanning the cut-up 
pieces of the SF map placed on the tiles, 
a corresponding landmark model and a 
sound effect will appear. After the audi-
ence has completed their scanning tour, 
they will be randomly awarded a land-
mark model (like opening a mystery box) 
together with the compiled music of their 
journey as souvenirs.

Next, the participants or audiences can 
scan the Dewey monument to discover 
what others received. It will show up like 
a tree with all the awards hanging on it 
when scanning. At the end of this journey, 
guests can take a photo with the virtual SF 
tree and share it with their friends or social 
media to commemorate this event.
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AUGMENTED

URBAN LIFE

We have three main func-
tion buttons on the home-
page that redirect users t 
Sounds of SF, Mystery Box, 
and SF Tree functions. We 

use UGUI to enable con-
trols that allow users to 

turn off and return to the 
main page at any time.

SF sound is the first step in 
the user journey. We built a 
database of 16 maps rep-
resenting 16 different parts 

of San Francisco cultures 
through Vuforia. Each map 
will identify its correspond-

ing models and sounds. 
When the user scans one 

or more images, it will pro-
duce rich visual and audi-
tory effects. Some parts of 

the sounds are collected 
locally in San Francisco.

After playing with SF mod-
els, the user will randomly 
get one of the 16 models 
as a reward by clicking 
the finish button. The user 
needs to hold the iPad to 
find it around. Users could 
use two fingers to zoom 
in/out the model and use 
one finger to rotate it.

We built a 1:1 monument 
model of union square on 
the SF Tree page and put 
it into Vuforia for training. 
When the tablet recogniz-
es the monument, it will 
virtually grow a tree model 
representing the Tree of 
the SF Culture.



This AR application was 
built by Vuforia SDK 
and interacted by using 
gestures. There are four 
main scenes, which 
are connected through 
Unity’s UGUI manage-
ment. We used Vufu-
ria’s image target and 
model target functions 
as the two main inter-
active pages.

We also embedded 
some independent 
functions in these two 
modules, including 
gesture interaction, 
model customization, 
camera functions, etc. 
to enhance the fluency 
of the entire applica-
tion and enrich the user 
experience.

IMPLEMENTATION 
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Human touch is crucial. It’s social glue, it’s 
our wellbeing. 

Touch and physical contact by a trusted 
person has a positive effect on the healing 
process. Our sensation of pain is reduced 
when someone we care about holds our 
hand. And our immune systems also re-
spond quite intensely to touch.

But as our lifestyles become ever more 
transient and reliant on digital tools, these 
simple interactions are under threat.

That is the reason why we designed 
SOMA-  a wearable device, shared by two 
people. soma’s two way communication 
of subtle outputs of warmth, vibration and 
light is designed to foster therapeutic re-
mote physical communication of care and 
empathy. soma’s experimental and revo-
lutionary two way haptic communication 
mode is designed to provoke a positive 
psychological response of well being and 
support between two people that tran-
scends the act of texting. 

Much like texting and emojis, soma sets 
the stage for the development of user 
generated haptic communication vocab-
ularies.
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We redesigned the prototype based on the feed back from #1 Pro-
totype, and chosed Form 2 as the final prototype. Its frame-shaped 
support structure allows the silicone to have more contact area 
while avoiding excessive squeezing and causing the silicone to fail 
to rebound. Therefore, the user can squeeze and press the proto-
type surface within a controllable range. The hollow at the bottom 
allows better heat transfer of the heating pad.



We chose LED lights, vibrators, 
and heating pads controlled 
by relays as feedback compo-
nents through experiments and 
iterations. The Force sensitive 
resistor that can detect pres-
sure and deformation is se-
lected as the input element for 
circuit design.

IMPLEMENTATION 
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Losing is universal, but approaches to 
dealing with grief after losing a loved 
one may vary. Mixed reality technology 
shows new possibilities for grief heal-
ing. It provides users with an immersive 
sensory experience, including visual, 
hearing, sense of time and space, etc. 
These sensory illusion caused by VR/AR 
technology has proved their potential 
in physical rehabilitation, PTSD  thera-
py, bipolar disorder healing, and other 
mental healing cases. 

The project wanted to explore the po-
tential of using mixed reality technology 
as a tool to heal emotional trauma by 
focusing on the scenario of losing pets. 
Targeting the users who lost or sepa-
rated from their pets, this project aims 
to use the virtual environment to arouse 
positive emotions and help them heal 
from sorrow and grief.

Mdes Design Studio
Zhiyue Wang



Petopia is designed in two parts: the gamification mobile App 
and an Oculus VR environment. According to Rando’s 6R grief 
therapy process, the user would be required to complete the 
corresponding five game levels in the mobile application. Af-
ter going through the whole game level, which means finish-
ing a therapy process, users would finally reach the VR plat-
form - Petopia. In the VR environment, users would be able to 
see the happy afterlife of their beloved pets and finally let go 
of their sorrow.

From film to existing technology, virtual technology to reconstruct the 
image of life is a cliché. Including consciousness uploading, brain-com-
puter interface, emotional computing, etc., the ethical dilemma brought 
by technical triggered emotional resonance is an unavoidable topic. 
This project will avoid sending users into the vortex of painful memories. 
Instead, the design will focus on strengthening and generating positive 
memories. In addition, one of the essential factors in reconstructing the 
incarnation is to establish the similarity of personality traits, which is one 
of the optimization directions for future study.

Grief healing for losing pets as a starting point, Petopia attempts to ex-
plore how technology can intervene in human emotions and positively 
impact, thereby inspiring how could mixed reality technology helps peo-
ple recover from grief or separation anxiety.


