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1. Background

In the process of Urbanization, transportation is playing a very important 
role in nowadays life. Commuting between work (or study) and home is as 
usual as eating and sleeping in every day. In a sustainability point of view, 
public transportation is becoming the big trend now and in the future, 
instead of personal driving. Growing number of vehicular trips by cars and 
two wheelers which result in traffic congestion, air pollution and traffic 
accidents has become a major concern in urban areas. Investments in high 
capacity rail based mass transit systems are being promoted to arrest this 
trend.

From my own experience, I feel in big cities, metro-riding (subway) is getting 
more and more popular and important to people. People have different jobs 
and homes, but every morning and evening, they get together to the metro 
lines, and disassemble at another station.

1.1  Big Trend of Life

1.1.1  Metro Commuting

Here is a group of data from public transportation research, Seoul 2008, 
showing the development of some major subway systems in the world 
and the daily ridership of each. In New York, over 5 million people ride the 
subway system every day, and there are 3 million and 4.5 million passengers 
riding metro system in London and Paris each day on average, 5 million in 
Beijing, 5.6 million in Seoul, 7 million in Moscow, 8.7 million in Tokyo, 4.7 
million in Shanghai, 4 million in Mexico City and etc. From the data, we can 
tell the user group is so huge, and actually it is still getting bigger.

1.1.2  Quality Time Commuting
Commuting time is the amount of time which is spent on the way to work 
or from work. Since all the cities are growing constantly, and more people 
living around, although people want to squeeze their commuting time, it is 
very hard to do. So the quality of the commuting time is paid attention.  And 
it becomes a very important channel for some transportation services to 
strengthen their brand through giving better experience to the commuters.  
For example, in stockholm, the metro system supplies with newspaper for 
free to the commuters every day. In Shanghai, every subway car or bus 
has mobile televisions for commuters. All of this is  a Sign showing the 

Metro

Metro communting statistic data
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Last summer, I was doing my internship in Shanghai. The internship at the 
company was pretty busy, facing a lot of challenges and pressures. I lived in 
the downtown at that time, but the city was too big and I had to commute 
between home and the office by subway. 

Every morning, I took all my positive attitude and spirit with me, stepping 
out of my flat and heading to my office. But every morning after I got to

 importance of commuters’ experience comes on to the table,  an only time 
accurate or convenient service maybe is not enough.  

It is commonly to see that commuters on their way reading newspapers, 
books, listening to music, playing digital games and so on. These are the 
methods that people using to kill the time. In my perspective, I believe this 
is also a sign showing people want to make their commuting time filled 
with more quality.

stressed and tired feel bad 

full of energy Getting stressed need to have a rest befor work
morning

evening
Still stressed

home----------------metro------------------work

work----------------metro------------------home

1.2  Start point

sit down at my working table, I always felt like just experiencing a tough 
project and all my passion and energy had been gone with it. Then I had to 
relax myself a little bit, usually it took half an hour to one hour to drag me 
back into the normal status. And sometimes something bad occurred on 
my way to work so that I couldn’t get positive in the whole day. Then, after 
work, with a tired body and stressed mind, I started my way to go home. 
It was supposed to be the happiest part of every day, but I hardly released 
my stress from work, oppositely, I often gained even more stress from the 
commuting. Therefore, I even brought the stress at work inside home. 

I believe I am not the only person who had this feeling and experience. I 
searched on the internet, finding lots of people complaining their commuting 
stress on blogs and forums. And Forty-four per cent of commuters surveyed 
in 2000 by Metro UK said that travelling to and from work was the single 
most stressful thing in their life, more stressful than work, home or even 
money worries. To a lot of commuters, travelling between work (or 
study) and home is as usual as eating and sleeping in every day. But the 
experience of metro-riding is not fun and always putting a lot of stress to 
the commuters. Obviously, it goes against people’s desired quality life. At 
the same time, Metro-riding is a big trend of public transportation in urban 
life. So I looked into metro commuting field to see how I can use design to 
make metro-riding easier, and to create a better commuting experience, 
in order to help commuters release stress and to gain a better transition 
between home and work.

Reading,  Music-listening, Game-playing

HOME OFFICE
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2.1 What Make Commuters Stressed During Metro Riding Process?

2.1.1 Customer Journey Map and Touch points 

2. Research

Plan the journey

Ticketing
Arriving

Exiting and Transfer

Boarding
Get to the platform

Starting
Orienting

Enter th
e station

Waiting
Orienting

Riding

Metro system

Catch

Metro-ridingIn the initial research, I mainly did a lot of observation aiming to find out 
the stressors that make commuters’ experience go down. So I made a lot of 
journey to see and to experience the metro riding process. But at this time, 
I was living in Stockholm. I would say it is a very good place, but not the best 
place for my research. As I said in the background part, I had very stressed 
metro riding experience in Shanghai, which is totally another life style. I 
think the experience could not be the same in different background. So I 
used some time to identify the style of the city and commuters’ life style 
at the beginning. I found that the busiest city such as London, New York, 
Tokyo, Beijing and so on, produced a faster life rhythm, and also put a lot of 
pressure on people living in there, of course including a lot of commuters 
as well. Usually, these are very big cities. Commuters need to spend more 
than 10 hours per week on average on their way between work or study 
and home. And the commuters that I talk about are mainly the regular 
workers and students. I thought about to use age and occupation to divide 
the commuters in different group, but I realized it not necessary to do that. 
Instead, I started to search for the thing they are in common. So I turned 
my eyes on their commuting journey and public transportation service.

After some study, I came up with a customer journey map (2.1.1.a), which 
showing the key steps of commuters activities during their commuting. 
And I clarified the relation between metro riding process and metro system 
using, which was an important view for the next step, instead of only focus 
the experience in the metro system environment, I brought in the entire 
journey. I also found a customer journey map with touch points, which 
supplied with me  a lot of clues to detect the stressors affecting commuters, 
and showed a clear picture of the service as well. 

2.1.1.a

2.1.1.b
Spicing up public journeys – Storytelling as a design strategy by Sandra Viña, Tuuli Mattelmäki 

CJM with touchpoints
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2.1.2 Triggers of Stress  (Case study) 2.2 How Do the Triggers Affect People?

2.2.1 Information and StressWith the big picture of the commuters’ journey and service touch points, I 
started to interview people to collect their problems and stress experience 
during their journy. Stressed feeling is a result of some events influencing 
people’s psychology. In another word, stress can not be formed by itself, 
but by some triggers. So the purpose of the survey was aiming to find out 
them. I experienced the crowded situation at metro system every day for 
three months, when I was in Shanghai for the internship. One day morning, 
I carried my laptop on my back, taking Metro to the company. After I 
entered the station to the platform, I saw so many people were crowding 
there, although it seemed quite in order, after the Metro arrived, people 
got even crowded, I mean the density get even serious, what I was thinking 
at that time was to find a good place in the metro car to stand, because I 
could see so many people were already in there and like 12 people were 
waiting ahead of me in the queue. I started to worried if I could get on this 
tube. And so did those people after me, I felt. When it came to my turn to 
enter the Metro car, I was hesitating whether I should go in the carriage 
or not because it was more than overcrowded there, but at that time I felt 
people from back were still moving and pushing. Although I decided to 
quit, I could not, but stroke into the Metro car by the pushing from people 
behind. With the noise of plastic cracking from my back bag, I suddenly 
realized to protect my laptop. So I had to take it off my shoulder within this 
breath hardly crowded situation and place on the ground between my feet 
to keep it away from people’s crowding power. In this case, there were so 
many things leading to stress. The crowded experience could be a trigger, 
the result of my damaged laptop could be one, worried of failing to get on 
could be one, and people’s could be one as well. Then I felt confused about 
these triggers for a while, because they could be any touch points, and 
there seemed no rules of them. So I studied the customer journey map of 
touch points (2.1.1.b) carefully and listened to a lot of friends complaining 
their problems during the subway commuting, suddenly I realized that 
the stress triggers can be mainly categorized in three groups, information, 
products(environment) and other people.

I heard a lot of complaints from people about information during my 
research of stress triggers from commuting. Information is more advanced 
than datas, because it communicates better.(Experience Design) In this point 
of view, the duty of information is aiming to reach people’s cognition and 
direct people’s behavior. Then I asked myself what is good information 
in this case. I took some pictures of some mediums carrying information 
relating to metro riding. I read them through the pictures and I think all 
the information were quite clear and understandable, then why people still 
complain about it? They just needed to check the information and follow it, 
it should be very easy. I like the word “check“. In this commuting scenario, 
the information somehow directed people’s behavior, and people wanted 
to make the correct responds to finish their journey. So when people check 
information, they were not only reading it, but also checking whether their 
behavior adapted to it. When the information was difficult to adapt, then 
some uncertainties occurred, which could cause the stress. So the good 
information should be easy to adapt to, which would not cause commuting 
stress. And at the same time, information seems never enough to people. 
And commuters always want to know everything in detail. If something 
missing, people would also feel stressed. 
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2.2.2 Products, Environment and Stress 2.2.3 Other people

Commuters carry a lot of things with them, mobile phone, wallet, bags 
and so on. For sure all of them have functions, but sometimes they also 
bring problems, especially in some a certain environment. For example, I 
carried a backpack and got on a crowded train, it was very difficult to move 
because of the bag and crowded environment. And this was a trigger to 
cause me stressed about hard to get off when I arrive. At the same time, 
the bag made me feel uncomfortable in the crowd, which would be stressed 
as well.  So the products should adapt to the environment better to bring 
either comfort or convenience to people.

(Polite Umbrella, which made 
space for people, so that if 
you were in a crowded place, 
you could tug it, and made it 
smaller. I thought it a good 
sample of adapted product 
to the environment.) 

The group of “other people” is very speical. It has the relation with 
information and it also composes the environment.

As a group of people, they are directed by the information, and also carrying 
some information, so that individual is easily dragged by other people’s 
behavior. 

http://www.youtube.com/
watch?v=cPYiS5ebGgk&fea
ture=related

This is a Japanese video, showing that a group 
of people suddenly crouch, and another 
individual also follow the same behavior. In my 
point of view, this phenomenon was because 
there was no standard information to tell 
something happened at that moment, and the 
individual just follow the information that the 
group of people was carrying.

Products
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2.3 Opportunities

Information Comfortother people

Better communication Better environment

2.4 Direction Selection

In my point of view, both directions are very valuable to look into. But each 
direction has a large area, I have to pick one of them. At the same time, I 
did a survey using the customer journey map(2.1.1.a), asking 25 commuters 
to list their most stressed section of the journey.  I found a lot of people 
point out pre-riding is the most stressed part, and the problems here are 
basically all about information. So I chose the “ better information and  
better communication” as the further research and design direction. From 
the survey, I also found out that catch(include transfer) and boarding the 
train are most stressed points to most of the commuters I talked with.

Through studying the way that those triggers affected people,  I found there 
were two directions I could go into. One is providing better information 
and let commuters gain better experience and stay away from commuting 
stress, the other is creating better products and environments for better 
commuting experience, in order to release stress. At the same time, “other 
people“will be considered as a part of the environment in both directions.

Plan the journey

Ticketing
Arriving

Exiting and Transfer

Boarding
Get to the platform

Starting
Orienting

Enter th
e station

Waiting
Orienting

Riding

catch Walk

Stressed feeling
strong weak

2.5 Pre-riding (Survey about stressed scenario)

Pre-riding is valued by more and more public transportation services. 
So there are usually Journey plan website or App to help people gain 
information.  Either way is very convenient and efficient.

But people still feel stressed of catching the train. I did several telephone 
interviews to talk with some commuters and get some quotes bellow, I 
divided them by different sceanrios, catching the train and boarding the 
train.

“ I am always worried of missing the train, 
so I walk as fast as possible on the way.”

“After a stressed walking, I find I’m 
quite earlier than the train.“

“It was boring on the way“
“Time always makes me stressed. “
Catching the train: Boarding the train:

“People are such in a hurry“

“No crowded carriage please!“
“Worried of failing to get in.“

“Why people only get in this car?”   

Plan the journey

Ticketing
Get to the platform

Starting
Orienting

Enter th
e station

Walk

Boarding
Waiting

Riding



Xiaokang Li, Master Thesis 2011, Konstfack, Sweden

7

2.5.1 Time and Walk

Obviously, people are afraid of missing the train, no matter if they are on 
the way to catch the train or they already at the platform, although they 
know the time or even the real time of the train. It becomes an interesting 
issue for me to work with. And when people are boarding, from the quotes, 
I can easily get the picture of how other passengers’ behavior influence 
individual. So the reason of other passengers’ behavior formed in that way 
aroused my curious.

In fact, time is a very abstract concept when it comes to human cognition. 
Try to ask yourself how long is 3 minutes, I guess you might only answer 
it is 180 seconds. And it still does not make sense. It is still a quite blurry 
feeling. And if you have this feeling on your way to catch the train, you 
will probable feel stressed about the uncertainty, otherwise make wrong 
judgment about your own speed, and then get worried and stressed.

I did an experiment with my classmate Olof, one day after school. We 
checked through internet get to know the next train would arrive in three 
minutes and we prepared to go to catch it. I asked him how fast he thought 
we needed to walk or run. And he said just below running level. So we 
started to walk to the station. After half the journey, we suddenly saw the 
tube was passing under the bridge, and then for catching it, we started to 
run. In the end, we just got on board in time.

Time has a lot of functions. In the transportation system, indubitablely it 
is one of the most important information. It carries the duty of helping 
people to catch the train or bus. But at the same time, it brings stress to 
commuters, because passengers need to adapt their speed to the time for 
catching the train or bus. The ideal situation for a lot of people is when they 
arrive at the platform, take the tube for example, the train also just arrives. 
But this is very hard to do. So a lot of people just walk as fast as possible 
on their way to the station, they would rather to get early to the platform 
and wait for the train than miss it. Or sometimes, they start very calmly but 
suddenly feel might be late, then start to run. Either of the situation above 
is a stressed experience, both physically and mentally. So I ask myself why 
it happens, although we have very good watches.

From this experiment, I confirmed that when people were moving, they 
don’t really feel the length of the time. And there were something missing 
between walking and time, it was difficult for people to make the correct 
judgment and adapt their walking speed or running speed to a certain 
length of time, even though it was only 3 minutes, it was stressed.
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Platform is a very interesting place. When the passengers get to the 
platform, that means the end of their walking , and what they need to 
do is to follow the queue and wait for the train to arrive.  But when I was 
boarding on the train, I felt people’s stress mood clearly, especially the 
entrance was already full of people, and there were still some people trying 
to get on. I thought the stress triggers here were both time and crowded 
situation. On one hand, each individual of the crowd wanted to get on the 
train before there was no space. On the other hand, people did not really 
know how long the door would last open for them, so they moved as fast as 
possible. Then pushing happened. And this behavior would also make other 
individual people more stressed, because nobody got to know how much 
space in there and how much time they had, then people just followed 
what others did. In this case, people would just push very hard and move 
very fast, which was a very stressful experience.

2.5.2 Time, crowd and Boarding

wait queue

push break in

There is a very interesting phenomenon. In fact, it is quite common to see 
that the metro carriages closed to platform entrances are more crowded 
than the others. This results in producing more stress to the passengers  
that will get in this carriage at the next stop. I talked with some people to 
find out why people do not go to other emptier carriages. And I got mainly  
these reasons:  “It’s more closed to the exit when I get off.”  “It’s hard to tell 
which is emptier.”  “I did not notice that.”

Boarding is the last mission of pre-riding, as a transition of commuters’ 
action or status, the experience here will influence the commuters’ mood 
after on board. So the triggers of stress need to be concerned.

2.5.3 Conclusion

Through the research, I found that the triggers of subway commuting stress 
can be divided into three groups, information, products(environment) and 
other people. The most stressed part of metro riding is pre-riding, in which 
section time and walk is a big trigger of stress. It is about adapting walking 
behavior to a certain length of time, which is very hard for commuters to 
deal with. People either walk very fast which is not necessary, just because 
they are afraid of missing the train, or they make wrong judgment of their 
speed and go quite slow then find out they are late. Both of the situation 
above cause stress.  So I believe a better adaptation between walk and time 
is required. Arriving at the platform as the end of walking but not the end 
of catching, boarding is also very stressed. Pushing, crowd and time all can 
be the trigger of commuters’ stress. Some phenomenon such as carriages 
closed to platform are more crowded than others, might be solved by 
providing more valuable information. So information of crowd level and 
boarding time is required.
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As I mentioned in the research part, commuters needed to adapt their 
speed to time in order to catch the train. So the better adaptation means 
adapting walking behavior to time better and easier. The question now 
is how. I consider basically there are two ways to do it, either training 
people to gain a better ability to use their time, or pushing time into a 
more communicative way. I choose the latter. Then how to make time more 
communicative and easier to direct walking becomes the question.

3. Design Insight
Proposal 1: Better adaptation between time and walk

3.1 Ideation

The project was narrowed down, focusing on the experience of catching 
the train and boarding the train. So before I started to look for the solution, 
I did some work to  clarify the scenario of commuters pre-riding process. A 
storyboard was made to analyze problems and for inspirations.

From my research conclusion, I can tell the solutions need a method to 
change people’s behavior more or less. And I think the best way is to make 
things fun. There is a research group of Volkswagen famous of The Fun 
Theory.(http://www.thefuntheory.com/)  They did a lot of experiments to 
test if fun can be a powerful trigger to change people’s behavior. And the 
answer was yes. So I also use fun as a tool to direct my design. 

The aim of adapting to the time is to catch the train. This is the basic needs. 
So the initial idea is aiming to let people know the position of the train they 
want to catch and the position of themselves, instead of telling the distance 
of their paths, I use a time based ruler to put them in. And this information 
will make a clearer picture to let the commuters judge whether they are 
early, late or just on time. 

The property of walking is basic about the pace (speed, step length). So the 
whole journey can be divided into a lot of steps. While a certain length of 
time can be divided into a lot of small pieces of time.  So if the steps and 
the small pieces of time can be matched well, then the time would be fully 
used. For example, if a train will arrive to the station in 5 minutes, and 
a commuter needs to catch it. Hypothesis the matching and calculation 
of steps and time can be done by GPS, following the message is the only 
thing  that need to be done, then he or she does not have to walk as fast 
as possible and worry about missing the train. Now the question comes to 
how to communicate the message with people and make people willing to 
follow it. And the idea of using music rhythm comes to my mind. Because

walking steps

Piano Stairs , Bottle bank arcade, deepest trash bin
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Visual Acoustic Tactile

These are the mainly ways of communication in App culture, and they 
becomes the tools to help with my idea. 

Visually, I try to design a clear interface showing the relation of tube and 
commuter, to communicate speed and time.

From technique needs perspective, a GPS function is the base of the idea. 
Then smart phones become the best information carrier. They are popular 
and carried by people every day. So I decide to make the idea into an App.

music reflects time in a good way which is easier for people to follow. Take 
dance for example, it is using the rhythm to communicate with the dancer 
about the actions. At the same time, moving with the music is always 
producing good and fun experience.

Visual

A virtul tube can be seen on the 
screen.  when you point the camera 
to a certain direction.

Guiding by some virtul figure.

A progress bar showing the position.

Dancing Walk in rhythm
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I explain these to other people to test the ideas. And result of the evaluation 
is the virtual tube and figure might be cool, but the progress bar is more 
useful. The user can just take one glance and get to know all they need. 
Then the user just need to follow the music.

Acoustic

At the same time, music also has the ability to influence people’s behavior. 
It appears that music as a background phenomenon can influence a basic 
bodily activity in an unconscious way. The observation that the tempo of 
background music can influence different kinds of human activity was already 
made by several authors. For example, Milliman (1986) demonstrated that 
the tempo of background music can significantly affect the behavior of 
restaurant costumers and Kallinen (2002) showed that the musical tempo 
has a clear effect on reading news from a pocket computer.

There was a research (Walking On Music, Human Movement Science 26 (2007) 769–
785) shown that people can synchronize their walking movements with 
music over a broad range of tempi, but that this synchronization is most 
optimal in a rather narrow range around 120 BPM. So I think I should also 
use voice feedback together with music to communicate with users.

Music and human movement

Music is a very popular feature in lots of services, because it can bring 
different mood and feelings to the listeners, it is a good tool for rendering 
emotions and some good music can make people in a positive status. Take 
nike kit for example, users can download special songs on itunes, which are 
well matching to exercise emotion. In my idea, the music is also following 
the same service model, but playing a more important role in both function 
and emotion.

When the user will arrive to platform much earlier than the tube,
   - The music changes to a slower rhythm song. 
   - Voice feedback: Oh, take your time.
When the user will arrive to platform later than the tube,
   - The music changes to a faster rhythm song.
   - Voice reminder: Hey, you need to hurry up.
Otherwise,
   - Music keeps playing and no remind.

A voice reminder of losing the tempo is also necessary, for letting 
people know whether they are on the right track. 

There would be no feedback to good adaptation to the rhythm.

All the voices and feedbacks are friendly, just like a musical game.

A system is created, which can calculate how much time the user will 
take to arrive to the platform at current speed, and compare with the 
arriving time of the tube. Then a song is selected by the system as well, 
the rhythm of which can direct the user to catch the tube on time, 
neither too early nor late.  

I used this DJ app, Beats to play the beats around 100BPM, 
and let people walk on them. And then I changed the 
BPM randomly, and people can easily followed. When I 
played music, sometimes it was easy for people to lose 
the rhythm. So I think the music needs to have obvious 
beats or tempo, and a visual tempo adjustment feature 
needs to be added on as well. But the evaluations of the 
whole walking experience are positive. People felt it fun 
and no stress, and like a game..

Nike kit, itune, 

App: Beats
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Proposal 2: Boarding information: crowd level and boarding time

Tactile

When the App receives some important information
   (such as tube delayed/ cancelled),
   - A vibration reminder turns on.
   - The user needs to check the screen.

Initial Interface

Summary of the function:

- Use interface to show the time relation 
between the user and tubes.
- Use music sync to direct user’s walking 
speed. Let people enjoy the game feeling 
process, which will help the user catch the 
tube peacefully.
- Use voice and vibration to remind the user 
different situations.

Crowd level is being paid more attention  than before. On one hand, crowd 
is becoming a big problem. On the other hand, people feel stressed about 
this and they need to mentally prepare for the coming situation or choose 
the coming environment. I found there were some digital signage concepts 
designed for communicating the crowd level. While in my point of view, 
these ideas will work. But they will not work for everybody, only for people 
that really hate crowded environment. And actually, the information is 
not communicating through the best medium, it is hard to connect the 
instructions with the real carriages.

What I would like to develop is a standard, which will give people a tiny
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feedback to let people know the situation is positive or negative, and also 
split the crowd people to avoid them only get in the carriage that closed to 
the platform entrances.

I thought color was a good way to communicate positive or negative status, 
just like the communication way of traffic lights. So if I use the colors of red, 
yellow and green as the sign of crowd level, I believe it would make sense 
to the commuters. 

And the  boarding  action is the end of walking, which is like a score point 
in  digital games. To the commuters who use the App from proposal 1, the 
boarding episode can option some reward to strengthen the playful  feeling 
of the journey. So I think it can be a good trigger to entertain people and 
change people’s behavior.

The other thing is about the warning of door closing. The signal of door 
closing is only informing people 2 seconds ahead. So normally, no one 
would know how long the door will keep open for them, which causes 
people’s stress. So a timer is a good option to tell people the duration to fill 
the information gap, in order to make them less stressed.

The idea is to use green, yellow and red colour to show the crowd level 
from light to heavy. Some sensors are fixed on platform at each door of 
the train to record the number of people getting in and off. And all these 
information will be sent to the next station to inform people about the 
crowd level. When people pick the empty carriages to get on, there will be 
a magic sound as a reward. At the same time, people who use the App from 
proposal 1 will also get the colour of emptiest carriages on their phone, if 
they success to get on the right carriages for several times, they will get a 
new song as a surprise reward, which can be used in their walking episode. 
The aim of this is to encourage commuters to pay attention and to take 
emptier carriages, in order to make the boarding experience with more 
fun and less stress, so that people can even have a better mood during the 
riding  process.

Super Mario
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3.2 Concept Prototype

Using progress bar to show the time 
relation between the user and the tube.

Walking on rhythm of the music, which is selected by the 
system to direct user’s  walking speed.

Use colours to tell the crowd level of each entrance.  People will get reward when they choose 
to get on a relatively empty carriage. And the App user will be given a new song as reward for his 
or her following the colour.

SYSTEM

Music from internet

Music from 
my library

Gps, culculation, Music sync, 
sensors, voice reminder

Detail in Appendix A
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3.3 Formgiving

3.3.1 Interface

Key words: friendly, playful, simple

In the formgiving process, the task was fine tuning the style and improved 
communication. I made 4 groups of prototypes and evaluated all of them  
in the process, in order to get the aiming direction..

Serious tool Game

Simple Complex

Prototype 1

In prototype 2, the interface was simplified a lot. A stop motion animation 
was made for testing the work flow. The whole style was simple and playful, 
but it did not fully communicate the functions. 

Prototype 2

The aim of prototype 1 was setting up a basic function structure of the 
interface. In the sketch part, I tried to set up a playful and game feeling, 
while in the renderings, I made it more serious, just like a standard app 
tool. Comparing with these two styles, I was sure the style I was going after 
would be in between, but biased of simple.
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Prototype 3 and 4

Start
Point

Platform

Score Colour

Pace Guiding

Player Level

On my way

After these 2 prototypes, I felt the playful feeling should be more than 
the left one and less than the right one. And graphically, it had to be 
clearer of telling which are the  buttons.

After that, I mainly played with the icons and colours to communicate the 
functions and game feeling emotion. I also animated some prototypes 
in After Effects to test the interface. Then here comes the final interface. 
And the size of the interface was also tested in a 1:1 scale on iphone4 and 
itouch4. The result was positive.

Music play

Music Library

Visual music 
tempo

Final interface
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3.3.2 Boarding Signage The initial idea was to design a 3D gate standing on the platform. But I 
found a lot of stations from those busy cities set up platform  screen doors. 
So I decided to use that as the information medium, instead of making a 
new product

Prototype1

I got the measurement data of the platform screen door from some stations. 
And I used a wall to prototype a 1:1 scale model to see how the size of the 
information should be.

Prototype 2
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Prototype 3 Final boarding signage

PLATFORM

Go to Work

9:12 AM3GCMC

Colour of the 
score pointIn prototype 3, I was fine tuning the playful and 

welcome feeling  with the elements that from 
the App interface, in order to make them match 
and create a feeling to inspire the users that they 
were in the same game, which could strengthen 
the visual effects of the  whole service.
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A movie was made for describing the whole concept 
and interfaces, in which the voice reminder function 
was refined and recorded. All interaction features 
were edited in animation and tested.

Movie preview and concept description
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4. Summary and Future Opportunities
The project was about how to make commuters metro-riding less stressed. 
Through the research, the triggers of commuters stress were categorized 
and analyzed. Then two directions of solving commuters stress were found, 
either to improve the communicative level of information to let commuters 
adapt their behaviors easier to it, or to design products more adapted to 
crowded environment. In this project, improving information became the 
goal. At the same time, pre-riding phase of metro commuting was voted 
to be the most stressed part. And it could break down into the episodes 
of catching the train and boarding the train. Commuters’ experience 
gained attention and music was used as a powerful tool to guide people’s 
walking and release the stress from time. An friendly and playful interface 
was designed to communicate the real time relation between tubes and 
the user. More information were supplied for boarding, in order to split 
the crowd and strengthen the game feeling for a fun experience. All the 
prototypes were tested and evaluated. From the technical point of view, I 
also prototyped a platform which had a GPS based function and provided 
music of different BPM as a service to communicate a better time concept 
to the commuters.

Meanwhile, I can see some future opportunities. During the design process, 
when I tested the music concept, some people said it would be great if there 
would be a game like this. Although the design was done in a funny way, it 
was sitll a useful tool in this project. But I see the potential trend of game 
is moving from digital to physical. And the music and human movement 
could compose good concepts in the future. I guess it would be my next 
project.
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Core system prototype

Core - system 
Platform

Beter communication 
for easier adaption

- Music sync
- Speed, time, distance culculation
- Voice reminder
- GPS
- Pace Scensor
- Entertainment

User
- from...to...
- Time to start ( clock )
- Days(Mon....Sun)
Tube
- Real time and time table
- Number of people

APP
- Better communication of the time
- Music tempo guiding walking
- Telling the gate of boarding by color
- Tempo check
Signage gate
- Color, Crowd level
- Door open duration

Appendix A


