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If happiness is easily accessible in the 
future, how can video games uniquely 
cater to people's psychological needs 
through distinctive experiences?

And in this case, what kind of space can 
support and complement discomfort ?

Research Questions
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In the future, when people have achieved 
the maximum level of comfort allowed 
by current technology in their lives, they 
will begin to pursue a kind of "controlled 
discomfort". With advancements in 
immersive software and hardware, 
this uncomfortable experience can be 
efficiently obtained from video games.



Part 1

TREAD LIGHT

Prop Design

dirty prop

I combined my previous world construction 
and research questions, and by making a 
rough model, I designed a pair of shoes 
that can feed the temperature and touch of 
the game world back to the wearer's foot 
in real time.I combined my previous world 
construction and research questions, and 
by making a grass mold, I designed a pair 
of shoes that can feed the temperature 
and touch of the game world back to the 
wearer's foot in real time.



After discussing with Professor Pascal, we 
decided to name this pair of shoes "tread light", 
which means to tread carefully and slowly with 
the foot, and also implies that this shoe can 
bring different senses of touch to the wearer and 
needs to be felt delicately.

Effect Real Shot

When you put on the shoes and 
enter the game, through sensors 
and devices, the shoes will feed 
back to your feet in real time the 
touch and temperature of the 
ground beneath your current game 
character, giving you an immersive, 
albeit  of ten "uncomfortable," 
feeling.

Prop Design Prop Design



Tread Light

After discussing with Professor Pascal, we decided to name this pair of shoes "tread light", 
which means to treaAfter the design and production of prop's shoes were completed, 
through discussion with Professor Pascal, I continued to make additional items such 
as instructions, wrapping paper and shoe boxes to make this pair of shoes more like a 
complete product from the future, and filmed and produced the unpacking and evaluation 
video of this pair of shoes.d carefully and slowly with the foot, and also implies that this 
shoe can bring different senses of touch to the wearer and needs to be felt delicately.

https://drive.google.com/file/
d/1m4p2rHx6XkZ3Et8owqwi-
8whjBtxu00Q/view?usp=sharing



Virtual Movie

T h e n ,  ba s e d  o n  t h e  s h o e s 
designed by prop and the world 
view that goes with them, I tried 
to make a 90-second short film 
to make the narrative as clear as 
possible and further refine the 
world view.

Script

I  t r i e d  t o  d e s i g n  a  s c r i p t 
t o  e x p r e s s  t h a t  w i t h  t h e 
development of science and 
technology, people's life in the 
future will only have a "smooth 
texture" similar to that made 
by Apple, and all Spaces are 
kept at a constant temperature. 
Therefore, in this single touch 
and temperature experience, 
p e o p l e  n e e d  t o  e n t e r  t h e 
game through the game shoes 
designed by me to experience 
the "discomfort" of different 
textures and temperatures.
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StoryboardThe Mixed versionRendering smooth scene

Tough Reality Greenscreen Shot
Create scenes and render animations with 

Unreal Engine



https://drive.google.com/file/
d/1XhutBvbRvWHIdsrd-td1Te8_
Zk6lrzPx/view?usp=sharing

Virtual Movie



©https://th.bing.com/th/id/R.c86fbd89ee58f21c12fba83ab7989105?rik=60B3XGo63TiPug&riu=http%3a%2f%2fwww.linkshop.com.cn%2fup
load%2farticle%2f2017%2f20171013153355_2187.jpg&ehk=O9FpMmzNBsaeU2fM1Wxc7jvi8uEHwYslgy0hN%2f6u6u8%3d&risl=&pid=ImgR
aw&r=0

video games, characterized by their 
high degree of personal izat ion, 
customization, convenience, efficiency, 
low cost, and minimal impact from 
time and space, are perfectly suited 
to meet people's future demand for 
"controlled discomfort".

Video games can brief ly satisfy 
people's desire for 'discomfort', but 
in real life, this discomfort remains a 
luxury. 

I  designed a physical  space, 
a  5 - s ta r  luxur y  d i s comfor t 
e x p e r i e n c e  p a l a c e ,  w h e r e 
i n  t h i s  c o m p l e t e l y  s m o o t h 
and temperature-control led 
f u t u r e  w o r l d ,  s e l l i n g  t h e 
only uncomfortable physical 
experience, for gamers who play 
video games, immersing them 
physically in the uncomfortable 
s c e n e s  of  t h e  v i d e o  g a m e . 
 
Meanwhile, online shopping has 
replaced traditional brick-and-
mortar retail, turning Harrods 
into a tourist attraction that 
needs new businesses to move in.

Video Game
&
Space Design

Starting from tactile sensation and temperature, 
gradually extending to customized "discomfort" 
experiences. At the same time, integrating spatial 
elements to fulfill different needs from individuals 
to groups, establishing gaming objectives, 
incorporating design strategies from casinos and 
theme parks, employing game theory to design 
reward-punishment mechanisms and spatial logic, 
and attempting to ultimately create a discomfort 
experience gaming arena.
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I designed several different loading pages, 
which can be used to prepare the atmosphere 
of the game when loading

I designed and built a UI to guide the player, 
which would appear on the screen after a few 
seconds of the character not accepting the 
correct instructions.

In order to show the relationship with Harrods 
and simulate the perspective of the outside 
world that the player can see at any time in the 
vr game, I created a way to overlap harrods 
and the game scene

h t t p s : / / d r i v e . g o o g l e . c o m / f i l e /
d/1KqBGAOKGiX J8XA9FAeF7gjNHv9AZ-vvy/
view?usp=drive_link

Scene1 Cold

Scene4 Restraint

Scene7 Organism

Scene2 Hot

Scene5 Insects

The Screen Shot Special Thanks

Technical support:
Junjie Fan

Scene3 Sticky

Scene6 Sharp



I designed the gaming areas to be gray and 
visually neutral,  focusing instead on the 
physical sensations. This way, the gray game 
areas provide the most professional discomfort 
experiences, excluding visual stimuli.
Meanwhi le ,  the  co lor fu l  par t  ser ves  as 
auxiliary spaces outside of the game, such as 
transportation, restrooms, emergency stations, 
and equipment change rooms. Players do not 
wear VR devices in these areas. Therefore, 
Shushi retained Harrods' interior design and 
incorporated new functionalities into them.

Cross-section
Drawing
Visible and invisible
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Ground Floor

Colorful Half

Gray Half

First Floor Second Floor Third Floor Fourth Floor Fifth Floor Sixth Floor
Cold Hot Sticky Restraint Insects Sharp Organism


