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Abstract

MicroNature Station is a mixed-media speculative installation that employs physical
computing, biodesign, and auditory, haptic, and olfactory experiences to explore the future of
our relationship with advanced technology and the natural world. The piece is the material
realization of a more extensive research-driven speculative exercise that hypothesized a future
besieged by climate change-induced weather unpredictability. The speculation suggests that in
that environmental context, humans retreat indoors, spending most of their time on
visually-oriented, screen-based technologies but craving the restorative, multisensorial
stimulation of time spent in organic, wild spaces. Using simple sensor-driven interactions,
MicroNature Station presents a solution — allowing audiences to experience the sounds,
smells, and feelings related to a summer rainfall without stepping outdoors. As a speculative
design, the installation hopes to inspire critical questions about the boundary between
naturalness and artificiality, the trajectory of advanced technology, and the ways in which

climate change may affect how we engage with the world around us.
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Chapter 1: Introduction

1.1 Concept Statement

MicroNature Station is a speculative, interactive installation that combines physical
computing and biodesign to explore the evolving relationship between humans, technology, and
nature. The structure uses hearing, scent, and touch to create a multisensory experience that
simulates the feeling of standing on the soil after a summer rain. The installation is based on the
speculative idea that restorative, multisensory experiences rooted in nature will become
increasingly scarce due to the combined impact of climate change and technological
advancements. By creating a simulated "natural" experience, MicroNature Station encourages
viewers to reflect on critical questions about the intersection of nature and technology, our
emotional and physical connection to the environment, and our ability to experience

multisensory joy.

Figure 1. The MicroNature Station



1.2 Impetus
For more than 3 million years, Homo Sapiens and related ancestors lived inexorably

intertwined with the ecosystems of wild landscapes."” Our sensory mechanisms and the systems
that help us make sense of them are even older. Research suggests that our complex limbic
system, the network of nerves that link our unconscious body to our conscious mind (and
governs emotional and stress responses, long-term memory, and olfaction, among other things),
originated in an ancestor that we shared with birds and reptiles that lived roughly 365 million
years ago.?

That means that our nervous systems and related sensory mechanisms co-evolved in
tandem with feral, untamed environments, becoming particularly attuned to the rhythms of the
natural world to provide us with the physical abilities, warning systems, and pleasure drives
necessary to navigate lively, entangled, multi-species environments.

But that is no longer how we live. Today, the majority of modern-day Americans now
spend upwards of 90% of their time in climate-controlled indoor spaces — rooms and buildings
purposefully designed by humans, for humans, to prioritize human convenience, safety, and
comfort above all else.® Although the shift towards more human-centered environments has
occurred over many millennia, the technological advancements that now shape our living
spaces are less than 200 years old — a mere blink in terms of human history, certainly not long
enough for our bodies to somatically or sensorially adapt to them. The advent of indoor lighting,
plumbing, and temperature control has enabled us to live, work, eat, drink, and play on our own

terms like never before. While automation, mobile devices, and at-home personal computers

' William C. Burger, Complexity: The Evolution of Earth’s Biodiversity and the Future of Humanity,
(Amherst: Prometheus Books, 2016): 162.

2 Rob DeSalle, Our Senses: An Immersive Experience (New Haven: Yale University Press, 2018): 23.

% “Indoor Air Quality,” Report on the Environment, United States Environmental Protection Agency. Last
modified September 7, 2021. https://www.epa.gov/report-environment/indoor-air-quality.



give us a level of connection, accessibility, convenience, and visual stimulation that would be
almost unimaginable to our ancestors, even 50 years ago.

We have not just physically separated ourselves from the wilderness but have also
mentally, emotionally, and culturally cleaved ourselves away as well. Anthropocentrism is the
pervasive cultural belief that humans are distinct from the rest of the ecosystem, driving how we
organize our human lives divorced from the wild environments in which we originated. That
philosophy, too, is a fairly new development in the history of human evolution. In his influential
1967 article “The Historical Roots of our Ecological Crisis,” American historian Lynn White, Jr.
wrote that the rise of Western Christianity less than 2,000 years ago ushered in this new,
exceptionalist way of relating to the world around us. Christianity, he argued, not only
established “a dualism of man and nature, but also insisted that it's God’s will that man exploit
nature” rather than worship or respect it, as pagans did.* It was that religious understanding and
its concurrent “mood of indifference to the feeling of natural objects,” as White put it, that led
humans to reconceptualize ourselves as the center of the world. A shift that, in turn has deeply
influenced the direction of modern, indoor, human-centric lives, how we treat the conceptual
domain that we now call “nature,” — exploiting, ignoring, destroying, cultivating, cherishing, or
protecting it as our economic, political and social circumstances dictate.®

And yet, as Jedediah Purdy writes, “there is no separating human beings from ecological
nature.” Because, no matter what we may culturally believe, “we are natural creatures. A great
deal of our experience is formed out of what we share, or seem to share, with other living things.

We are...bodily, emotional, even bacterial animals.” Even as we have taken social and physical

4 Lynn White, Jr., “The Historical Roots of Our Ecologic Crisis,” Science, 155, no. 3767 (Mar. 10, 1967):
1205. http://www.jstor.org/stable/1720120.

5 Jedidiah Purdy, After Nature: A Politics for the Anthropocene (Cambridge: Harvard University Press,
2015): 8.

6 Purdy, 42.

" Purdy, 280.



steps to separate ourselves from other living beings, even as we exercise the extractive
anthropocentric cultural beliefs that have led us into climate chaos, our bodies remain
evolutionarily, emotionally, and sensorially connected to the world around us.

So what happens to our bodies in newer, technology-driven, human-centered
environments? While modern American life has many advantages, recent studies show that our
time spent indoors and on screens is increasing exponentially — and that we may be suffering
mentally, physically, and emotionally as a result.

A 2021 Nielsen study suggested that the average adult spent more than 11 hours on
screen-based technologies a day — an average that has grown by over an hour since their
report in 2016.8 This “ever-increasing daily screen time” has led to an almost “constant exposure
to devices like smartphones, personal computers, and television” and threatens to impact
people’s overall health and well-being severely.® Being inside and on screens encourages
sedentary behavior,'™ disrupts natural sleep patterns,” and puts people at risk for “obesity and
cardiovascular disorders...hypertension, poor regulation of stress, low HDL cholesterol... insulin
resistance...symptoms of depression,” among other effects.'? Even off-screen, human-centered
environments tend to be sensorially challenging, either “filled with stimulation that captures

attention dramatically” likely to trigger hypervigilant stress responses, or chronically

8 The Nielsen Company, “Total Audience Report: Advertising Across Today’s Media,” Last modified March,
2021. https://www.nielsen.com/insights/2021/total-audience-advertising-across-todays-media/.

® Vaishnavi S. Nakshine, et. al., “Increased Screen Time as a Cause of Declining Physical, Psychological
Health, and Sleep Patterns: A Literary Review,” Cureus, Volume no. 14, Issue 10 (2022): e30051.
DOI: 10.7759/cureus.30051.

1 Huiying Fan, et. al., “Cross-sectional associations between screen time and the selected lifestyle
behaviors in adolescents” Frontiers in Public Health, 10 (September 27, 2022).
DOI: 10.3389/fpubh.2022.932017.

" Kathryn Drumbheller, Chia-Wei Fan, “Unprecedented times and uncertain connections: A systematic
review examining sleep problems and screen time during the COVID-19 pandemic,” Sleep Epidemiology,
2 (2022). DOI: 10.1016/j.sleepe.2022.100029.

2 Vaishnavi S. Nakshine, et. al., “Increased Screen Time.”



under-stimulating, void-like spaces in which the “monotony of stimulation can be a source of
stress” in its own way. '3

On the other hand, multiple research studies have demonstrated the therapeutic effects
of spending time outdoors on our physical and mental well-being. One study observed that even
brief interactions with nature can significantly improve cognitive control.™ Another found that
feeling connected to nature produces mood benefits, and the multisensory stimulation that wild
landscapes provide, such as nature-related sounds, scents, tactile experiences, and tastes, can
profoundly alleviate anxiety, stress, heart disease, and blood pressure.’ In a 2020 study
comparing the effects of "green time" and "screen time" on adolescent health outcomes, one
researcher concluded that nature may be an underutilized public health resource for improving
the psychological well-being of young people in our high-tech era.'

Worryingly, the deleterious effects of human activity on the planet, namely increasing
climate change-induced extreme and unpredictable weather patterns, catastrophic biodiversity
loss, plastic pollution, toxic waste, noise and light pollution, and a rapidly shrinking wilderness,
means that even those of us interested in spending time in replenishing outdoor environments
may have less and less access to it. Looking ahead, we might speculate about a future in which
people are either unable or unwilling to venture outdoors due to unpredictable or inhospitable
weather conditions and instead retreat even further inside to rely on screen-based technologies

for most of their mental stimulation. In this future, humans might live most or all of their lives

¥ Lara S. Franco, et al., “A Review of the Benefits of Nature Experiences: More Than Meets the Eye.”
International Journal of Environmental Research and Public Health. 14, no. 8 (August 2017): 864 DOI:
10.3390/ijerph 14080864

4 Berman, Marc G., John Jonides and Stephen Kaplan,.“The Cognitive Benefits of Interacting with
Nature,” Psychological Science, 19 no. 12 (December, 2008): 1207 - 1212. DOI:
10.1111/j.1467-9280.2008.02225 .x.

® Lara S. Franco, et al., “More Than Meets the Eye.”

16 Tassia K. Oswald, “Psychological impacts of “screen time” and “green time” for children and
adolescents: A systematic scoping review” PLoS One, 15 no. 9, (2020): e0237725.
DOI: 10.1371/journal.pone.0237725.



inside, depriving themselves of multisensorial nature-based joy to the point that they begin to
physically, emotionally, mentally, and sensorially crave the experience of being outdoors — and
designers, technologists, and capitalists step in to find a way to meet their growing need.
MicroNature Station is the realized product of that speculative scenario, offering a
glimpse into a future where people access "natural” experiences without leaving the comfort and
convenience of a human-centered environment. By providing today’s audiences with an
opportunity to engage with a product of a future time, MicroNature Station aims to encourage
people to question our current technological and environmental trajectory, reconsider human
exceptionalism, and challenge the notion that we can live well while functionally isolated from

the ecosystems in which we evolved.

1.3 Significance

Speculative design’s emphasis on creating work for a time and place that is neither here
nor now is an important method designers can use to grapple with complex, large-scale social
challenges. Dunne and Raby, two leading speculative designers, defined the significance of the

practice in their seminal book, Speculate Everything, saying:

“This form of design thrives on imagining and aims to open up new perspectives
on what are sometimes called wicked problems [sic], to create spaces for
discussion and debate about alternative ways of being, and to inspire and
encourage people;s imaginations to flow freely. Design speculations can act as a
catalyst for collectively redefining our relationship to reality.”"”

By taking today’s trends and projecting them into the future, we better understand the
implications of our current values, activities, and experiences and the probable, possible, and

preferable outcomes they might generate. MicroNature Station is the product of a speculative

7 Anthony Dunne and Fiona Raby, Speculate Everything: Design, Fiction, and Social Dreaming
(Cambridge: MIT Press, 2013), 2.



design process. In its realized form, it allows us to explore, in real terms, the potential
ramifications of climate instability, our obsession with convenience, and how our dependence on

technology may affect our sensorial lives.



Chapter 2: Context

2.1 Speculative Exercises

MicroNature Station is the material realization of a more extensive speculative
world-building exercise. In the future world in which it belongs, humans live indoors, consumed
by technology, visually overstimulated but otherwise sensorially deprived, and afraid of a natural
environment that was once a source of multisensorial nourishment, but is now no longer
hospitable. This series of fictitious press releases were written to accompany the installation,
elaborate on the project's underlying concepts, shed light on the world to which it belongs, and

provide a more comprehensive context for readers (see Appendix).

2.2 Artistic Precedents

MicroNature Station is informed by several artistic precedents, particularly several works
dedicated to sensorial experiences and speculative thought around the future of technology and
climate change.

Sissel Tolaas’ olfaction-related work, the FEAR of Smell — the Smell of FEAR (2006), is
a significant source of inspiration.’® Working with men who suffer from acute, chronic fear,
Tolaas captured their perspiration and bound it into paint using industrial manufacturing
methods. She then applied the mixture to the wall and asked visitors to touch the surface,
releasing scent molecules they could experience in real-time. Her work invites people to
contend with their base sensorial capacities, introduces them to a nuanced odor experience that
their ancestors may have once experienced, and confronts them with the idea that they have a
physical, animal body that uses scent as a signal to survive.

Similarly, Navedenga by Earnesto Neto uses sculptural forms and invites users to

experience the work through touch, scent, and sight in recognition of their whole corporal

18 Sally McGrane, “The Odor Artist,” Wired Magazine, April 24, 2007,
https://www.wired.com/2007/04/posts-odor/.



selves. The piece’s stretched fabric form seems alien and artificial, but the sensory experience it
provides is grounded by the easily-recognizable, naturally-occurring scent of aromatic cloves
that he has embedded throughout it. In interacting with Navedenga, the artist invites his
audiences to become more than art viewers — instead, to delight in being active participants
and to reconnect with their sensorial facilities and physical bodies to co-create the meaning of
the piece.

Finally, Dunne and Raby’s work, Designs for an Overpopulated Planet, No. 1: Foragers
(2010), heavily influenced this project.” In their work, the design team explores future
technology and farming in the context of climate change-induced food shortages. Imagining
humans becoming forced to forage for unusual forms of nutrition, Dunne and Raby designed
speculative wearable stomachs that married synthetic biology and technology to give humans
access to plants and animals that are otherwise inedible. The work, a series of images that
show people in a fictional future using these digestive devices in a variety of contexts, helps
today’s audiences grapple with the ramifications of overpopulation, imagine how technology and
science can shape and reshape our lives, and contend with the specter of climate change in a

new, more imaginative way.

' Anthony Dunne and Fiona Raby, Speculate Everything, 2.



10

Chapter 3: Methodology

3.1 Form design

MicroNature Station is a clean, modern, and interactive freestanding structure with three
distinct parts. The first, sitting atop the form, is a small piece of living moss on a glass pedestal
covered by a contoured glass globe. The second, an acrylic body, emanates a soft glow. It has a
streamlined geometric shape on the front and sides but includes a window in the back that
reveals a small, gold mirrored shelf where the technical components behind the installation are
displayed. Lastly, the hand-poured bioplastic mat, which includes authentic red-ochre clay
fragments, provides a raw, rough texture that contrasts beautifully with the sleekness of the

other materials.

Figure 2. The MicroNature Station in use
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Moss Globe

The moss globe is a round hand-blown glass orb that sits on top of MicroNature
Station.? It contains a small glass pedestal that props up a piece of Leucobrym glaucum, or
cushion moss, a varietal that was chosen because it grows densely in rounded, self-contained
form vaguely echoic of a technology-based button.?" The moss globe is designed with an
appealing contoured shape to provide visual interest and invite audiences to touch it. It also
operates as a visual cue for people who may need a reference when trying to identify the
installation’s fragrance. Finally and as a suggestion as to how valuable even ordinary living

beings might become in a future ravaged by climate change.

Figure 3. The MicroNature Station moss globe (Side View)

2 The glass orb was fabricated by glass artist Sukhani Elhani

2! The glass pedestal was fabricated by glass artist Robert Richard
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Acrylic Form

The body of MicroNature Station is made of a translucent acrylic material that effectively
diffuses its interior lighting system, creating a warm, unified, and inviting glow that attracts
audiences within its vicinity.?? The body's geometric shape is a deliberate design choice meant
to balance the soft contours of the moss globe. The front and sides reflect the aesthetic values
of the future world it belongs to. In the back, a clear window into the unit reveals a
golden-mirrored shelf that showcases the technical components and hard-wiring behind the
entire experience. By being literally transparent about the technical underpinnings, MicroNature
Station hopes to generate conversation about artificiality and "naturalness" and the relationship

between ourselves, our technologies, and the natural world.

Figure 4. The MicroNature Station (Front View)

22 The physical structure of the acrylic body was fabricated by Canal Plastics Center
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Figure 5. The MicroNature Station (Back View)
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BioPlastic Mat

The bioplastic mat at the structure's base comprises gelatin, glycerine, and red ochre. It
lays on a flat acrylic form that keeps the mat centered and discourages more than one person at
a time from interacting with MicroNature Station. The mat looks red, rugged, and earthen,
juxtaposing with the smooth, sleek materials that make up other parts of the installation.
Intentionally irregularly hand-poured, the mat is thick and thin in different places, with large
pieces of red ochre protruding from its surface. Lit from underneath, the mat conveys visual
dimension, depth, and interest. When people stand barefoot on it, they are confronted with the

unexpected, sometimes-challenging sensation of standing on a rocky, uneven terrain.

Figure 6. The MicroNature Station Mat (Detail View)

Figure 7. The MicroNature Station mat in use
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3.2 Experience Design
Interacting with MicroNature Station is simple. The interactions are meant to be
experienced together but can be described as two successive parts: a touch-auditory

experience and a touch-olfactory experience.

The Touch-Auditory Interactive Experience

Audiences first interact with MicroNature Station by donning wireless headphones,
removing their socks and shoes, and standing barefoot on the bioplastic mat. Their presence on
the structure triggers a capacitive touch sensor, which signals an Arduino and then a Raspberry
Pi to play an audio file of the sound of soft, gentle summer rain through the Bluetooth-connected

headphones.?

The Touch-Olfactory Interactive Experience

When they are ready, audiences are invited through a pre-recorded message on their
headphones to reach out and touch the moss globe at the top of the structure. When their hand
reaches the orb, an infrared sensor triggers an Arduino-controlled servo motor and perfume
bottle set-up to spray a custom-mixed fragrance into the air. The scent is designed with
ingredients that evoke the smell of wet soil after a rainstorm, giving people an added dimension

to their experience.

3.4 Iterations, Testing, and Impact
The concept, form, materials, and interaction experiences behind MicroNature Station

are the cumulation of months of research, tests, intuitive pivots, and iterations.

ZRain sounds sourced from a royalty-free sound file via freesound.org
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Fragrance Tests and Impact

Eight naturally occurring and naturally inspired essential oils and chemical compounds
were experimented with before the fragrance behind MircoNature Station's touch-olfactory
experience was finalized. Scents related to animalistic qualities ("goat hair," "marine"), food
("tomato" and "mushroom"), natural forces ("fresh air," "birch smoke"), and others were used to
create and test concoctions of various dimensions, concentrations, and characteristics. Multiple
rounds of user tests were employed to narrow the recipes down and identify the scent
experiences that were most evocative and nostalgic and the ones that individuals would most
readily identify without substantial visual aid. In the end, a recipe that evokes the scent of rain —
the final fragrance recipe used in MicroNature Station — was chosen after user tests indicated
that the mixture was delightful and particularly emotionally resonant to those who came across

it.

Bioplastic Mat Tests and Impact

Several agar-agar and gelatin-based formulas originating from Margaret Dunne’s
open-source Bioplastic Cookbook were experimented with to refine the final bioplastic recipe for
MicroNature Station.?* Different concoctions and concentrations of mixtures were tested for
texture, durability, density, malleability, drying time, mold growth, and shrinkage. Additional
elements, like food coloring, fragrance, and natural materials like burlap and pebbles, were
added to experiment with texture and tactility. Finally, a red-ochre-based recipe was developed
using extra glycerine for added flexibility to give the MicroNature Station bioplastic mat a

distinctive, naturalistic look and feel.

24 Margaret Dunne. Bioplastic Cookbook: A Catalog of Bioplastic Recipes (FabTextiles, 2018), Retrieved
from: https://issuu.com/nat_arc/docs/bioplastic_cook book 3
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Height and Width Tests and Impact

MicroNature Station underwent a series of design phases before arriving at its final form.
Initially envisioned as a collection of at-home sensory exercise equipment, the project
underwent a significant shift during a later stage of development when a last-minute, intuitive
pivot upended how the idea would be manifested. Once the new form of MicroNature Station
was conceptualized, a series of rapid prototyping iterations using inexpensive materials and
makeshift setups helped determine its optimal size and proportions for ease of use by the

average adult.

Interaction Tests and Impact

The physical computing technology that powers MicroNature Station relies on
microcomputers, including two Arduino Nanos and Raspberry Pi 4, a servo motor setup, and
both infrared and capacitive touch sensors have undergone weeks of iterative work and testing
to ensure optimal performance. The code, both Python and Arduino’s C++-based language, was
continually refined and modified as new elements and interactions were experimented with.
Sensors were swapped out for other models, and battery packs and other power sources were

explored to ensure the best, most responsive, seamless interactive experience.
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Chapter 4: Reflection

4.1 Status of the Project

As of the end of this semester, MicroNature Station is a fully realized, free-standing
installation with working interactions and effective audio, haptic, and olfactory experiences. It will
be exhibited in the Pop-Up Thesis Exhibition at Parsons, The New School, on Tuesday, May 16,
2023. There, for the first time, the general public will be invited to interact with the piece, enjoy
its sensorial experiences, and contemplate its underlying messages about ourselves, our world,

and our future.

4.2 Learnings

It's hard to describe the mental and emotional labor that went into developing this project
and how many discoveries, frustrated ambitions, moments of clarity, and deeply-felt learning
experiences came and went along the way. One significant challenge came from pulling
together the physical computing components of MicroNature Station to get them to work reliably
as new elements were introduced and codes had to be adjusted. Another was the decision to
step into scent design and learn the art of basic perfumery as a part of this project — a daunting
but ultimately rewarding task. Working with biomaterials to create a specific tactile experience
was a novel challenge and offered unique learning experiences as specific recipes did and did
not come together as planned. Finally, collaborating with outside fabricators to realize designs
was new, uncharted territory. Still, the experience, like the rest of this process, was ultimately

invaluable and enlightening.

4.3 Future Development
Although this form of MicroNature Station is complete, the concept may be interesting to

continue to develop if there is demand for it after graduation. One idea is to continue to iterate
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on this installation, adding touch-responsive lighting, for instance, and more fully developing the
audio experience beyond simple rain sounds. The other might be to make more physical
installations, creating similar forms but working with different scents and biomaterials to create

other kinds of nature-related sensations for today’s audiences to experience and consider.

Figure 8. The MicroNature Station moss globe (Detail View)
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FOR IMMEDIATE RELEASE Media Contact: Aiden Glass
Public Image Consultant and Affairs Coordinator

Office of Information and Connectivity

Tel: 1-7-564-245-0095-3

Email: AGlass@NewCity.gov

EXECUTIVE LEADERSHIP TEAM ANNOUNCES ‘LIMITED ACCESS’ STRATEGY
New City will be unsealed in phases, with priority personnel allowed outdoors in the coming
days.

ADMINISTRATIVE PLAZA (June 1, 2065) — The New City’s Office of Executive Leadership,
in close coordination with the Department of Human Interior, the Climate and Emergency
Management Department, and the Crisis Control Division, announced plans to reopen sealed the
city boundaries on a limited basis, beginning this week. The announcement heralds the end of the
Protection Protocol that has been in place since December 2024, when city officials disallowed
outdoor access in response to Heatwave Ophelia and other recent extreme weather events. The
unsealing strategy will occur in phases, with priority personnel, including water and weather
experts, wildlife monitors, climate resilient-food workers, and city officials given first access.
The city plans to offer other demographics access in the coming weeks.

“This announcement marks an important shift in our ongoing efforts to protect New Citizens
against the worst impacts of Extreme Heatwave Ophelia, January’s saltwater flood, and the most
recent super outbreak over the tri-state area,” New City Executive Leader Florian Hank said.
“While we continue to work together to monitor future weather developments, we are proud to
announce that as of today, the outdoor environment no longer presents an immediate lethal threat
to human health and well-being. Priority personnel will begin to be granted limited access to
unconditioned spaces within a mile of New City’s border, in phases starting immediately.”

The announcement comes ahead of schedule, on the advice of the team meteorology experts at
the Climate and Emergency Management Department and sensorial health experts at the
Department of Human Interior.

“We are pleased to report that we are experiencing a temporary lull in the extreme weather
events that have besieged our city in recent months, and can recommend, without hesitation, that
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New City reopen itself as soon as possible. We know that many New Citizens have been
agitating for increased access to unconditioned spaces — although we need to make sure priority
personnel step outside first, we are confident that others will soon be able to follow” Janis
Thomas, Interim Director, Department of Human Interior said

The New City Government will continue to monitor the humidity, heat, acidity, and consistency

of the weather conditions and will announce the next phase of the reopening if and when climate
conditions allow.

HiH
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touch-feel feelCenter Solace Square opens Saturday, June 17 at
8:00am

The new store invites the local community to discover a unique sensorial experience for
themselves

Enclave 7, New City — touch-feel today previewed feelCenter Solace Square, its third retail
location and treatment center in Enclave 7. The new store will allow touch-feel team members to
bring best-in-class sensorial technologies and services together more conveniently than ever for
the surrounding community.

"We are thrilled to unveil our latest feelCenter in Enclave 7 and to deepen our ties with this
wonderful community," said Amira Hasan, touch-feels Senior Vice President of Store
Operations. "At touch-feel, we believe that innovative experiences lead to health and human
happiness. Whether Protection Protocols are in place or not, we want to make it easier than
ever for New Citizens to enjoy sensorial stimulation in the safety, comfort, and convenience of
their own home. Our incredible team in Solace Square is ready and waiting to welcome our new
friends when they arrive next Saturday."

The new store features a custom ozonic atmosphere, fractured natural lighting treatments, and
auditory enhancements designed to give visitors the sensation of being in a wooded cabin on a
cool, fresh morning. “We hope our in-store experience innovations inspire visitors to realize that
they don’t have to brave dangerous or unpredictable weather conditions to experience the great
outdoors — they can access that feeling wherever, whenever they want, with the help of
touch-feel’s iconic slate of products.”

Visitors at the feelCenter can touch, feel, and explore the company's technologies and services,
get help from a feelCenter Specialist, choose from various financing options, and get
personalized advice to help them solve their particular sensory needs. The feelCenter also
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offers sensory intensives to help customers acclimate to their new devices before taking them
home.

feelCenter Solace Square will be a dynamic space for customers to fully access and explore the
sensorium. In addition, on-screen programming at the location will offer product training, guided
sensory explorations, and full-body somatic movement sessions to give customers more ways
to access their senses and gain more joy.

"At the turn of the last century, British Neurologist Oliver Sacks once wrote that, as an infant, the
human 'immediately starts exploring the world, looking, feeling, touching, smelling, as all higher
animals do...sensation is not enough; it must be combined with movement, with emotion, with
action. Movement and sensation together become the antecedent of meaning.?" That's why
we're expanding at touch-feel to not only provide the state-of-the-art sensory products and
stellar customer service customers have come to expect but movement-oriented intensives
designed to get you back in touch with your inner, sensorial-curious child. We are here to help
you explore, develop, and integrate your body's faculties to add greater challenge, meaning,
and depth to your everyday life," said David Dolby, Head of Customer Experience.

feelCenter Solace Square is the 43rd touch-feel retail and treatment locations in New City and
the 14th in the Central District. Since first unveiling its iconic sensory products in 2048,
touch-feel has helped millions of people prioritize their well-being by getting back in touch with
their senses and themselves.

touch-feel revolutionized the health and wellness industry when it introduced the sensoryXin
2042. Today, the company leads the world in sensorial innovation with sensoryX+,
sensoryXSculpt, mindMeld, dreamScrape, bodySensor, and flexiTouch. touch-feel’'s commitment
to safe, reliable, variable sensory equipment has helped empower millions of people to
challenge themselves to live better, fuller, more dynamic lives.

Julia Kernow
touch-feel
jkernow@touch-feel.web

Danny Asain
touch-feel

dasain@touch-feel.web

touch-feel webmedia help platform

% Qliver Sacks, “Neurology and the Soul,” The Massachusetts Review, 33, No. 2 (Summer, 1993): 175-198.
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FOR IMMEDIATE RELEASE Media Contact: Aiden Glass
Public Image Consultant and Affairs Coordinator

Office of Information and Connectivity

Tel: 1-7-564-245-0095-3

Email: AGlass@NewCity.gov

PROTECTION PROTOCOL TO BEGIN IMMEDIATELY
New City declares climate emergency, implements new Protection Protocol: Level 4 ahead of
Firestorm Shonda.

ADMINISTRATIVE PLAZA (September 4, 2065) — In preparation for Firestorm Shonda, New
City will begin implementing Protection Protocol plans for all enclaves at 3:00 pm this
afternoon. Florian Hank, Executive Leader, ordered outdoor weather monitoring station
evacuations to get underway and called for an immediate halt to all unconditioned-area private
sector work, climate remediation efforts, and outdoor leisure excursions.

“After consulting with our stellar team at the Climate and Emergency Management Department,
we have concluded that Firestorm Shonda poses an urgent and extreme threat to human life,
health, and well-being. Therefore, I am now calling on New City officials to implement a
Protection Protocol: Level 4 this very afternoon,” Executive Leader Florian Hank said in a press
conference this morning.

“New Citizens, hear me when I say that the situation outside is rapidly deteriorating and should
be avoided at all costs. We have indications that, at its edge, Firestorm Shonda is nearing 2000
degrees Fahrenheit. Smoke from this fire is acidic, corrosive, and full of toxic chemicals and
plastic particulates.

Inhalation, even miles away from the fire, can result in acute respiratory symptoms, cardiac
arrest, and early death®®. Do not go outside. Not for one more walk. Not for one last look. It is
already too late. We are sealing the city, and it’s happening now.”

% Caitlin G. Jones, et. al., “Out-of-Hospital Cardiac Arrests and Wildfire-Related Particulate Matter During 2015-2017 California
Wildfires,” Journal of American Heart Association, 9, no. 8 (April 2020): e014125. DOI: 10.1161/JAHA.119.014125.
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Protection Protocol Level 4, or PP4, indicates the environment is under significant threat, the
second-highest level of threat possible. Under PP4, city officials will seal any transportation
passage—window, skylight, or door with access to the unconditioned spaces outside New City.
Once entrances and exits are tightly closed, New City will raise its fire-retardant shield and
remain enclosed within it until further notice.

“The Crisis Control Division is confident that our long-term investments in FlameBlock™
FlexShield technology will keep New Citizens safe from the increased temperatures and
corrosive smoke accompanying an event like Firestorm Shonda. However, we ask you, the
public, to stay calm but vigilant and to alert the proper authorities if you encounter evidence of a
light or air leak that might weaken our defenses,” said Rebecca Gont, Defense Coordinator,
Crisis Control Division.

Meteorologists expect Firestorm Shonda to blow into New City Boundaries by Wednesday
evening.

HiHt
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FOR IMMEDIATE RELEASE Media Contact: Genevieve Wall
Director, Sensorial Health and Well-being

Department of Human Interior, New City

Tel: 1-7-674-345-4208-7

Email: genwall@NewCity.gov

NEW CITIZENS URGED TO TRACK SCREEN TIME, ADJUST HABITS
Department of Human Interior to distribute free body monitors to enclaves at the highest risk of
Environmental Deprivation Syndrome and related sensorial ailments.

ADMINISTRATIVE PLAZA (February 25, 2066) — New City Executive Leader Florian Hank
gathered with health experts from the Department of Human Interior today to launch 7rackPass,
a new initiative to combat the rise in emotional discontent in recent months. The effort will
provide qualifying New Citizens touch-feel bodySensors™ at little to no cost, allowing
individuals to track, access, and monitor their screen usage in real-time.

“Staying isolated at home during prolonged Protection Protocol periods can make it tougher than
normal to disengage from their screens. We believe that by giving people the tools they need to
monitor their habits, they will begin to understand better when and where their discontent starts
and ends.” Janis Thomas, Interim Director, Department of Human Interior, said. “We hope that
through this effort, we can begin to catch more discontent cases earlier and to provide better
treatment options for those individuals before symptoms develop into full-blown Environmental
Deprivation Syndrome.”

Excessive screen use, defined by researchers as just 10 hours in front of a digital screen or more
per day, has been known to cause poor physical and mental health outcomes since the 2020s.
One study, first published over forty years ago during the height of the COVID-19 pandemic,
linked screen time to adverse physical health effects like weight gain, body pain, bad posture,
and fatigue.”” Another, examining the psychological effects of screen use in 2022, stated outright
that “constant exposure to devices like smartphones, personal computers, and television can

27 Lohi R. Rucha, et. al., “Excessive Screen Time and Effects on Human Health & Development,” Annals of the Romanian Society
for Cell Biology. Volume No. 25, Issue: 4 (2021): 7241-7245.
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severely affect mental health...increase stress and anxiety, for example, and cause various sleep

issues in both children as well as adults.?®”

“New Citizens are tech-savvy, screen-first individuals. We aren’t suggesting that anyone disrupts
or discontinues working, playing, socializing, dating, learning, enjoying entertainment, or any
other activity they experience through their screens. We’re simply suggesting that by monitoring
your screen time, you can make healthy choices about when and where to look away, even if it’s
only for a few moments at a time,” said Florian Hank, Executive Leader.

Beginning March 1, touch-feel bodySensors™ will be distributed to New Citizen residents in
enclaves particularly impacted by the FlameBlock™ FlexShield’s opacity, including 8, 13, 22,
and 24. New City officials urge residents to see if they qualify for the program by visiting the
TrackPass portal on the Department of Human Interior’s web platform.

HiHt

2 Vaishnavi S. Nakshine, et. al., “Increased Screen Time as a Cause of Declining Physical, Psychological Health, and Sleep
Patterns: A Literary Review,” Cureus, Volume no. 14, Issue 10 (2022): e30051. DOI: 10.7759/cureus.30051



32

FOR IMMEDIATE RELEASE Media Contact: Genevieve Wall
Director, Sensorial Health and Well-being

Department of Human Interior, New City

Tel: 1-7-674-345-4208-7

Email: genwall@NewCity.gov

DEPARTMENT OF HUMAN INTERIOR:
RECORD-HIGH EDS OUTBREAK THIS SEASON
Current Vitality Report points to toll excessive screen time, social isolation, lack of physical movement,
and low access to outdoor activities as causes for concern

ADMINISTRATIVE PLAZA (April 30, 2066) — The Department of Human Interior released its
Biannual Vitality Report today, covering the period when Protection Protocol: Level 4 was first
implemented and maintained across the city. The Protection Protocol's seal away from the outdoors and
other trends like over-reliance on screens contribute to the widespread increase in emotional discontent
and the self-reported lower quality of life among New Citizens.

"We know that Protection Protocols are necessary to keep us safe and secure during periods of
environmental volatility, but we also know that they exact a cost to our mental and emotional health," said
Health Commissioner Dr. Paulo Mongive.

“Along with other mammals, we have a drive that impels us to ‘strive to maintain a constant range of
varied sensory input in order to maintain cortical arousal at an optimal level.” Although individuals have a
range of different needs, we know that during periods of sensorial restriction, as when under Protective
seal, humans will ‘exhibit gross disturbances of functioning, e.g., perception, cognition, learning.”® That’s
just what we are seeing with the rise in EDS cases today.”

Both Emotional Discontent and Environmental Deprivation Syndrome have been accepted medical
diagnoses since 2035, when humans were first forced to seal themselves in acclimatized, human-centered
urban developments to wait out the increasingly catastrophic weather events created by climate change.
The turn away from outdoor, multisensorial environments and towards more monotonous,
visually-oriented screen-based experiences has led to unfortunate consequences for our cognitive,
physical and emotional abilities. As author Nicholas Carr, author of The Shallows wrote:

“‘[Patricia Greenfield] concluded that ‘every medium develops some cognitive skills
at the expense of others.” Our growing use of the Net and other screen-based

2 Duane P. Schultz. Sensory Restriction: Effects on Behavior. (New York: Academic Press, 1965): 31-32
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technologies has led to the ‘widespread and sophisticated development of
visual-spatial skills’...But our ‘new strengths in visual-spatial intelligence’ go hand
in hand with a weakening of our capacities for the kind of ‘deep processing’...*

He concluded that while the flood of information that online search services efficiently
provide, coupled with our “ecosystem of interruption technologies,”™' trains our brains to be
better at fast-paced problem solving and pattern recognition, they also make us less able to
concentrate, contemplate, or remember information — a net-negative development that may
well worsen our quality of life.”

Even before we sealed ourselves away, scientists were sounding the alarm at the psychological and
physical effects of indoor, screen-oriented lifestyles. Researchers suggested in 2022 that “several
unfavourable correlates have been reported to be associated with increases in screen time”, including
“adverse dietary behaviours, sleep, mental health, parental health, and eye health.”™* They reported that
increased social isolation and loneliness could often develop in tandem with excessive screen use,** and
that poorer health outcomes like “lower self-rated physical health, lower health-related quality of life and
health status, worse cardiovascular and mental health, and increased vulnerability to dementia” were
increasing as a result.”

Researchers were also beginning to understand then that sedentary behaviors are linked to screen usage.
In a global study on the relationship between screens and physical activity, researchers wrote “The
growing number of attractive sedentary pursuits such as satellite TV, high-speed internet entertainment,
and computer- and video-games has become a concern as some studies have identified screen-based
behaviors to be positively associated with overweight, obesity and metabolic risk.”® Others suggested
that “Studies have found significant associations of prolonged [screen time] with undesirable levels of

physical activity and insufficient sleep.™’

Finally, they were able to identify that the negative effects of a rise in screen time, coupled with a decline
in “greentime” or time spent outdoors, essentially life during a Protection Protocol, can compound on one
another. In 2020, well before the true catastrophic effects of climate change were beginning to be felt, one
study that measured the impact of screen time and outdoor experiences among teens suggested that:

%0 Nicholas G. Carr, The Shallows: What the Internet is Doing to Our Brains (New York: WW Norton, 2011): 141

31 Cory Doctorow, “Writing in the Age of Distraction,” Archive. Locus Magazine, January 2009.
http://www.locusmag.com/Features/2009/01/cory-doctorow-writing-in-age-of.htmi

%2 Nicholas G. Car, The Shallows, 7

3 Mike Trott, et., al., “Changes and correlates of screen time in adults and children during the COVID-19 pandemic: A systematic
review and meta-analysis,” EClinicalMedicine, 48 (2022): 101452. DOI: 10.1016/j.eclinm.2022.101452.

3 Bruce Wilson, PhD, “The relationship between loneliness and screen usage,” Explorations in Positive Psychology. Psychology
Today, February 3, 2023,
www.psychologytoday.com/us/blog/explorations-in-positive-psychology/202302/the-relationship-between-loneliness-and-screen
% Rita Latikka, “Older Adults’ Loneliness, Social Isolation, and Physical Information and Communication Technology in the Era of
Ambient Assisted Living: A Systematic Literature Review,” Journal of Medical Internet Research, 12 (December, 2021): €28022.
% Ole Melkevik, et. al., “Is spending time in screen-based sedentary behaviors associated with less physical activity: a cross national
investigation” The International Journal of Behavioral Nutrition and Physical Activity, 7, no. 14 (May 2010). DOI: 10.2196/28022.
%" Huiying Fan, JinYan, et.al., “Cross-sectional associations between screen time and the selected lifestyle behaviors in
adolescents.” Frontiers in Public Health. Vol 10 (2022).DOI: 10.3389/fpubh.2022.932017
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“Experiences of [screentime] and [greentime] appear to influence psychological
well-being in contrasting ways. Screen-based technologies are stimulating and extensive
use can potentially displace important protective behaviours, thus they may be
detrimental to psychological well-being. Conversely, natural environments may facilitate
attention restoration and stress reduction, and support a range of behaviours that promote
psychological well-being. As such, it may be argued that the combination of increased ST
and decreased GT may be harmful for young people’s mental well-being.”®

In short, as we moved from multisensorial variety, natural environments, physical fitness and physically
present social connections and toward monotonous, acclimatized, sedentary, screen-based lifestyles, our
population increased their risk for negative emotional, mental and physical health outcomes. Emotional

Discontent and its more severe form, Environmental Deprivation Syndrome, are two unfavorable results.

The New City Executive Leadership team has been briefed on the most recent Vitality Report and will
call a press conference to address the health crisis in the days ahead. For a full copy of the 2066 Biannual

Vitality Report, visit the Health Outcomes portal on the Department of Human Interior’s web platform.

HiH

3 Tassia K. Oswald, “Psychological impacts of “screen time” and “green time” for children and adolescents: A systematic scoping
review” PLoS One, 15 no. 9, (2020): e0237725.DOI: 10.1371/journal.pone.0237725
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touch-feel unveils MicroNatureBox, a sensorial fithess subscription

service
Best-in-class launch offers nature-inspired, multisensorial experiences convenient for
home

Quiet Fields, NC — touch-feel today announced MicroNatureBox, an innovative new subscription
service created by touch-feel and designed to help customers lead healthier, more meaningful
lives. MicroNatureBox is a premium subscription box sent to home in bi-monthly installments.
Inside, customers will find three exciting multisensorial micro-technologies designed to
challenge, stimulate, and build sensorial capacity at the touch of a button or the swipe of a
hand. Each box will offer a different dynamic experience, offering the sensorial variability
humans crave. Like other touch-feel products, each box will contain specific olfactory, haptic,
and auditory moments inspired by the natural experiences and unconditioned environments
once so familiar to our ancestors.

All MicroNatureBox products come fully integrated into the touch-feel family of home products
and offer customers a familiar way to manage their sensorial fitness directly from their home
screens.

“MicroNatureBox builds on the tremendous success of touch-feel’s sensorial home product line,
delivering new experiences only possible by leveraging our company’s commitment to
technological innovation and meaningful results," said Mason Nadr, Senior Vice President of
touch-feel HomeHealth. “The touch-feel MicroNatureBox is designed to make the delights and
dynamic challenges of the natural world more convenient than ever.”

Convenience and Connection
Customers can sign up for the touch-feel MircoNatureBox on the touch-feel platform or through

their existing web portals and begin to receive the products right away. The box’s virtual
integration gives customers easy-to-understand instructions and real-time sensorial fithess
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statistics, so that they can set goals, give feedback, and cheer one another on. Online support is
available 24/7 through touch-feel's Message function.

[IMAGE]
Easy-to-Imagine Experiences

touch-feel’s MicroNatureBox offers costumes best-in-class synthetic natural experiences based
on the multisensorial outdoor lives of human ancestors. Enjoy the aromas of a safe, clean rain
shower, or push yourself to explore the sensation of walking on sand. Take in the stimulating
sounds of a biodiverse pine forest, or discover the sensorial pleasure of standing in soft mud.

Healthier, More Meaningful Lives

Research has shown that the multi sensorial stimulation that the natural world provides
encourages psychological, emotional, and physical health.

One study suggests that unlike less restorative “urban environments” like New City, where
stimulation “captures attention dramatically and additionally requires directed attention,” the
natural environment has “restorative value as a vehicle to improve cognitive functioning.” They
write that “after an interaction with natural environments, one is able to perform better on tasks
that depend on directed-attention abilities.”° Another study by some of the same researchers
reviewed individual emotional responses to nature and found that those who went on a walk
outdoors experienced an increase in mood.*°

touch-feel knows that even in these climate-ravaged times, it's important than to maintain our
connection to the natural world. The company’s full range of HomeHealth options, including the
new MicroNatureBox uses the latest technology and innovative solutions to give consumers
premium access to what was once our regular natural experiences, all with the brush of their
fingertips.

Availability
touch-feel New City customers in enclave 7, 12-15, and 21 can sign up for the subscription box

on the touch-feel platform or through their existing web portal. Subscription services will be
available city-wide beginning this fall.

%Berman, Marc G., John Jonides and Stephen Kaplan,.“The Cognitive Benefits of Interacting with Nature,” Psychological Science,
19 no. 12 (December, 2008): 1207 - 1212. DOI: 10.1111/j.1467-9280.2008.02225..x.

40 Berman, Marc G. et. al. “Interacting with nature improves cognition and affect for individuals with depression.” Journal of Affective
Disorder, 140, no. 3 (November 2012): 300-305. DOI: 10.1016/j.jad.2012.03.012
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touch-feel revolutionized the health and wellness industry when it introduced the sensoryXin
2042. Today, the company leads the world in sensorial innovation with sensoryX+,
sensoryXSculpt, mindMeld, dreamScrape, bodySensor, and flexiTouch. touch-feel’'s commitment
to safe, reliable, variable sensory equipment has helped empower millions of people to
challenge themselves to live better, fuller, more dynamic lives.

touch-feel webmedia help platform
webmediahelp@touch-feel.web
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FOR IMMEDIATE RELEASE Media Contact: Genevieve Wall
Director, Sensorial Health and Well-being

Department of Human Interior, New City

Tel: 1-7-674-345-4208-7

Email: genwallR@NewCity.gov

DHI DEPLOYS MICRONATURE STATIONS ACROSS KEY TRANSPORT PASSAGES
New City partners with emotional industry giant touch-feel to offer automated sensorial services
that combat Environmental Deprivation Syndrome and related public health challenges

ADMINISTRATIVE PLAZA (October 18, 2066) — The Department of Human Interior today
announced that it will install 140 MicroNature stations across the city as a part of the ongoing
public health effort to address the recent rise in Environmental Deprivation Syndrome (EDS)
cases and related emotional discontent. The stations, provided by innovative industry partner
touch-feel, are based on the company’s wildly successful MicroNatureBox subscription service.
They will allow individuals to momentarily reconnect with naturally-derived sights, sounds,
smells, and textures in a controlled and limited manner. MicroNature Stations will be deployed to
every major arterial transport passage within the seventeen-mile City Center beginning this
week, with exact locations mapped and announced in phases over the months ahead.

Researchers have known for decades that multisensorial experiences, particularly those relating
to the "plants, animals, the landscape, and other features and products of the earth, as opposed to
humans or human creations," have physical, physiological, and emotional benefits for humans
exposed to them.*!

With unpredictable, often dangerous conditions continuing to make outdoor experiences largely
inaccessible, and the Department of Human Interior’s recent report on this year’s above-average

4 Lara S. Franco, et al. “A Review of the Benefits of Nature Experiences: More Than Meets the Eye.” International Journal of
Environmental Research and Public Health. 14, no. 8 (August 2017): 864 DOI: 10.3390/ijerph14080864
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rise of Environmental Deprivation Syndrome, the New City’s Office of Executive Leadership has
sought to find innovative ways to allow individuals access to the benefits of of nature-exposure
safely within New City's climatized, indoor-urban infrastructure, currently under Protection
Protocol: Level 4.

“These MicroNature Stations represent a new chapter in our ongoing fight against the deleterious
effects of EDS,” New City Executive Leader Florian Hank said. “I thank touch-feel for their
partnership in developing these new sensorial service stations. I urge every citizen to step up,
experience a meditative, micronatural moment, and take advantage of this new, convenient
opportunity to build interior resilience and improve emotional affect.”

“At touch-feel, we believe that emotional wellbeing is at the heart of a life well-lived. We have
spent more than a decade designing optimized, intuitive sensorial technology products. Now, we
are proud to take our expertise into the public realm, creating state-of-the-art solutions for
common spaces in partnership with New City’s Office of Executive Leadership and Department
of Human Interior,” said Ester Sorl touch-feel’s Chief Community Liaison.

As a part of the new public-private partnership, New City officials have contracted with
touch-feel to continue to operate and maintain MicroNature Stations for the next calendar year,
with the option to renew should the EDS outbreak continue. As a part of the agreement,
touch-feel will charge 16 credit points for up to two minutes spent on the MicroNature Station,
with Y5 of the proceeds funneling into New City government discretionary spending categories.
Discounts will be available on a tiered system for touch-feel product subscribers.

“We are thrilled to provide even more opportunities for New Citizens to experience the
difference a well-designed sensorial technology product makes” said Sorl. “We are confident that
once you step foot onto the MicroNature Station, you’ll be inspired to experience other, more
personalized touch-feel products, and to take charge of your sensorial health once and for all.”

About The touch-feel MicroNature Station

The MicroNature Station, created by touch-feel, uses infrared sensors, capacitive touch sensors,
and micro-computational technology to provide New Citizens with a multisensorial experience
of standing on the soil after a summer rain.

The structure is free-standing and large enough to accommodate a single adult for up to 2
minutes easily. Each structure is designed to be sleek and streamlined to reflect current aesthetics
but glows a warm yellow at night to stay as inviting as possible to New Citizens who encounter
one.
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Every MicroNature Station comes complete with a Real-Feel ™ Foot Mat made from a hygienic
bioplastic material to fit within the confines of the MicroNature Station stand. The mat includes
real red ochre clay and simulates the experience of standing on rocky, uneven, cool soil.

The MicroNature Station also comes equipped with an auditory component. When a New Citizen
steps barefoot on the mat for their “micro-nature moment,” the sensorial service station will pipe
the ambient sound of a gentle summer rainstorm through a wireless headset they can choose to

wear.

Finally, if a New Citizen wants to add an olfactory experience to their meditation, they can touch
the glass orb that protects a small piece of living button moss and a fragrance reminiscent of the

smell of soil after rain is released.
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About the Design Process

It took more than five months for touch-feel to develop their first MicroNature Station, a process
they began in response to the New City’s Department of Human Interior’s most recent Vitality
Report on the prevalence of Environmental Deprivation Syndrome. When recently asked to
describe her design process at a recent conference, Rachel Gorman, head of Design at touch-feel
corporate, explained it by saying:

“We began by taking the idea of our popular MicroNature Box subscription
service as our departure point — wondering what it might look, sound, smell, and
feel like to have a one-stop shop for all of your sensorial needs in a time of
increased deprivation and natural experience scarcity.

From there, we began working with the living and nature-inspired parts of our
design first, working with scents to perfect the recipe for a fragrance that is
reminiscent of the smell of rain on soil, for instance, and iterating dozens of
versions of our Real-Feel ™ Foot Mat to achieve consistency, thickness, color, and
texture that would give MicroNature Station participants the sensation of standing
on soil.

We began to work intimately with different moss species to see which might have
the size, shape, and green color we wanted to achieve while also being hardy
enough to live in an isolated environment under glass for extended periods.
Leucobrym glaucum, sometimes called cushion moss, is a perfectly
self-contained, self-sufficient, and visually appealing plant with a shape that we
felt resembled a large, round, technology-related button, adding complexity to its
presence.

We spent countless hours prototyping the perfect size and shape of the
MicroNature Station before approaching fabricators to manufacture the final
iteration for us. We always intended the form to be sleek and streamlined, keeping
with New City’s aesthetic tastes. Still, we also wanted to place our interactive
experiences at the right height and distance that most adults would feel
comfortable using. So we created prototypes out of paper and cardboard, if you
can imagine, to better understand how a 3D piece might work in space. We gave
the moss globe the same development treatment. We created several sketches and
prototypes to inform the final structure before handing our designs to a glass
fabricator to implement.
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Once we got the height, width, and distance worked out, we considered the
entirety of the experience we wanted users to enjoy and which shapes might help
them intuitively understand how to approach and use the structure. We tested
multiple ideas with various people and settled on the current form after it
encouraged best the user behavior we hoped to inspire. We got lucky because it
also happened to be the shape that gave the best visual balance to the moss globe
positioned on top, lending the entire structure more beauty and appeal.

Finally, we worked with a series of microcomputers, including Arduino and
Raspberry Pi, sensor technologies including infrared sensors and capacitive touch
sensors, and code including Python and a C++-based language to make
MicroNature Station’s interactions intuitive and seamless. Once the technical plan
was in place, we positioned sensors onto our prototypes to ensure that they were
placed at the correct height and distance from the user, so as to work without
being tripped inappropriately.”

About touch-feel

touch-feel revolutionized the health and wellness industry when it introduced the sensoryX in
2042. Today, the company leads the world in sensorial innovation with sensoryX+,

sensory XSculpt, mindMeld, dreamScrape, bodySensor, and flexiTouch. touch-feel’s
commitment to safe, reliable, variable sensory equipment has helped empower millions of
people to challenge themselves to live better, fuller, more dynamic lives.
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