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Abstract

Nowadays, the rapid development of society
allow them to focus more on their spiritual needs, but also stress people out. Stressful emotion
relief toys are noticed by more and more people. But designing a stressful emotion relief toy can
be a huge challenge for designers since there are few fes@arstudy on this field.

By studying the stress related theories, emotional design, development of adult toy and several
case studies, this thesis will establish a way of designing a stressful emotion relief toy
systematically and scientifically. In ghstudy, stressful emotion relief toys will be categorized into
four types based on Normandés emotional design
patterns used in case studies will be summarized. As a result, by applying the strategies that
desiquers like and following the design principles, designer will be successfdesign a

functional stressful emotion relief toy.
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Chapter

Int roducti on
11Probl em Statement
Modern adultstaressf aoimmagl drom wor k, soci et
both positivesamdp Ormpltad ¢ ve rhgefd@ed , a mouwmatk est r e s
people stronger, hardier an®@ beffecuabliest obu
hand, str ugoghlg mityrcaasugdree at mpmeaopn €,0 causes ment al
di se(alsiessber man, et . al . 2 0 Iwoh;ischiye wo @ md et etst ale.
accumwil atsewtppi ng it
Ashe economy i s constantilvyi ndge @ét mapdiianngl,r ove o @l. «
enjoying rich materiesapi csuatttiaskfea,c tp édoapn adf alaslessuom epr
gradually s-hevekdmdtemi heweé mampd rt éaeabkghle mama:
that can satistlyg. sdeuymi veemosta lonparlodivecet t o pl ay
can make us f ewdi ra ptpyyssh mteos Srfemléi eemot i ons has
mor e adwli Een psiyctdrloel actignoern ta duuslitnegy ar@&s adubbl to
pats emMtaybeatlk,kgdoiytsi oanr e amaldnt t s opl &ydsg with t
i mmat uritynesnsbudhiilnditshhh s new er@, fteoyws aamueal W:
nat uABhbygh mor e destghgiosenipsri age mehcelkieo mared ood,
classic designs of sstfroegs safdogl rtlesimtott li @ nrdeesd @yrad h t

guidelines to tell designers how to design



systematically and scientifically.

12 Need for Study

AreporEvéryaay Health (Z20CGk8) esisovels®®39%0 aodful t s
these epeomsi der themsedveB 38%eatr eensdp gunidséines
t bhdeoct or olsed ¢ @ 8 e0 wi n gh ougped i nneedsimlatt ® yt o di sappe:
our bleicfeaedsud t s need iptcadyrsseivoeenr e ch oduigfttbpelr.@n ta yf r o m
is the way people of all ages a&nRI awlitsrtetse dé s
of | il feea rgBiadpg i st ep.. A By mafkeeslt hpwoskaent sy shdh e

t oswlf pdayg,l eilar to s$egshfomamebegelt atvvieng stressfu
Tosy or adulethedior rsetlri ehsasd eunlastee mditi igosmsmmeevn tdi r ect |
in toybultési gnnot being studdeddewsdghgr sndbobhnet
how achievevadathreregofallilhee md toieen . st rheosns hruaraant a ¢ at
t o satnrde stsh e or y obnaasle dileasni Igghmdtei st udi ed t o under s
toys work. Also, summari zing amfd startesggboar eliing
aduwitlsd efl plf ithod t he utbhedhimord pahsdma resul t pbea gui

established.

13 Objective of Study

To study the definitions of stress.
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To study human response to stress physical/l\
To study how to relieve stressful emotions.

To study the definitiohoofadtiudbtéess|/fapmemiot i ol
To study principles of emotional design.

To study how emo tnstoepdplestdbe sitgressf ul emoti ons
To summardi zeahewoex iz gteisnsgf vald uelnto tsiton r el i ef t
prinsciple

, Todevelop a guideline of designing adult st

design principles.

14 Assumptions of Study

Thisst udy was directed based on the foll owing a
Al'l the research, approaches, methods and da
Adult want to manage their stress.

Adult stressf uérae mpatoimdrs irnegl inmeafr kteay. s

There are feaxssudngsaot!l hoswst ressf ul emoti or
., There are few design guidelines in designing
., Applying emotionaldudesisgmeprsifudi pimes itom r el i

way to make them worKk



15 Scope and Limitations

Al t heogbk st r eisssa uosfe da dbuyl teshhyhsei chaoldl yit 3 sawde t i onal
treat mentarenfafyechtavweh hit hest udy, the meopal wstl it e:
coimfgr om Ghdwliihg envSirmmanechédsi gners do not deve
focus on ment al stametssy s otr owwitnhceshr Splearospses e mo t i«
t heemo taiedrf ecntatehat@l s (i n geneyapl ametaine nghi svolid
have will exdnh bbkibsgicaestessi al attribute is har
one of the three | evels of emoti oAsl ntaestiegn ow
fact ,6 adlfle ttelwmdeelei gn, andl yotrhee tmygitoeawteaadthoose i s
of muf & ¢ sduesht haes way designers want users to
designers want users haetAf.twehradd dcdoid ®iemsf dletso @ ¢

fl,owdesi gnhearvse sthhoeuddqogpa iogiro rad et onad teir ad all Isy .

16 Procedures and Met hods

1Study astdoergeslsat edandheioni esducaduhe sbnesgptulo

relief toys.
, Review online research, dictionaries, arti
., Sort and analyze collected material s.

2. Study emoti onal design principles and how



Review online research,raescurnin oeasaries, arti

Sort and analyze collected materi al s.

3.Study cases of existisgnadextradctr estshf att e @ im
Coll ect cases.
Anaécyazl | ected cases.

Extract emotional relief strategies.

4Summari ze andr eladteigonmnslziep tthet ween strategie

emotional design principles.
, Review online research, dictionaries, arti
., Analyze and establish a form to show the re

5. Devel ogut ddlodereadseggni gners to design adult s

6. Appleyitgme g wi chelwi pedduct s.

17 Anticipated Outcomes

Thgri mary outcome | g odéewdIpo miersg gan eg i deslsii g
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relief toys based on e medevoenladp edde sh yg nth pive ngu ip:
actaail enthiafssetda b g f ul e MoK x iogat druddt ise fs t e fefsesd tud e
toyksl wbhe studied and use as a reference I n res

wi || be devel oped from the preliminary sketch



Chapter 2
Literature Review

21Stress aRed aSterdeestsheor

21 Def i niStiroens sof

Theéress problem now is studied widely around
a proper definition ,evestfesstbaneblkedaveedn whdi h
this figlydamk.lmrefdaO8i7ned that the difficuldt
tefsmt teas a different meaning flomr trhee emiraclhoegisc
it is used in relation toismeglandrg@a&@&misym®ms e mg
refer to things such as heat, cold and not en
bi ol ogists add to timigsnsghic¢fr oboxil c i sdilest amne a.n
their part,narde arbaBudi mpteeorpadcet i on wi th their en\
emotional disturbance that can someti mes acco
But t haeme met ivlelr y avuitdaritthat hv e thiothrgddod fdierf § i
definiti,wmi ofi s$r@lsso cons,idetéddt aPeliope s@bl DG
wh csht r ess -sipse dihfei mornesponse of Dwed Y 9F@pamyl edlem
t he idteifonh d atiee e ®s refer to the effects of a
homeostasis daPbveahéoof d&Rityenssr apecasnesd a | ev el 0
serious enough to require majot iPTesagjrosomgereds

to change sWsdemMobhtuhetl t&6 )ist raesnsore chroni c
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happemlsy when defense mechanisms are either D
fai.lUnhgke the stresstha&tfe nmaeeamnsShpbydEecad ggav e
theory is pretisyt oBbslsehadwm gwme exged ani bot hi snent al

physically.

21. Physi cal Stress Response

Lovall osu(@lge>sithset t Pas response is the compens
body towards t he diSsaoprod esrk geed uas®d9dklglsys o0t mss amry t
can throw body out Seéfy(elhDdbrge)odstd hethset r 6aé anmses pon
necedoar ysumasur vi vitee mwnidr eandnbeprttit a severe and p
responseiadamages wintdnedfyxetandeed.r ynt tr lmeeurgred er a |
adapti ondisyndrdddme hspeei hoo cmHhgepgebogaused by
| hhGeeneAdaptSy machr ome model , t herthwaitrlel thharpepee mr ea
str essemtshteh roergtalma ismy :wedllar m st agaex h awsstiisam ncte
During the fieéealt| edtdipeed y whe &l 5 grivi ftdlmi egshpto n s e,
t seympat heti c ner vopaunsh rsgesmn eesn liisk eacd d rvtaitseadl and
tgerteady for the threat. After the firandstage
the body beginadapsiongi nhbebaf fhaeces which stre
stage keeps going, whi ch mdésancapsabrielsistof acnodntp

adampthe stress effect, sdred ob@g@amesn nmxrhe usu sSc & |
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and &Saltye, 1936) .

The General Adaptation Syndrome
by Hans Selye

Stage 1 - Stage 3 -
Alarm Reaction i Exhaustion

Time - Duration of Stress

Fi gRBITehge neadalp tsy ochr mondeé 5el ye, 1936)

21 BBmoti onal Stress Response
General ly, research suggests thatedpemptt @mf ee
reporting increases, negative emoti oQBaampear

Davi dson, Singerln&f &¢treeittt HO®B7Hheen found st
componeintsvemnproduce sh8aum setrass, r.@adf@idns dlas
(190980¢ntified anger, envy, jaeah dunaenggso tpmexri se,t yg s

stress emotions.



| f we want to know how stress emotions ar e
Fol kéenagonoi t i ve apprai sal ipeisd etl h eoof r | setsr efsosc. u sU nol ni
stress,anldazRa(ukim@db e s more study o.n hpdyefcihmod o0 g i
psychol ogi ¢paktisculeasrs mrmsl ati onsheinpvibeotnwmeean (tthe
appraised by the person as taxing or exceedin
wel |l b(ed.@p I n cognitiveoraibspttrsaegalt hAceoemptti bas

our evalvuatihaasxsafiSgwenteacti oBasicadil fyfseaéner

meet people, two cognitive events will occur,
I n the primary appraisal, people decide if i
t hemsel ves; i n secondar y eayp pcraani shaaln,d hpetda phlce swit
the capability toh@&cpe twwoobhhppeansnshappenoat ¢t}
time and i f both appraisals are bad, the stre

situation, i hdseretwvatbpt wgtkati onbsaseFd rcsotpiinsg,p r
igased when peopl e t lhihseikt U thtetyb engarv emacnoang e otl h eo fs ¢
the probldenm eatndt hdeone mot i on get i n tbhaes ewa yc oopfi nsg
which is used wheih meopdge fleel shbbpyeocab ppo Wl
striadsagdWwivieh embtaipormsdalced (Lay as% Rumslels@®@ BB or

exampl e, when someoateoridd,tleaviapprai Bddoteisthe s
decides to quiitgmwi hheut samad chck dauBmitorivg ds dire

qguit heaeasypsrd sechse a f a mnogny hdiesp esnadisaney drhenki ng al
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prob, ems cxo0l ve

appears afaproctwesappmansas peopl e

no

Environment

stimuli (stressors)

person

Primary Appraisal
interpretation of the stressors

positive dangerous irrelevant

challenge,
threat,
harm/loss

Secondary Appraisal
analysis of the available resources

insufficient sufficient
resources resources

Stress
Coping
overcoming of stress
problem-focused emotion-focused

change situation itself change relation to the situation

ar

need to use the stressful emoti on

e

rel easwentd bwh idetp riess sc abl al seedd &ciooptsindgh &Isi s i s

ma

hel ping peop-bas®a ¢ bhei regnob e loaelaora,r ioldé ya u s «

probl eanswhwstt mo e b pd aasretdo yc o pi n ¢

capabl e

relief

FigRrfegheogni ti ve a(paz aFwoslk magndell 984
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214St rfelBlmot Rehi ef

Weusual |l y \sterrdedis® retf e tbrowté i heed t ¢ hsmaoher sst a@sso
can be reomotvled , &t bhes sfeovro mevxeadmp |l e t he stamelss fr
famidAyl ong as we want to have a nor aafdttess,
wolh be relieve@efdwst i Oinkeod Jishrdsstsrsess can be
a s,ti dtitee r esvahfdistt rreesibve fdi scussmo he slei ikmsgt s eegwsif atl
emotionadht eeeesf ul demoti on relief

I n order tordlsewkessiemotnerd t o kGroois %98) def
vi eevmot i on as brief responses affecting both
during events with the potentNoaslt tiorhpporheesaeantts oc
suggests that emotions c@amolkeswodoldad eddbformoh
as $hdaiwg Br edhievi des emotion regulation s4rategi
focused ahdcuesgonfSlkee si mple wawnt @ cfeclggunshe ch t

strategies ameafSoionegnoug oon tdhnedt ursedp snsreat egi e

afpepplembavenal respétoseexaempéeci e§ a young T
but disldxiend al so willi &gene¢hfetrheea ojplbsets schib &€ s &
go the party, this -fiosc mshead eneo tciad dTerde dpanlt @ixieddne a

i f he goesanll@nows peaiftegplatslo abanond dbokdpesa bar
t o have shoemes udprpirneksssyees chail 4 ft-Ehe tsu & epcka peemyositeéi aotni o n .

For a designer, it wil!/l b ef ohcaursde dt os ttraartgeegty ,p ebou
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do effect users emaoetigungdeadncef es|l iomf yc Usoecditsh

strategy.

. Emotional
Emotional Response Tendencies Emotional
Cues *Behavioral Responses
*Experiential

+Physiological

Antecedent-Focused Response-Focused
Emotion Regulation Emotion Regulation
{(e.g., Reappraisal) (e.g., Suppression)

FigRBrfehe process model( Grf oMol ID&h) r egul

The easy wayagaoafit indee¢ freengldatnigve emoti ons gener a
positive. | Dav h eé siloe e £189r2cIhe yofd t h adwhion dciavni dkueael p
positive have | ong | asti,whgi abt i g &beri gpiamlt inoif thse
thé eel i ng .Thfe rleowmagreds t B e tahcet igvréstaitoene || padsgp Ingf we
Continued activation of tkins pady, ofi nbradnndg i |
stress hoG®amolnaen d Addsoaaddfrum e2 O EOtyh@satsudy ve emoti o
have a counter force on multiple negative emo

As we talked about smiféweicodusalsy, weh ehmaavbet rbeostshc

psychoeblbgess sFoerspoamsiendestriidl ideshiagnd t o dev
13



direckoby wobal anced inner body, but we can dc¢
peo®dl emoti ons, prodanea&veosiatsi vwe remaltidcedinrsa § § e ct

respsonse

22Definition of Toys
I n Oxford EngROEB®yYBI atrieorderfy ned as objects
provi de amus eNneewnsto nf ocarn da diceleMssdino (@& 9ay® hi ng t hat

doing wibdbhhhéoaksM@hgleh8squyppbbat toys are the me

of play. Overall, ptlhaeg 1l hg hap magteh@abdd dlbytsd oa enta
ability, which ameklelsedvhph & ptyse mg s o
In the traditiacrealf oopicnhiolndr etnoytso enl i ght e

i mprovement od&c olnicweipntg Ifiufnec,t i tomyssavred cwuase rsxe earl e |

toys designed for adults to relax and enterta

23 Adul ts and Adult Toy

The wor o cai davei difterent definition in different fields. According to Tomas
Mc N a msboo&(2004) biological adulthood usally is determined by the start of puberty (the
appearance of secondary sex characteristics). The age of legal adulpends on what country
you are livng, b utlie majority international a nisgfrem 1521, with 18 being the most common

age(Adult, 2018).

14



Adult toys obviously means toys for adubsit whatneeds to be noticed ts hadult toyst h a t
we talk about in this theses the toys adults can play with to achieve their emotional need instead

of adultsexual toys

24T he Backgr obuenvde | oofp miehh@&o yosf Adul

People have differwsendifdedsnaitkne ndmeffkde®e reyn t
products which aarnedeien ¢t lhee nwietdls ©OIf mgp®aesi. s i oan
Sot,hadul thsa etémytbse i ng i ntr odsicsedlismt a awrsullitve f |

factors working together.

24 Cul aBackground

AKi douIst a wor dkneddndih dudgpl soefd t o descri be sadul ts
traditsieaamsalslwi t abl &i 8,at20c1h8)l.dr @2 & ene@FkTiudunletr
movie to descr iPooet tStrar JVdammess, Brbanrdr ya n da tBak imhsn v
but their yowngepnamnieots . akKdduhil dlliikwee kdy snateu
which reflects the values of new generation o
kdul t .

Now, ki donmet ah awso rbledcwi de phenomenon, especi al
|l ots of c-t assdclbauendcch® mpr o d us@ntese dreedebta skh eiurl t st r

purchasing power.

15



242 Techni cal Background

Tle rapid devel opmenpr oofe ddy paacled ivalt yl ihvaisng ms
strengthened the pursuit hefr ed pirrei tprealplaendremac
hi gher rsd guheaierntecmdandi ngnhned nstati sfaction of toy:

to the most b aAdiswi,tfuntche onapipd agevel opment o 1

modern toys have broken through the I imitatio
Now w hédavefumuwlttiions i ke devel oping intellig
rehabi | it adtiisosne mai nnda,te tmegyioonyull teu reen t Twhoittsa iomil ryg ac hi

their basic functions but al so immpgetop bteh ¢ ddiav e

healthy Basebtiaempnt &getal@pn6 ( Feng

243PsychaBdgkground

Accor dWHQ( 2t0Oogdadbout 450 million people suffer f
25% peopl e wildl devel op one or amdert aalf dihesred
caus®E¥%asoefs disability and deat ht.h eNpoidreirtnu agd e onpd
eventually after t hewe alcthhiud v en oswu fvfairc ioeunst fnaactte
peopback spiritual | i f e. GHifgohr meerg hlnipfineny gdyteyclhda,in ¢
whol e new, Convecex feeanm ¢ ea,n db wtd vpaeacaeedh h aghinde sfsal g te
Iviesst r es s ;pneda pflf eeseenb mi ng,whommorwauses | ot of ph

di se@fs esomnorsste ,aeterpyl iepegt troi,d wohfiadthhraa |l d dyu Iptl atcoeyss

16



thetilsipoht .

25The ConAckyplbt sfélBlmot Re hT ey

Schaefer (2003l papi hhedapwyti $hatadwlgptdsl )a po

APl @ayawn 1 ncr e-&stee eonu.r Istelifnvi t es -baed cneygs sa ntdo csatl an
we | | as silohnfifréesasy &dedomeygy a natur al and gen
the inner | andscape can s afp.liyygbhe | é kptleScadl

in his bitPdlkay( 260%m) means to(gd)Sesssahndl remoeive
togse getting mor ér amddambrey attne mteigan at e ten
satisfy some spiriwiualysneemhidgchhreadedgdh emlsay iof g st
from | i f€handdi wgete tiet veen stress emotion r el

toys for chil dreesmories otnrade efadtrinoey. f oc us

26Emoti onal AdDe3tirgens sifnul  EThooyt i Doens iRgenl i e f

Futurol ogi st N@ihsb imott e(clhd &an) omnuat esdcoci ety, t he
create high touch environments, with(po#aB)edg
The soft edgadgehlee emaorntiiommd d Haersn gm (020 4 )o druactt e
chief denmsargtn eDe soifgnS LL&I, s®amemt iSo mevee | it he 1 mpor
design when he degéntarkiibnegd spornoedtuncitn gdeasilgintt |l e b

enhancing the emotionalo(lpomdalh etwse evia nip r to libiustc h

17



t hesdesiiggni ng ef f eltd steaby,h estrc@ ggiurijpgetiode ¢ & Imloyt i on an
event ualéglhye rsetlrieess f ul emoti oshd wlitdowys eeesti,aa wtho c |
communi cat anmott hdmlsyamas feomrakar ri er. eddfi g nunocft i tom
kind of toy should be basedootbsapmseyrc heonhootgii ocnaal
fulfill their desires and emotionally meet th
Accordingsstemdorn mamal s¢ 2 86,hdope | mtehveet iGh Lenmamt | on
is a result from t himlehee da utfemetnitc ,| epsred wiorfe i ulra
l evel ; the part t hat contains the brain proc
behavielrjalandcvt he contempl ati ve( p.a&ifg aodh tlhev élr
needs a di desd(m.m2Tlhxet ¢t lhegdkcesdcamw enbénapped to prod
charact er i staipcpse arreasnpreect itvheel ypl| e a susredg esihmalg ef f e c

personal ;s amadsd raides D& O 4 ) .

26. Yi scer al Desi gn

AiThe principles underlying visceral design a
|l fou design according to these rul es, your de
si mp(l or man, 20014, p.67). Vit hee ragplp ephe achg et sod i

refietng the perceptible qualits@&robec&revde. obj ect
Vison is a very important way that we get information from outside wéttording to

researchers Dr . L. D. Rosenbl um, Dr . Har ol d St

18



information each of our senses processes at the same tom@pared to our other sens83.0%

I Sight, 11.0% Hearing, 03.5% Smell, 01.5% Touch,@.0%i Tast eo (as cited ir
Zhang (2010) also notemproductwascharacterized by a collection of multiple components and
features According to the attenuation theory proposed by Treisman (198#n people are

observing a product, they lWselectively pay attention to the features of product and weak feature
signabwill be attenuated. So, when we design a toy, we need to focus on emphasizing the features

that we want to expresise purpose of the product

26. 1Fdr m

Hegel (1975weahgqved chlaatacteri zed the el emen
inward, a content, a content, and something o
in the outer and makes itselrf Kaniomtns tadawaw gfthr d
the oO(mpneé&@) m i s the external mani f eistt aits o@ma DY

understand anltti al s ahyr devivoea &r S nspemadn. a Floo tr

of point, | iannedi fff acscehdocavmyochy ng them gives pe:
People assign emotions to shapes: triangle is
shape is simple and cold, <clbeve®smbemahdomsof
shapespepipyMe moalkex ppemroiteenocnes. A rhythmic form w

make heheengood aesthetic experience.
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26. 1. Clut eness

Rel axing toys now mostly wuse animal s,aspl ant
i nspi. Esapteicoinal | y Japanikawawhiycsh ampednys ac ultoet el er
desiSgmu.di es show tamant ecruetsetniensgs ihmapsa c t on peop
carefulness and attention&Morfioxaan@iWe&y oonan F
cause the release of dopamine, the same chemi
sex or tCokse adreydgsal(., 2010

Lorenz (1943) camiadbyt sibtelhatsice i benlcept as a
physical f elaatrugree sh esaudc,h haasgh and protruding fo
small nose and mouth, short andtthhlitclk oax dr smie
cuddly and dewhsae mporod theat iimgli vi duals. A | ot of
happi ness t ofifipkeaacphhii s kMolu daese al | the results

theory.

Fi gR4Pei k ac hu c &bogu s

20



2.83.2. Simplicity

Humasmyges tend to noti ce samaosfeoapnbseglaw ssei mpleeg
easy to ident iVey nearmd 3y n dhawrgmgieestt .dsee obj ect s a
favored simplligoldayamsshi( p(. 112708 ).o oakl srodhlentotge ds hiamp e
simpl iesxtxplaisaimdch as possi bl ec opnhnauynsi caant ii ap oar ft an
Wh @&t mdeaemad@8joluame al i st i gpeiopprsegsaat Wwkeehi ngs

abstmarcd riekd 3 s tpllee atshainst .i ndwhttchvealr i ®d ¢gi otfy pr o

i s growing fast, stihmep | @&t tpernotdiuocnt so fmapye d polsee a n ¢
complicasmag Bbsm do the same t hi ngvelyaevhadsne do
Therefore, simple forms may have higher favor

26. 1 .88B3moot h Cur ve

|l mundh(oll9& 1 e xperi ment, he -aghkddtsei) gshtmpdeo plien
describe a seri.esThegulemoshowad swadmsgwi deEl peas:
to deamgreklre ti ng .amQt hgi ¢ca@ant mary, curvy | ines e
pl easant . clitracdcdernvsy Isinkoecet hu nli weersad by pedpl e b
t heir c¢omf oCotginngd i astet mpistywcthe( 2@0 &it du Btae d aanrd abed
i n which 14 participants were shown 140 pairs
only in the curvature of their contour. The |

showed a strongedyrietfeems nicre dlolr catreegori es, p a
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0b | eBeetcsaaurseeadaufl t stressful& eimopormntnant rat tireif butoe
enjoy their first i mpression of dthoe opurro dduecsti,g
should make peomdmthérel henpr ebsajog the produc

above.

26. 2. Col or

26 2.1 Color and Emoti on

Englessdayi st JosEP hu Addd asloonrssf s8p e adwsh i aclhl tled n gu
how i mpaoat oasmtpepury desi gn .tpghey ahaglhagyc odtowrdy s ho
humsorbserve an totbeigres, thheugdl or perception ac
shape percepéestbme nfaikresoth@eseogméheobbjeptrct@
and shape perception accounted faomdt mlheat m6 0O &
mi nutesatubBewi |l continue.Thiosbies mabwnimmapaowine i nig d s
infl opreo® | i rst I mpr €slsomnms o©odn @a fefdend C sgeoo =1 e
evoaed express our emphy omelk il i ¢B/beono, radfryf eocrt our
examplgedes peoplexthéeement | nighh mbgltdhas rkbeesnn.
upsetting, purple as dignified makes spaoel g, I
comfabbbted rs¢eBaul | a;stWe x2mM0e0Ro | D982 )can bé odalsdri bec
fiwa romhiicshel at e& tdoomi amlammrt wavel engtriehdnide) pomop |

are widely perceived to be peaceful and qui et

22



seen as sti muylBatlil mgWiad@t? ORtei, v gaeeppdesoavhheed and
yell ow feel mbowdhaaeexpadedsey bl it vl | e&kRolhleiwn s,

198Mahnke & MgHhleco0l1993system hightithikuaseépt ec
Col or (SHEa&ltleanst |, 2002; VaRAdear & rvip htr cacblti daing  15130é
three basheealtue i buntieght ness)We atnadl kehd oanmo Y ts ad
relating withvalmoa i @mbasn cdahbtolvees ;ma a( sat wraat iionnf)l
emotions. Studies have showed that brsi)gharea ¢
mor e pl eastaman Ipesasxsedruilght col ors (dVagl.&ezdar k
Mehr gbilgod 4 ems@b erlfd (2018) provéded ghhelsear e rait meomt
al so makes peopdmedufmeaenl ammoorues ael R ai entcer feahnggeeddr Wle € n |

from blue and green to red.

26. 2 .A2mount of Col ors

Sinceé n@dIlescrheme may not dr aw sarsaw@adhyatl taecrkt,i omh
and tgo estphnee c dloovg el.edAwyool or schemepowebblubncwelde
uisngor e neut t &deo ncionl aonrt acso ¢r ;ers s w ivte b hciagh holRiggarsi s
&Zhang)WR&n 6c o mescoltor theclkeme, it balanced vi su
thee@BA O rules are wiideldyesri(fdne hisieeBgddb@&@e 2 nl on,
SchroederBe Spgld®99). This rule states primary

design, secondar yandolacrc emh o wlodFabre sc3ad%oltrd asbceh elInD
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have more than tchoalewdrisd olga nite u Gfteenap |inrtgayatinadd d b e
to remain signif iDadreg, 2MNde caficrndesetsda gy r(s neec
fourth or fifthkrdanaory, ogplsietc omidtalregr ctol or s and

of t hat color to the mix

26 2. 3 Col or Har mony

Burchett (20020 suggesés tbgéether to produce
said to be iHowekatmonyhar mony i s a cobmpmiaincat ed
judgement i s affectiendgndyvaduat ahdf acat ous al ndi
many col orawehmmariiszesd some formula and rul es

aestheds p cfcsoel oaf @&(Balmoanrymo n2yQAlcD)l or wheel mod el

used in these theories as a basis to eketain
theerglytres col or schemes are ofWhehanos&8d97o0 ac
Monochr:omadnac hr eanaé¢ i t htehdatdaovlreo rdsi f f er enst br i g
and saofurtahe oma mewhciocl ho rmehaunesh iatded i anngd bg raecyk ,t o
hue.

Compl ement ar y: colors that are opposite eac
compl ementary col or s.

Spl-dampl em@mhtearcygamplt e ment ary col or scheme [

compl ementary daedtme ocaelhemeof I ¢ompl ement ary
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colors next to it on color wheel

Anal o.goAuirsal ogous col or scheme is a group of
the color wheel

Accent ed :Tamiadcoogabu sn aatniad o goofus and compl ement
which means adding a complement to the anal
Tri ahe triadic color scheme uses thr.ee col ¢
Rect almgl e ect angl e col orarsrcahnegreed uisretso ftowo cco
pairs

The square color scheme is similar to the

around the col or circle

MONOCHROMATIC COMPLEMENTARY SPLIT-COMPLEMENTARY ANALOGOUS

4 ~

o 'S

>

ACCENTED ANALOGOUS RECTANGLE TRIADIC SQUARE

.‘ My

o, & ‘ N | ‘1\.
o'e'® 0/. w

Fi gRB5Col or harmony scheme types

The rlelasoki, wh,jwthea griteanld cegdr @aynatdawocoappear i n t|
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har mpalyeme system i s they can easanay sand rppaemwafi
the same color hue (which iIis the,ssameatden wi

brightna&mse cweannwet wagps hi eve (cDalto0 lhlar mony

262 Behavior al Design

fiBehavdesiagnal | about u&ereAppgamandcd r cha® B @Il .0
Perfor matNme mahmnes 20 a4, de.s6 Jn, behaivs @praé s alretse d
by how users ,i nwheircahc tmewaintsh htoowy suser s use toys

we narrow down to stressful emotion relief t o

26. 2VelntBenlgavi or

Why d ove want t@movteinotn owhre nf @vker efUed®I5 53t PaDP oS e
principl e,whi cchonisst atnftey pri ncigft eyiorig ptsy cima icn tf
guantity of excitation in human orgaegdstmhat a
guantity iomcmemedadwratb oodty want swhu sc ht dt edesickr i emegs ea i
way to vent emotions.

Shockefamag, nesrsyvottbese emoti ons aanadralulsahi gls
the physiological and psychol ogical stgdite of

increases bl ood prsmusursenaseah @ adubdl gpcactneeca d pl er

to make MMeepd@ak@)r brdai af tamd | beagakieseepm ngt 1 @NS
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erm hi ghncageoalshea lden of bltdkedaiveséthe Tt a@aason
someti mabosrdenee@® né®r ain veswldrs kapis®sdgoing thr
emot ), orbd hbeoidiye c oanetsi ve at t hi s tpheeo d g difhbeb mbod f
antdhe pr essiusreel ecafAebanaatitner oft hacper venmamgei of
protection mechanism when high arousal emotio
Venting can make pmopflteerf eckdi hgetitteramadt taa r

us tViernged.ng us uahlilgyntceonnseist ywiatcht i vpuarycshiadmt iarsg d e

out | oululryi,nge .tdh.i, s i prdaoess I ncreases and gquan
orgahemar ousal l evel wadetno td ®@arné d yed,rop,to ce
hi gh arousal emotions will be replaced by cal

Whd@t i nterest ihrugnhieh atvh efices tiad b@dh e s bt com fae r
aggressive behavior caused ‘Wwgn sceen nZgORIas3mpnlee h i n
experiencing this may grit their teeth, <clenc
what they consider bpD&cctuté nagn y hdarmmG(had ykienmt ent |
&Bar,gh2)0.155i nesheavheu ntamive nitn tgi n oty,s wi th cute el e

good way to combine the visceral and behavior

26. 2Figdet Balgavi or
Fi dget idredd s ntelle o@ovl @gs tnkeecte si®sa bnpogtoi ng event s

(Mehrabian & FEWe edlmlawvhfeind @86 wor Kk or stdedy,i tbut
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hel p wetrebsé&ul emotion? According td hRoDrttz anoc
of our brain thant hac dtelcteormep aamtpd e@aan pay att e
T heirseot mwsomhe s eaabrocunt f i d g edciamg srecew,| abtskti ov) € i ce gt
as a strategy to refiedmetsit mg e siv ale ayrdnmet®s tiizeen sa |
the fidgeting behaviors. But as people paying
many people have gatheredhteagedrwebsodaldlimgtter ne
the owlagw people fidgeginsgns pvihin &thi emns ber de s i
http://fidgetwidgets.tumblr. com/
https:// www. reddit.com/r/fidgettoys/

https:// www.dxpsltargea/at amg sc/ofm/dget /

26 3 Refl ective Design

fiRefl ective design covers a |l otculbfutrterranaodragb
meaning of a ofNodwmath, oR200ds ps&3) . Users gene
understand a product basatll gnthbedes| pshasl edpé
not unNoemaal (20Q4ésstthaltsoobgwegts may give di ff
messhgesmushei r di fferent experienceommobdwnimesor i

from studying the existing stressful emotion
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Chapter 3

Case Study
| hhi s <cshealpecetr , 18 cl|l asGsi €t a@esdspopué moyticemdselIst el i
The stratemgeses wmi dlhese cases widd |l embet aomaly zee

principles and then summari zed and categori ze

3. Lnf iSreirtlTeeyss

| ni nSietrel earddecygned Japaheggebt alMd: wBamdadi know
may find some activities sa@Bdaendatremebygdodddbpme
simulate the feelings from all asgethstnhwvema ke w
toys which we wiatmh ycvahrerye. Bmay ypthiawe already r el ¢
which simulate six different activities, which
openi nogr sboedaas ppi ng apmakiitplackedmesneisei nee whi ch
made by pressing & 09 eldaweiecdeo joedtieny )agoe eeeibmag .

The praordeh alivesl o w.

r\‘.«" 7
g o
Pt

FigBrBeandali i nfwirmipt e bubbl e
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ch ndadnathdéeer

Fig8rBBandai ciamfinite

FigBrBéBandai piacfkiamgiet s e al
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Fig8rBBandai infinite tokoroten
Fig&rBBandai i nfinite green bean

On visceral designsligmegh!| sl tshétmheael toyseat &,
in fSmm of ®Ohefser dmgyes objects may not have r
package seal, but when designers design toys,
to the cCoonlsounieurlhst.b andbitioge sat sBadsioomi vel @crons (
rel axedDéeetivemms print sowmlea waighienflinitit € tsomk d ro

infiniteTyge eenedbpaamned wpepmawhen utsheassey s ni sr a

31



i ntteirregg and aAlstohadwedh gthhidywldi d a great job on
infinite seriethbeerheavmairmlly afnadc wsse fldeesd trgiaves | e i
the addisomehlaymd wvendent s t owihbblwe useys pWwiatydit osi mp |

simul at e tfheelsiamge éxamari ence and even sound o0\

32 Lazy Animals Squeeze Toys

ThdeazAni mal s squeeze toys firsgheagnmragthltpeonpl
schemehen the soft aingscodpa €t idgoeyt osingeueetiezl | anbgl siatt
have the emotional need tdifarto nweb uvad awoyrocka s ip @ma le

|l ookempsassebsaxing atmosphere when peopl e | ust

decorati on

FigBrléazy ani mals squeeze toys
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3BHumashhaped Pill ow

The Aseptic Studio dreasnmecuwi mheudskrerpdteocbl Bed
which resembles a-hoamgpar mBotihawi thnekerwarappec
Onvi scer al dcerse pginen 8l besvterla, c ti tshape of human, but
f eietif amiTherdesiigmledf $§beubtb weiegrragi ne i f tbewpkdesi
| i & er eal humaediherwoukdnbé hevlmgvispreal,altewdlst dhe
be used | i ke a normal piblutbe, mpeopbldleceasiplado pd:
shape dwimbh ntehe functiuvosnaurest icushi be gakesng a

fri,enmhi ch maked Ilpponmgetr yogooef secti ve design.

FigBrHBumasmapetdl!l ow

B34NoholFogur e
Japanemant bgf@tOMye el cetaltsee No h o hoom JrFu Igy.ritE 8s, 201
di stinguished by a | arge spheri,wai chead witl

applicati opbh9¢Bpbypr ®cbecetptusaaéeétyas ai desksdec
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there Iis not so much to tai kflaoeu te nietssomnlde h &
smile not somlhye saet alwvolr Evel to atan breetf |ceocntsi uvnee
| eviemi. Iofi mge 6d amemapvreinsgf fsaboetb popl e rel ax (Yanl i
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