


THE IMPACT

Accordingly, the people will have to 
engage physically with the surround-
ings rather than just glued to their 
devices. And then, when the people 
have the ability to fulfill their own 
needs, then their quality of life will 
be improved. Especially this system 
encompassed many aspects from 
primary needs to leisure purpose. 
Economically, the “app” can tracked 
the connection between suppliers 
and users. The “app” can optimized 
the current built area without build-
ing any new area which could con-
tribute to the environment for a bet-
ter future. At the end, the balance 
between “virtual” and “real” world 
can be achieved (“50:50” rule).

SCENARIO 1 SCENARIO 2

SCENARIO 3


