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Abstract

This concept explores a new way to blend the physical and digital 
life driving as well as the ownership experience of a sports vehicle in 
2045, when shared autonomous cars will be the norm.

New market analysis, brand research, artistic exploration, 
design ideation, digital form development and realization were 
implemented.

The result is Le Mans inspired GT-R featuring central driving 
position with 3 passenger seats in a rhombus arrangement, for a 
more collective racecar experience together with family and friends. 
The exterior signifies the long-lasting value of Nissan craftsmanship 
while maintaining the joy of driving a highly advanced and 
responsible supercar.
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My first car was 2002 Honda Accord Coupe V6. I fell in love with 
the design at first sight. Without exaggeration, it was my first true 
love. I took great care of it over the years; all the routine maintenance 
and body works. For the first few years, I would even spend hours to 
clean and wax it spotlessly on the weekends.

After 12 years, it still runs very well without any major problems. 
Other than the notorious transmission problem for the Accords of 
that era, I have nothing but great precious memories about my car. 
After a decade of driving it, I feel it like it is not just a lifeless piece of 
metal, but a conscious extension of myself that shares a good period 
of my personal history, which is the reason I refuse to sell it away.

However, the design has gone out of style, admittedly. Whenever 
I rent out a new car or take a ride in my friends’ new cars, I become 
envious of the fancy technologies and new fashionable styles. There-
fore, my personal wish is to have my Accord evolve, while maintain-
ing its essence and the history. And from this personal level, I would 
like to begin my thesis.

When I worked in my family’s pet shop back in Vancouver, I 
became very attached to animals and the joys they bring to people. 
I always thought about how similar pets are to cars, in terms of the 
time, money and emotional attachment. The big difference was that 
cars were easier to get replaced and forgotten. Some customers loved 
to talk about their new car when asked. It seemed to me like cars 
were just temporary extension of the driver for a while and then, 
when the driver’s personality or aspirational image changes (influ-
enced by significant life events, or subliminal advertisings, or just by 
growing up,) a perfectly capable car gets replaced. Car purchasing 
decisions are driven by emotion than logic by far. It was apparent to 
me that people don’t buy expensive cars because of needs. 

My Story

Vancouver,  Canada

INTRODUCTION
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Perpetual 
Evolution

Charles Darwin’s publication, On 
the Origin of Species, 1859, talks about 
evolutions of life through time and 
environmental changes. His 5 theories are: 
Evolution, Common descent, Multiplying 
species, Gradualism, and Natural selection. 
His main argument is that the species which 
adapt to fl uctuating natural conditions 
are much more likely to survive and 
pass their genes into next generations. It 
is not the strongest, the fastest, nor the 
most intelligent ones that survive, but the 
most fl exible who can best adapt to their 
environments.

People are all born with unique DNA that governs our attributes. DNA is composed of  
amino acids and protein residues that carry a set of genetic codes which determine physical 
characteristics like the shape of our eyes, or the size of our livers. However, humans are 
not bound absolutely to given attributes to a great extent. Our bodies adapt to diff erent 
environments constantly by creating vaccines and immunity. Th rough changing seasons and 
traveling around the globe, we learn to adjust our system accordingly. Th rough new emerging 
technologies like smart wearable electronics and self-driving cars, we gradually change our 
habits and social behaviors. Although the means of communication and interaction change, 
it is always about connecting people and enriching the lives of those who choose to utilize the 
technology. (Amber Case)

Changes occur not only physically, but also mentally. Both are imperative for progress. 
We learn new things daily through media, Internet and interactions with others. Learning 
is a continuous process of human life. Deep curiosity drives people to fi nd meanings and 
patterns in all fi elds of arts and sciences, trying to accumulate knowledge and wisdom to pass 
onto the next generation. Perpetual evolution is an unceasing willingness to pursue the ideal. 
Although the ideal is impossible to achieve because it is relative to the time and place (hence, 
the term ideal). Humans have been going through a long, slow evolution in quest to survive 
the present and prepare for the future. Th e strong will of humans to improve and adapt is 
remarkable throughout history. By embracing change and evolution, mankind has continued 
to fl ourish and strive for self-transcendence (Jonathan Haidt). When man/woman serves a 
higher purpose than his/her own self-interest, a strong bond between communities develop 
and this giant organism possesses great force of creation or destruction.

PROCESS
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Leonard E isenberg ’s Tree of L i fe

PROCESS

How Evolutions Occur Over Time

Gradualism and punctuated equilibrium are two ways in which 
the evolution of a species can occur. Gradualism is selection and 
variation that happens more gradually. Over a short period of time it 
is hard to notice. Change is slow, constant, and consistent.

In punctuated equilibrium, change comes in spurts. Th ere is a pe-
riod of very little change, and then one or a few huge changes occur. 
Mutations are random changes in the DNA that are not inherited 
from the previous generation, but are passed on to generations that 
follow.

Th e drawing on the left  displays diff erent types of goldfi sh (Car-
assius auratus auratus) within one species tree. Th eir basic structure 
is same: head, body, tail, fi n. Th e proportions, colors, textures and 
shapes of these parts have evolved according to the environment and 
through natural selection.

Gradualism & 
Punctuated Equilibrium
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Brief

Explore the possible evolutionary paths of 
Nissan GT-R for 2045. Taking into account 
that many of the currently emerging 
technologies and economies would be in 
full effect by 2045, find a solution that will 
be appealing to the new market – Post-
Millennial Generation, AKA Generation Z.
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Cars, once synonymous with freedom and convenience of 
mobility, have started to be considered as a victim of their own 
success. Every major city around the world has been struggling to 
fi ght traffi  c congestion, lack of parking spaces, and CO2 emissions, 
as a result of growing urbanization. Average commuting times in 
U.S. and EU [Graph on left ].

In 2015, a fl ood of new cars featuring renewable energy continued 
to emerge in the EU auto market, together with boom of creative 
business platforms utilizing real-time power of Internet, all directed 
to solve the problems that traditional automobiles and their 
ecosystem have spawned. In addition, new car registration rate and 
car sales are decreasing due to more effi  cient public mass transit 
systems, and more importantly, lack of interest in cars among the 
new market.

Current
Industry Trends

Dai ly Commute T ime:  Europe & US by s ize 
of metropol i tan area [ latest  data]

Future 
Projection

USSteel  -  1961 -  Syd Mead

As the global economy has gravitated towards “sharing” of properties (AirBnB, 
HomeAway), and cars (Uber, ZipCar), there is less focus on selling personal ownership of 
physical assets and more emphasis on eff ective peer-to-peer or man-to-machine ecosystems. 
Accordingly, the automobile industry was expected to move towards producing self-driving 
rental fl eets in order to meet the public needs and interests. Users wanted easy and quick way 
to commute from point A > B within their dense cities, taking advantage of autonomous tech 
and interactive road infrastructure. Rapid advancements in technology and higher capital 
investments will result in 51.4 million self-driving passenger cars and light-duty commercial 
vehicles on the road by 2035, according to predictions from IHS Automotive. Google and 
enterprising automakers like Uber are quickly advancing the development of driver-less 
cars, and early predictions are that by 2050 all vehicles will be enabled with some degree of 
automated navigation.

Eventual outcome of 
automation of cars will be 
less traffi  c congestions, and 
more road available to driving 
enthusiasts. 
>Less commuting, more driving.

BACKGROUND RESEARCH
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The Setting

2045 AD

Scene f rom Guard ians of the Galaxy,  Marvel  Studios

Home Med-Pod in E lys ium,  Sony PicturesFold i t :  On l ine Col laborat ive Prote in Game/Research

Th e setting of project is 2045, a promising future in which 
the scientifi c progress has pushed the limits of materials and 
introduced strings of new innovations. Breakthrough discoveries 
of amino-acids, the main component of protein cells, allowed 
for greater advances in biomechanics, biomimetics, and 
prosthetic organs. As a result, the human life expectancy in 
developed countries is over 100 years. In developing countries, 
renewable energy based transportations and factories greatly 
outnumber those that are fossil fuel based. Th e global economy 
has embraced the peer-to-peer sharing economies like Uber, 
AirBnB and Homeaway, which have shift ed the social view of 
“ownership”. Th e values of success in 2015 have shift ed in 2045. 
Intangible assets like skills, ample free time and good reputation 
have become the balancing factors to money.

Gen-Z 
Analysis

Generation Z are post-Millennium babies, born aft er year 2000 to now. Members of this 
generation are DIY’ers, they spend more time online looking at how-to videos and online 
tutorials than average. Th ey learned from Gen Ys that traditional choices and paths, like 
college, do not guarantee success. Th ey are assessed to be driven workers and, 76% want their 
hobbies to become their full-time job.

Th ey are also more integrated in social media than previous generations, including crowd-
sourcing and virtual collaboration. Th ey want active participation in whatever that is going 
around them. Whether it is a crowd-sourcing call for a sports car design, or simply using 
YouTube to fi gure out how to install a short shift er in your GTI, Gen Zs can use the Internet 
to its fullest potential in order to build something special. Th ey are supposedly more self-
directed and resourceful which lends itself to tremendous potential for breakthroughs.

1. Internet is their cradle
Born into digital era, desire to grow out of 
their cradle.
2. Hybrid everything 
More mixed races, multiple nationalities, 
fusion foods.
3. Hands-on
Prefer involving or off ering active 
participation rather than theory.

Defi ning traits of Gen Z:

proof.nat ionalgeographic .com

Credi t :  E l i  Par iser @TED ta lk

BACKGROUND RESEARCH



Skyline GT-R
52 Years of Evolution

“Godzilla”

Th e iconic Skyline GT-R (gran turismo racer) fi rst surfaced as a 
Prince Motors vehicle. 
From the beginning it was built to race, and race it did, becoming 
Japan’s hottest car on the race circuit.  When Prince merged with 
Nissan in 1966, the fi rst Nissan Skyline GT-R rolled out on Japanese 
soil in 1969, and a second version appeared in 1973. Th e oil crisis 
killed off  the GT-R ‘70s-era, but it reappeared in the late-’80s as 
the R32. Th e 1989 Nissan Skyline GT-R was powered by a 2.6-liter 
straight six, spinning twin ceramic turbochargers for 280 hp and 
rolling on a computer-controlled all-wheel-drive, four-wheel-
steering suspension.

Dubbed “Godzilla” by Wheels magazine in Australia when released 
there in 1989, it was highly praised by many motoring critics, 
including the well-respected Wheels, as providing performance and 
handling equal or superior to that of European icons like the Porsche 
911 and the Ferrari Testarossa, at a considerably lower price. Th e 
Skyline’s home-market competitors have included the Honda NSX, 
Toyota Supra, Mitsubishi Lancer Evolution, Subaru Impreza WRX 
STi, and Mazda RX-7.

BACKGROUND RESEARCH
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fame and success on both road and track. Th e GT-R’s success in 
motor racing was formidable, particularly in the annual 1,000 km 
race at the Mount Panorama circuit in Bathurst, Australia, where the 
champion in 1991 and 1992 was a GT-R (despite receiving additional 
100 kg in weight penalties and a turbo pop off  valve in 1992 due to its 
unbeatable performance), and in the Japanese GT series where it has 
remained dominant up to the present day.

The History

Lap Time Records

1. Radical SR8 LM  6:48
2. Radical SR8   6:55
3. Porsche 918 Spyder  6:57
4. Nissan GT-R Nismo  7:08
  .
  .
10. Corvette C6 ZR1  7:19
  .
  .
13. Porsche 911 GT2 RS 7:24
  .
  .
16. Pagani Zonda F  7:24
17. Ferrari Enzo  7:25

Nürburgring Circuit

Th e Skyline name originated with the Prince Automobile 
Company which developed and sold the Skyline line of sedans 
before merging with Nissan-Datsun. Th e earliest predecessor of 
the GT-R, the S54 2000 GT-B, came second in its fi rst race in 1964 
to the purpose-built Porsche 904 GTS race car. Between 1969 and 
1974, and again between 1989 and 2002, Nissan produced a high 
performance version of its Skyline sedan called the Nissan Skyline 
GT-R. Th is car proved to be iconic for Nissan and achieved much 

BACKGROUND RESEARCH
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1989 Skyl ine R32

2007 GT-R

1968 Skyl ine 1972 Skyl ine



22 2323

Cult - The Foundation

Th is GT-R is renowned as the killer of exotic supercars such 
as Porsche and even Bugatti, while still being a practical 4-seater 
for everyday driving, at a fraction of the cost of those superfl uous 
exotics. Th is is the reason which GT-R earned an unrivaled cult 
of car enthusiasts, tuners and racers around the world. Th is cult 
phenomenon has been further prospered by Japanese comic books, 
anime, Hollywood blockbusters, and most importantly, Sony 

PlayStation game Gran Turismo, a virtual driving simulator. As 
Carlos Gohsn premiered the current GT-R at 2007 Tokyo Auto 
Show, Nissan unveiled the virtual model of GT-R in Gran Turismo 4 
simultaneously, opening the door to younger generations for digital 
driving and tuning experience. 

22



In  the tun ing wor ld ,  GT-R st i l l  remains to be the K ingIn the tun ing wor ld ,  GT-R st i l l  remains to be the K ingIn the tun ing wor ld ,  GT-R st i l l  remains to be the K ing

GT-R has unique cult foundation, established mainly in virtual 
world of video games, comic books, animations and movies. 
-National Geographic

24 2524 25
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Th e GT-R is renowned as the killer of exotic supercars such as Porsche and even 
Bugatti, while still being a practical 4-seater for everyday driving, at a fraction of the 
cost of those superfl uous exotics. Th is is the reason why GT-R earned an unrivaled 
cult of car enthusiasts, tuners and racers world wide. Th is cult phenomenon has been 
further prospered by Japanese comic books, anime, Hollywood blockbusters, and most 
importantly, Sony PlayStation game Gran Turismo, a virtual driving simulator. As 
Carlos Gohsn premiered the current GT-R at 2007 Tokyo Auto Show, Nissan unveiled the 
virtual model of GT-R in Gran Turismo 4 simultaneously, opening the door to younger 
generations for digital driving and tuning experience. 

Evolving the 
Car

Vir tua l  race on rea l  roads and t racks

Tuning Garage

Real-time collaboration 
and competition on 
PlayStation Network

Earn upgrades by various achievements

Improve dr iv ing sk i l ls  and pass chal lenges to 
earn cash and points

BACKGROUND RESEARCH
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GT-R Design 
Analysis

Nissan Chief creative offi  cer, Shiro Nakamura: 

“Th e GT-R is unique because it is not simply a copy of 
a European-designed Sports car; it had to really refl ect 
Japanese culture.”
 
He said the main inspiration for GT-R came from the robots in 
Gundam, Japanese SF manga series.

Strong & Masculine
Sophisticated surfaces
Understated elegance and sexiness

BACKGROUND RESEARCH
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Nissan Brand Image

The “V-Mot ion” movement of  the f ront end f lows f rom the chromed 
gr i l le  up through the hood

>> Towards FCEV ( fue l  ce l l  e lect r ic  vehic les)
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Brand Design Language

Emot ional  Ut i l i ty

Express ive Contro l

1 .  2001 GT-R Concept @ Tokyo Motor Show
2. 2005 GT-R Proto
3.  2013 IDx Nismo
4.  2013 2020 GT-R concept for  Gran Tur ismo 6

a.  2004 Qashqai  concept
b .  2013 Resonance Crossover Concept
c .  2013 Resonance Crossover Inter ior
d .  ??

Evo
lut

ion
 Path

 1

Evolution Path 2

2.

a.

1.
Fragmented F lu id i ty

3.

4.

b.

c. d.

BACKGROUND RESEARCH
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Research Conclusion

3333

1. Physicality  Longevity of functional parts and the physical appearance of a product.

2. Emotion   Profound attachment with a product can either increase or decrease over time.

3. Economy   Depreciation value vs. maintenance costs vs. sentimental value can fl uctuate.

Th e whole car-owning experience does not limit to just driving and parking, but should encompass joy 
of learning the car’s abilities, shortcomings, and the journey of what the user has been through with it. In 
addition, the fun element of owning and driving a vehicle must be sustatinable in order to infl uence users to 
keep the car for longer, therefore extending the product usage life cycle.

Will the value of personal car ownership fade away in 30 years? Will it be regarded as ultimate luxury that 
only the most privileged can enjoy? In the next phase, I tried to rediscover the value and signifi cance of 
supercar for the future automobile industry. 

Th e topic of owning a personal vehicle can branch off  into three categories: Time + Eff ort = Deep Emotional Connection
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Many of the attributes of the Koi symbolize several lessons and even trials individuals often encoun-
ter in life. The Koi fish has a powerful and energetic life force, demonstrated by its ability to swim 
against currents and even travel upstream. The Japanese viewed the koi as a symbol of perseverance 
in adversity and strength of purpose. Koi are pet fish that were popularized in China, S. Korea and 
Japan among the upper-class.

Inspired by Koi

Longevity

Prosperity

Courage

Ambition

Perseverance

RESULT

3636
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Stage 1: Form Study  

RESULT
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RESULT
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Th e search for a FUTURE NISSAN form languageTh e search for a FUTURE NISSAN form language

RESULT
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RESULT
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GT-R Character Lines 1963 - 2015

Recessed inserts

RESULT
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Drag  Coeffi  cients
GT-R     0.26 
BMW i8    0.26
Mercedes-Benz SL   0.29  
Lamborghini Murcielago   0.33

Effi cient Aerodynamics

Box and Triangle
More than a concept, Nissan BladeGlider is both a proposal for the future direction of Nissan electric vehicle 
(EV) development and an exploratory prototype of an upcoming production vehicle. BladeGlider was developed 
with form following function. Nissan craft ed the vehicle’s unique architecture to give the driver and passengers 
“sustainable exhilaration” .

Targeting the individual seeking visceral driving and sustainability, BladeGlider goes beyond sheer power and ac-
celeration to send the heart soaring into new realms of smooth “gliding” pleasure. BladeGlider’s pioneering spirit 
distinguishes it from anything yet envisioned for EVs and destines it to rule the roads of the not-so-distant future.

With its narrow, 1.0 meter lightweight front track and wide, stable rear track, the radical architecture all boils 
down to aerodynamics and balance. Having the front wheels close together reduces drag and enhances maneuver-
ability for high G cornering power, assisted by its 30/70 front/rear weight distribution ratio. Aerodynamic down-
force is created by the highly rigid yet lightweight carbon-fi ber underbody, hence the lack of drag-inducing wings.

RESULT
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Side View Explorations

RESULT
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RESULT
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RESULT
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RESULT
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*Key Front

RESULT
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Stage 2: Development

RESULT

61
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Augmented Screen

Dynamic Surface

Main Aesthetic Features:

Intersecting side fenders - Static part, the “Node”

Side surface under beltline - Reactive part, the “Rib cage”

RESULT
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Ideas for  Aero b lades wi th removable spare battery

Augmented Screen on windshie ld

RESULT
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Top v iew -  Character ist ic  of  Ko i  was t ranscended as 
form of a car,  wi th intersect ing hard and soft  surfac-
es ,  in  search of harmony in complex i ty.

RESULT
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RESULT
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Top v iew -  Character ist ic  of  Ko i  was t ranscended as 
form of a car,  wi th intersect ing hard and soft  surfac-
es ,  in  search of harmony in complex i ty.

RESULT
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Example of se l f-vent i lat ion on bui ld ing facade. 
(Dor is K im Sung,  Meta l  that Breathes)
Surfaces are made of react ive meta l  a l loy which 
reacts to l ight and inf rared rays of the sun .  The 
components can open or c lose automat ica l ly 
depending on temperature d i f ference of ins ide 
and outs ide .  When appl ied to wheels of  vehic le , 
th is concept can resul t  in better  aerodynamic ef-
f ic iency because of reduced turbulences created 
ins ide wheel  wel ls  at  h igh speeds .

RESULT
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RESULT
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2D > 3D > 2D

RESULT
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RESULT
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RESULT
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Size Comparison

85

RESULT
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Supere last ic  Carbon Aerogel

Features

Side panels act ive ly reacts to vehic le dynamics depending on how much 
force is go ing to e i ther f ront wheels .  In  the defaul t  c losed state ,  f ront 
t rack is narrower than the rear,  for  opt imal  aerodynamics .  When attack-
ing corners in the h igh speeds ,  f ront wheels can widen for  stabi l i ty.

Act ive AeroBlades

RESULT
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Final Direction

RESULT
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RESULT
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RESULT
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RESULT
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RESULT
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Dr iv ing through open inter-c i ty autobahn ,  we 
can compete wi th other p layers f rom v i r tu-
a l ly anywhere around the wor ld by AR/VR. 
H igh- level  dr iver ass istance mode act ivates 
whi le rac ing to prevent crashes .

RESULT
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RESULT
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RESULT
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RESULT
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Conclusion

From the beginning, my personal mission of this thesis project was 
to design around the emotional bond between the users and their 
car to influence people to keep their car for a lifetime. I wanted to 
come up with a design that will challenge the conventional paradigm 
of automobile. The final result shown in this paper is not so close 
to what I could have imagined in the beginning; however, I think I 
was successful in addressing the problems of sports cars and their 
purpose. I’m also confident about the aesthetic of the result which I 
believe forecasts near future trend of supercars from Asia. 

Fusion of aesthetics, physical and digital realms, and use of 
shape-changing materials will be the main focus of car designers 
in the coming generation, rather than just lifestyle vehicles of now. 
Car design field will evolve drastically within the next decade due to 
Internet of Things, and the tech giants behind this IOT concept.

In order to understand holistically what users want and how they will 
interact and feel about a product in the new era, I tried to combine 
puzzles I found in automobile history, fundamental sciences, psy-
chology, current events, fashions, science fiction movies and comics.

In retrospect, I think I realized what my strengths and weaknesses 
are, and found many areas of improvement. It also became clear to 
me that designing a car cannot be straight-forward process, but rath-
er loops of revising and rethinking. One of the most important area 
that I struggled on was decision making. If I were to do it all over 
again, I will stick to what I believe from the start and pull through 
with it. I will set myself a clear vision from the beginning and never 
lose that one absolute value.

Thesis project is the only time for one to create a truly “out-there” 
concept as a student before stepping into the industry. As a student, 
I think it is very meaningful to push the boundaries and develop 
creativity and never lose the passion for cars. I tried to rekindle the 
pure joy of sketching cars with this final project. Through tedious 
process involved with designing cars, the most important part of all 
this - fun imagination, was seemingly fading away from me. I hope it 
will stay as long as I continue to chase my dream.
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APPENDIX

Time Plan 2014 Pebble Beach Classic 
Car Forum

Jay Leno: What makes a car signifi cant?
Dr. Franz-Josef Paefgen (President, Chairman, CEO of Lamborghini, AUDI AG, Bentley): Signifi cance means signifi cant to whom? For 
example, my grandfather’s red convertible was a signifi cant car to me, probably not to anybody else. So, we have to defi ne for us, what is 
signifi cant to whom and why.

David Gooding (President of Gooding & Company): Anybody who is into cars has that fi rst moment from when they were young, when 
they really had that connection with a car. Th e fi rst car that I drove when I was 13, my dad let us drives a Mercer Raceabout. Th at car, 
forever, will be the most signifi cant car to me because of that memory.

Al McEwan (Founder of Pacifi c Northwest Classic Car Club): Th e Model-T is signifi cant. Th ere is nostalgia here. And we all have nostalgias. 
Many people in the car hobby come back to buy what they wanted in their teen years, and could not obviously aff ord to get it that time. 

Jay Leno: Lets talk about the future. In 20, 30 years, what’s going to be a collectible?

Miles C. Collier (Founder of Revs Institute): Part of the problem is that modern cars are using non-archival materials. 20 years from now, we 
are going to have a real problem dealing with cars from 80’s and 90’s because it’s going to be hard to keep their physical integrity. 

Prof. Gordon Murray (Designer of McLaren F1): I see an interesting trend already happening. It’s what I call “People’s Cars”. Cars like Mk I 
Golf GTI and Peugeot Tour 5 GTI. Th ere is another sector, the sector II, and that’s prototype cars, because prototype cars tend to be a little 
more out there, and pushing boundaries. Th ose will always be collectible. 
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Inspirational Story

From Popular Mechanics: 

Irv Gordon’s Volvo P1800 has reached 3 million miles. To keep the 
P1800 running well over such great distances, Irv has replaced the 
brakes at about every 100,000 miles. He never ignored odd noises, 
smells, or vibrations. He changes the oil every 3000 to 3500 miles, 
re-bushes the carburetor about every 900,000 miles, and gets about 1 
million miles for every mechanical fuel pump. The transmission fluid 
and the ignition points get replaced every 25,000 miles. He also keeps it 
clean, diligently washing off winter salt and grime. Irv also doesn’t beat 
the car, driving the manual-transmission coupe at moderate speeds and 
anticipating stops and hazards—driving gently allowed the car’s first 
clutch to last an amazing 450,000 miles. Volvo celebrated by giving him 
2 new cars, which he refuses to drive still to this date.
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The process of domestication, which began 12,000 years ago, before the beginnings of agri-
culture, has continuously evolved along with human history, profoundly influencing the shape of 
each other’s social spaces. Although its beginnings were simple, this process has become increas-
ingly complex, much like the relationship between humans and automobiles.

Interesting studies on why pet owners look like their pets describe the human tendency to 
grow fond of something or someone who resemble their own appearance or personalities. The 
psychology behind this phenomenon is explained by law of attraction and mere-exposure effect. 
From Wikipedia : The mere-exposure effect is a psychological phenomenon by which people tend 
to develop a preference for things merely because they are familiar with them. In social psycholo-
gy, this effect is sometimes called the familiarity principle.

Pets are irreplaceable for most owners, and they hope to grow old with them if possible. Cul-
ture of cars has deep association with human social science like that of pets. If we, as designers 
and thinkers, could recognize the true culture and love of cars among the users, and design 
products around this profound bond, we may serve a higher purpose than creating superfluous 
products that only follows the trend.

Pets: Life Companions
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