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Abstract 

Urban travel is changing from a simple movement problem into a time, wellbeing and space problem. In 

a city such as Mumbai, a working professional can lose a large part of the day to traffic, unpredictable 

weather, crowded public spaces, small homes and constant digital communication. This research proposes 

the Xbox Leisure Pod, a compact electric micro-vehicle with an interior designed as a safe, connected and 

emotionally restorative space. The concept combines the practical strengths of a micro-EV—small 

footprint, electric propulsion, easy parking and urban suitability—with Xbox-inspired gaming, cloud 

connectivity, haptic interaction and adaptable comfort. 

This project emphasizes the gaming or movie as a mind relaxer rather than a distraction. It treats it as a 

controlled leisure activity that is available when the vehicle is parked, used by a passenger, or operating 

under a future validated automated-driving condition. The proposed interior responds to a specific user: a 

25–40-year-old Mumbai professional who moves between work, home, co-working spaces and social 

activities. The user is digitally fluent but emotionally tired. They value convenience, personal identity, 

privacy and short moments of escape. 

The research examines the product through seven areas: user research, market research, material research, 

ergonomic research, technology research, sustainability research and UX research. The interior of a good 

futuristic vehicle should be something more than just lights and displays. It should solve genuine urban 

problems while respecting safety, comfort, affordability and environmental responsibility. 

 

1. Introduction 

For many urban professionals, commuting is no longer a neutral part of the day. It is often the most 

unpredictable period of the day. In Mumbai, one person may leave an office in BKC, travel through heavy 

rain, wait near a metro station, answer work messages, collect food, and reach home mentally 

exhausted. The journey is not always long in distance, but it can be long in effort. 

Home shouldn't always be an extra space. Young professionals often live in compact apartments, 

share homes, work hybrid schedules and carry multiple devices. Everyone needs convenience but also a 

little mind of peace within them.  They may play online games, listen to music, watch content or simply 

sit quietly before returning home. 

This creates an interesting opportunity for vehicle design. Why can’t cars be a space or an interactive time 

zone between work and home, instead of simply using it as a means of transport. The Xbox Leisure Pod 

is based on this thought. 

This micro ev car is a gaming focused mobility for the metropolitan areas.  The vehicle is compact enough 

for tight roads and parking spaces, but the cabin is designed to feel larger through careful seating, light, 

screen placement and storage planning. Its central promise is simple: 

Frictionless urban survival with a short moment of emotional escape. 
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The project is aimed at professionals aged 25–40 who live in dense metropolitan areas, especially 

Mumbai. The Xbox collaboration gives the car a recognisable entertainment identity, while the micro-EV 

format keeps the concept relevant to urban mobility. 

India’s electric-mobility transition provides an important backdrop. India passed 5.5 million EVs on the 

road in January 2025, reflecting the growing relevance of electric mobility and charging 

infrastructure. However, the success of EVs will not depend only on batteries and range. It will also depend 

on whether people feel that the vehicle fits their everyday life. 

 

2. User Research: Understanding the Urban Professional 

The target user is represented by a fictional persona named Aryan Mehta, a 32-year-old product strategist 

living in Mumbai. He works in a hybrid job, uses digital tools constantly and has limited time for 

recreation. He does not see a car as a luxury status object. He sees it as a useful urban tool. 

Aryan’s routine includes work meetings, co-working spaces, short client visits, grocery trips, airport 

travel, weekend outings and occasional gaming breaks. His problems are familiar to many city 

professionals: 

Traffic delays and irregular travel time. 

Rain, flooding and humid weather. 

Lack of parking space. 

Limited storage at home. 

Mental fatigue from work messages and online meetings. 

Lack of quiet personal time. 

Difficulty separating “work mode” from “home mode.” 

User research should ask what happens between the office and home. This is important because the answer 

is not always “driving.” Many people sit in their vehicles before entering a building, wait outside a café, 

answer calls, listen to music, scroll through social media or simply recover from the day. 

The gaming feature comes from this moment. The target user may not play for hours inside the car. More 

realistically, they may have 10–20 minutes while waiting for someone, charging the vehicle, parked near 

a co-working space or taking a break before going home. A short game, a music session or a multiplayer 

chat can become a small emotional reset. 

Research on future autonomous vehicle owners found that leisure activities are among the most preferred 

non-driving-related activities, and commuting journeys can support a diverse mix of activities. This 

supports the idea that future vehicle interiors need to accommodate more than transport. They may need 

to support work, rest, entertainment and social connection. 

The key user insight is that the car should not make life louder. It should make life easier. Xbox integration 

should offer a controlled escape, not more notifications and visual clutter. 

 

3. Market Research: Opportunity for a Gaming Micro-EV 

The market opportunity comes from three connected shifts: urban density, EV growth and digital 

entertainment culture. 

First, dense cities need smaller vehicles. Large cars are difficult to park, expensive to run and inefficient 

for short trips. A micro-EV can fit narrow streets, reduce the stress of parking and use less energy than a 

large SUV. It is especially relevant for individuals who travel alone or with one passenger. A mobility 
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survey by MG Motor India found that 71% of surveyed Indian car owners travelled alone or with one co-

passenger, suggesting a strong use case for compact vehicle formats. 

Second, micro-mobility and electric mobility are expanding. India’s micro-mobility market was valued at 

USD 2.53 billion in 2025 and is projected to grow to USD 9.44 billion by 2034, according to one market 

estimate. While a micro-EV is not the same as an e-scooter, both respond to the same pressure: cities have 

limited space and users want lower-cost, lower-emission movement. 

Third, gaming has become a mainstream leisure activity. Xbox already has a strong ecosystem of cloud 

gaming, game libraries, controllers and user profiles. This makes the collaboration believable. Instead of 

inventing a new entertainment system, the vehicle can build around an established gaming platform. 

The concept should not compete only with MG Comet EV or MINI Electric. It also competes with taxis, 

metro travel, e-scooters, ride-hailing, public waiting spaces and simply staying at home. Therefore, its 

value is not only range or speed. Its value is the experience of time spent inside it. 

The likely buyer is not every car customer. It is a niche but meaningful segment: 

Young professionals 

Gamers with disposable income. 

Early EV adopters. 

Tech-focused urban couples. 

Users who value personalisation. 

Buyers who live in apartments with limited leisure space. 

A realistic pricing strategy would keep the vehicle itself accessible within the premium micro-EV category, 

while some digital features can be subscription-based. Xbox Cloud Gaming, premium sound themes, 

exclusive light animations or multiplayer data plans could be optional. The car should remain useful even 

without a paid gaming plan. 

 

4. Material Research: Designing for Mumbai, Not Just for Renders 

A gaming-themed interior can easily become too glossy, too bright or too difficult to maintain. For 

Mumbai, the materials must survive rainwater, dust, heat, sweat, food spills, bags, umbrellas and frequent 

use. Therefore, material selection should be practical first and expressive second. 

The interior palette takes inspiration from Xbox but avoids using green everywhere. The base colours are 

charcoal, matte black and dark grey. Xbox Green is used as a focused accent, while electric cyan appears 

in digital zones and mode transitions. 

Proposed CMF palette 

Interior area Material Colour / Finish Purpose 

Dashboard upper Soft-touch TPO or recycled polymer Matte black Low glare and easy cleaning 

Seat centre Recycled PET textile Dark charcoal, perforated Breathable and durable 

Seat bolsters Vegan leather or coated synthetic leather Xbox Green Brand identity and wipe-clean surface 

Door panel Recycled polymer Graphite texture Scratch resistance 

Centre console PC-ABS and silicone Satin black with green ring Controller storage and grip 

Flooring Recycled rubber Black, textured Water resistance and easy cleaning Ambient elements Light-

pipe polycarbonate Green/cyan glow Controlled mood lighting Sustainable automotive-material research 

points toward recycled plastics, natural fibre composites, bio-based polymers and alternatives such as 

mycelium-based materials. More broadly, automotive sustainability research expects renewable and 

recycled raw materials to become increasingly important. 

http://www.ijfmr.com/
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For the Xbox Leisure Pod, recycled PET can be used in seat textiles, while recycled plastic can be used 

for door trims, lower dashboard panels and storage components. Synthetic leather should be selected 

carefully: some alternatives may reduce animal-based material use, but they must still be evaluated for 

durability, recyclability and chemical impact. The best option is not simply the material with the most 

fashionable sustainability label. It is the one that lasts, can be repaired and does not need replacement too 

quickly. 

The floor should be removable. This is a small but important design choice. A removable rubberised mat 

can be cleaned after the monsoon and replaced independently if worn. This reduces maintenance stress 

and extends the life of the cabin. 

 

5. Ergonomic Research: Small Space, Real Comfort 

The greatest challenge of a micro-EV is packaging. It must remain compact outside while feeling 

comfortable inside. The interior should not feel like a toy. It should fit adult users, work bags, controllers, 

water bottles and daily equipment. 

The micro-EV uses a flat electric floor and a cab-forward layout. This allows the front seats to move 

slightly forward without sacrificing legroom. Thin seat backs and a high roofline help create more interior 

volume. 

The driver’s seat needs three positions: 

Drive Position 

Upright posture, clear road visibility, proper pedal reach and easy steering access. 

Pause Position 

A slightly relaxed position for waiting, calls or music. 

Play Position 

Available only when parked; the seat reclines slightly and the central display becomes the main 

entertainment surface. 

The gaming screen should be located centrally, at a height that can be seen comfortably while parked but 

does not obstruct the driver’s forward field of view. A 12–15-inch central display is sufficient. A larger 

screen may look impressive, but it can create glare, cost more and dominate the compact cabin. 

Controllers must be within easy reach. The best location is inside the centre console or lower dashboard, 

where users can pick them up without bending or reaching behind. Wireless charging docks should use a 

secure magnetic or clipped system so the controllers do not move while driving. 

 

Interior area Material Colour / Finish Purpose 

Dashboard 

upper 

Soft-touch TPO or recycled 

polymer 
Matte black Low glare and easy cleaning 

Seat centre Recycled PET textile 
Dark charcoal, 

perforated 
Breathable and durable 

Seat bolsters 
Vegan leather or coated synthetic 

leather 
Xbox Green 

Brand identity and wipe-clean 

surface 

Door panel Recycled polymer Graphite texture Scratch resistance 
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Interior area Material Colour / Finish Purpose 

Centre console PC-ABS and silicone 
Satin black with green 

ring 
Controller storage and grip 

Flooring Recycled rubber Black, textured 
Water resistance and easy 

cleaning 

Ambient 

elements 
Light-pipe polycarbonate Green/cyan glow Controlled mood lighting 

The gaming screen should be located centrally, at a height that can be seen comfortably while parked but 

does not obstruct the driver’s forward field of view. A 12–15-inch central display is sufficient. A larger 

screen may look impressive, but it can create glare, cost more and dominate the compact cabin. 

Controllers must be within easy reach. The best location is inside the centre console or lower dashboard, 

where users can pick them up without bending or reaching behind. Wireless charging docks should use a 

secure magnetic or clipped system so the controllers do not move while driving. 

The passenger side can have a simple co-op solution: a fold-out device mount or a small detachable 

display. This is more practical than adding multiple expensive fixed screens. The main concept should 

focus on one excellent central screen and a flexible passenger setup. 

Ergonomic design is not only about dimensions. It is also about reducing awkward actions. The user should 

not have to search for a controller, stretch to change temperature, bend to reach a cable or navigate through 

five screens to start a game. 

 

6. Technology Research: Connecting Gaming, Safety and Mobility 

The Xbox Leisure Pod depends on technology, but the technology must disappear into the experience. The 

user should not feel they are operating several separate systems. 

The central technology features are: 

 5G connection with Wi-Fi backup. 

 Xbox Cloud Gaming integration. 

 Personal Xbox account login. 

 Cloud saves synchronisation. 

 Wireless controller charging. 

 Headrest speaker audio zones. 

 Haptic seat modules. 

 Voice control. 

 Driver and occupant monitoring. 

 OTA software updates. 

 Park Mode gaming lock. 

5G has the potential to support in-vehicle entertainment and connected services, but connection quality 

can vary by location. Therefore, the system must adapt to poor network conditions. If cloud gaming 

becomes unstable, the interface should reduce stream quality, offer offline media, or allow the user to 

continue the game later on their phone or home console. (CTIA—The Wireless Association and Alliance 

for Automotive Innovation (Auto Innovators) 

A gaming system must never interfere with driving information. Navigation, speed, warnings and vehicle 

status need a higher priority than entertainment. HMI research stresses that automotive interfaces must 

http://www.ijfmr.com/


 

International Journal for Multidisciplinary Research (IJFMR) 
 

E-ISSN: 2582-2160   ●   Website: www.ijfmr.com       ●   Email: editor@ijfmr.com 

 

IJFMR260588184 Volume 8, Issue 5, September-October 2026 6 

 

give timely and unambiguous information about vehicle state, surroundings and driver response. The 

gaming interface should therefore remain visually separate from critical driving functions. 

Driver monitoring is another key technology. Modern driver monitoring systems can identify behaviours 

such as drowsiness, unsafe attention patterns and other conditions relevant to road safety. In this concept, 

the system supports safety by ensuring that gaming is locked when the vehicle is in Drive Mode and by 

checking that the user is attentive during a required transition back to driving. 

(Visconti, Paolo, et al. “Innovative Driver Monitoring Systems and On-Board-Vehicle Devices in a Smart-

Road Scenario Based on the Internet of Vehicle Paradigm: A Literature and Commercial Solutions 

Overview.” Sensors, vol. 25, no. 2, Jan. 2025, p. 562.  ) 

 

7. Sustainability Research: Small Vehicle, Longer Life 

A micro-EV is inherently more suitable for dense cities than a large vehicle when used for short, single-

occupant or two-occupant journeys. It requires less material, lower energy for movement and less parking 

space. However, the product is only genuinely sustainable if its interior is also designed for long life and 

repair. 

The Xbox Leisure Pod uses four sustainability strategies: 

 Lightweighting: Compact structure and low-mass interior components improve energy efficiency. 

 Recycled content: Recycled PET textile, recycled plastics and recycled rubber reduce dependence on 

virgin materials. 

 Modularity: Floor mats, door inserts, controller docks and decorative panels can be replaced 

individually. 

 Disassembly: Material layers should be easy to separate at the end of vehicle life. 

The controller dock is a good example of modular thinking. It should not be permanently fused into the 

whole centre console. If its charging coil fails, the user should be able to replace a small module rather 

than the entire console. 

The same principle applies to the green accent pieces. They can be designed as removable panels, allowing 

users to refresh the cabin or replace damaged parts. This supports personalisation without increasing 

unnecessary waste. 

 

8. UX Research: A Clear Journey Between Driving and Leisure 

The user experience must be obvious from the first interaction. The car should not require a manual to 

understand its modes. 

Drive Mode 

When the user enters the vehicle: 

 The cabin uses soft white or blue lighting. 

 Navigation, climate and battery information appear first. 

 Gaming functions remain hidden or locked. 

 The controller dock stays closed. 

 Haptic feedback is reserved for safety and navigation cues. 

Leisure Mode 

When the vehicle is safely parked: 

1. The user selects Park. 

2. The parking brake is engaged. 

http://www.ijfmr.com/
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3. The central screen confirms that Leisure Mode is available. 

4. The Xbox Green ring around the console lights up. 

5. The controller dock opens. 

6. The seat shifts slightly into Play Position. 

7. The screen opens Xbox Cloud Gaming. 

8. Ambient light changes to a low-intensity green/cyan setting. 

This sequence should take only a few seconds. It should feel like entering a familiar gaming system, not 

launching a complicated car feature. 

Safety Transition 

If the vehicle needs the user’s attention: 

 The game pauses. 

 Audio fades. 

 The display changes to a clear warning screen. 

 Seat haptics create a strong, recognisable pattern. 

 The steering wheel lights up. 

 The user receives an audible instruction. 

Research shows that non-driving-related tasks can affect critical intervention and takeover performance. 

Therefore, the transition cannot depend on a small pop-up message. It must use visual, sound and touch 

together. 

 

Conclusion 

The Xbox Leisure Pod is a proposal for a different kind of urban vehicle interior. It is designed for a city 

where people are short on space, short on time and often short on mental energy. It uses the compact form 

of a micro-EV to solve practical issues such as parking, short-distance travel and electric mobility. At the 

same time, it turns waiting and transition time into something more personal. 

The concept succeeds only if it respects safety. Gaming is not available while manually driving. It is 

designed for Park Mode, Passenger Mode and future validated automated scenarios. This makes the idea 

responsible as well as exciting. 

The interior is not simply an Xbox-themed cabin. It is a carefully designed personal environment with 

durable materials, clear ergonomics, controlled lighting, private audio, tactile interaction and simple user 

flow. The black, green and cyan colour palette creates an Xbox connection without making the interior 

visually childish. Recycled materials, replaceable parts and lightweight construction support sustainability. 

The final idea can be described in one sentence: 

The Xbox Leisure Pod is a compact electric escape space that helps Mumbai professionals move 

through the city, pause between responsibilities and reclaim a small part of their day. 
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