ABCs of Emotion
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This set of alphabet cards will give your

child new vocabulary for how they feel.

With fun characters and simple story

descriptions, young children will be able

to put words to their often very

¥V
(TR

complex emotions.







Our team’s goal was
to help develop the
ability to identity and
understand emotions
in one’s self and
others thus expanding
emotional intelligence
for children
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Research




| primarily worked with RIT’s Counseling and Psychological
Services fo see how therapists approached emotions with

children. Our group also conducted interviews with children
educators, Kim Ravena and Sara Lutat.

In addition, | researched for design inspiration within children’s
tlashcards and printed books as well as through online sources.

*https:/ /www.rit.edu/studentatfairs/counseling/
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Our group went
through several
iterations to simplify
our concepts, copy,
and interactions to
best fit out target
audience of 6 to 8
year old children.
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Visual Direction
Concept

Print Design
Digital Inferaction

Fear



Myth

You must become fearless to be successtul and happy

Truth

Fear helps you orient to your surroundings, identify change
and possible hazards, and take actions to keep yourself safe



MOOD VISUAL INSPIRATION

Friendly
Imaginative
Playtul
Energetic

DESIGN ELEMENTS

Orange
Textured
Bright

Organic




Print

| took inspiration from a play on the idea of children being afraid of
monsters. Instead, a monster is afraid of a child.

Tablet

| wanted to avoid portraying fear as a negative emotion or something that
needs to be overcome. For this reason, | wanted my interaction to empower
a child when they feel fear. This is why | choose a simple tap interaction with
supportive affirmations such as “Fear keeps me safe” and “Fear is normal”.




Fear Flashcards

Fear is an emotion
you feel when there
might be dangetr.

W
The monster was
filled with fear
when they thought

they saw a child!”
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Guilt
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Myth
Self-punishment and guilt helps to make
better decisions in the future

Truth

Self-punishment does not encourage behavior
change, especially when the guilt is from
something outside of one’s control



MOOD VISUAL INSPIRATION

Approachable 4 H A "

Playtul .
Cute n ‘- | ‘ )

DESIGN ELEMENTS

Bright/Bold
Organic
Stylized



Print

My goal was to use a story to help communicate the emotion of guilt. In my

story, an innocent cat breaks a plate which a child will most likely be able to
relate to breaking something unintentionally.

Tablet

My digital interaction goal is to lead a child through taking an action to
improve the current situation rather than sitting with guilt and regret. The

plate becomes fixed and a short lesson is revealed about the importance of
not letting guilt of the past hold one back.



Guilt Flashcards

Guilt is an
emotion you feel
when you have
done something
that is bad.

The Kkitty felt

guilty for
breaking their
owner’s plate.
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Zen



Myth

Zen is all positive

Truth

Zen is tied closer to mindfulness which revolves
around awareness of both positive and negative



MOOD VISUAL INSPIRATION

Peaceful
Balanced
Calm

Soft

DESIGN ELEMENTS

Natural Colors
Still

Symmetrical

X @




Print

Zen is an emotion tied to mindfulness and peace with one’s selt and
emotions. | used a sloth illustration to play off the idea of slow moving and
thus calm and peacetul sloths.

Tablet

| wanted my activity to also be tied to peacefulness. Deep breathing while
being in contact with the floor is a technigue used by therapists to help
children and even adults feel more grounded and present in a moment.



Zen Flashcards

Zen 1s when you
feel present
and attentitive
of yourself and
your emotions.

“The Sloth felt zen
when she paused
to think about how
many emotions that
she had learned
about that day!”
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Zen is when you
feel present
and attentitive
of yourself and
your emotions.
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Thank you



