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Prompt

To create an experience in either a book or a deck of
cards that teaches children ages 2 to 6 about emotions
and how to handle them. Each emotion will be grouped
with an letter and each will have to represent an

animation and function in augmented reality.
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Prompt
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Prompt

The deck of cards was chosen because

it would make it easier for kids to share
with each other and would allow multiple
players to use the product. By having each
child holding one card rather that only

one child holding a book that contains all

of the functions.
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Prompt Possible Emotions

My Letters
Nice Naughty Numb
Neat Nervous
Rambunctious  Rational Relived
Rejected Restless
Youthful Yucky
Yearning
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My Words




My Words

For the process of picking my words we
made a wall and categorized them by
positive, negative, and neutral fellings. We
wanted to be sure that we did not pick too
many emotions that belong to one category.

This way we ensure that a wide variety of

emotions are covered.
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My Words
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My Words

Based on getting an overall balance of
emotions with the other team members

these are the words | ended up with.

Restless Yearning
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Research



Research

To learn about the visual language
in the children’s story telling |
went to a local book store. While
there, | noticed that in all case
bright contrasting colors were used
as well as non-human and non-
living objects as representations

of an idea. | also realized that all

character, despite species, all had

)W TOBE AC
a human face to communicate and o i

emotion to the reader clearly.
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Research

Sarah Lutat

Executive at Director Dismas Home

Sarah Lutat is the Director of the Dismas
Home where she helps former heroin addicts
get over their trauma of drug use as well as
help them come to grips with the Feelings
that they may have had but were not able to

cope with when they were children.
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Research

Sarah sees emotional development as one
of the most important parts of childhood
because it teaches us to help cope with

emotions that we may not feel like dealing
with. Lutat was a primary school coordinator
before Dismas and she said that the inability ISM[‘ SS

NEW HAMPSHIRE

to deal with one’s emotions as a child leads

to people have addiction and communication

issues as an adult.
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Research

What did | learn?

I e Kids try to burry and run away 3 o Kids like stories that help them
from their emotions relate their own emotions to others

but the stories need to be real

2. Too much isolation is bad for a 4. Kids need a visual stimulate
child’s emotional growth such as a face to relate to a
character
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Research

Additional Online Research

5 e Children become restless when 7. Children need to brought down
they are unsure about a situation from their energy slowly to ensure

the best result

6. Lack of attention from 8. Children need to be praised
parents leads to large amounts of when they do well so that they
restlessness know what they are doing right

John Keefe | Interactive 4 | Fall 2019







Visual Research

John Keefe

Mood Board

Soft
Friendly
Inviting
Caring
Wild
Explorative
Discovery

Overcoming

New Media Interactive 4
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Visual Research

John Keefe

Paper Girl

Style Board | 7 | TN | e s s~
| 18TH

SA 0CT
LAUNCH NIGHT
MUSIC FROM IPM o - £/

Soft
Friendly

Inviting

Caring
Wild
Explorative
Discovery

Overcoming
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New Media Interactive 4 B Graphic Design Trends 2015
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Sketches
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Sketches
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Sketches
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Character Design

With the research that | did earlier, characters will be be

used to display certain emotions as well as feelings. This is so

that children will have a face to relate their emotions to.
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Character Design
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Character Design
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Character Design
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Character Design
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Card Design




Restlessness

Restlessness

Restlessness Restlessness

A

. The feeling of always needing
: to be moving and not being still. estlessness
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Yearning “aming Yeaming : Yéan}ing:
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Feeling alone or removing Feeling alone or removing
yourself from others to feel yourself from others to feel
emotionally distant emotionally distant

Feeling alone or removing Feeling alone or removing Feeling alone or removing Feeling alone or removing
yourself from others to feel yourself from others to feel yourself from others to feel yourself from others to feel
emotionally distant ' emotionally distant emotionally distant emotionally distant
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Character Design

The 2D design that | was working with was giving me
a lot of trouble and it was not coming out the way

| wanted to. So, | decided to go back to the drawing
board and go in an all new direction. | needed to
tighten my focus and create a more defined style for

all of my characters.




Revisting
The Design




Visual Research

John Keefe

Clay Boy
Style Board

A bright cel-shaded pallet that has

soft and saturated colors. Simple

shapes and forms are used in the BEFORE MAKEUP AHER MAKEUP

character design to expressed an
emotion with a focus on the face.
Camera is pointed at the character at

a slight angle to add depth to a shot.

New Media Interactive 4
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Round 2 Tests
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Numb is when you
feel as if you need
to hide yourself
emotionally.

“When the world
feels dark I may

just hide away like
a couch potato”
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R ES TL ES S N ES S Restlessness is

when you have so
much energy that it
1s hard to sit still.

“Too much sugar!

Too much caffeine!
. . [ need to run NOW?!”
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l|’EA R N i N G Yearning is a strong

desire for something.

I have no candy and
“I want that big tasty
bowl over there”
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|IPad Interaction

When we were deciding how to
make the interaction organized, we
also planned out options on how to
organize the emotions. At first, we
planned on organizing them by what
kind of feeling they were. But we
went with alphabetical order as the
project was based on the alphabet.
From there, we made a scroll down

option with selectable thumbnails to

lead the user to the game associated

with that emotion.




|IPad Interaction

When | was learning about designing for

children | learned that at the 6 to 8 age

range many kids struggle with complicated
interactions with a touch screen device.
When | was designing my apps | needed to

use simple touch interactions that used only

one finger. The most complicated interaction
| could use was a drag down. As part of my
goal, | had help children understand how to

work with their emotions. | designed each of

my games around this objective.




|IPad Interaction
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|IPad Interaction

Vimeo Link

https://vimeo.com/378185966

For my numb interaction, | made the user
take the role of a friend of Spudnic (The
Emotionally Numb Potato). Your goal is to
drag Spudnic’s blanket off of him to get
him out of bed. The task is meant to be
repetitive to relay to the user that it takes
more than one attempt for most people to

get over their numbness.

Prototype Link
https://www.figma.com/
file/SENrKUS85bUPuVUIJOVOjK/
Numb?’node-id=1%3A 104

|
l A PB_ oF EMOTIONS

I don’t feel like getting out of bed. I just l ' |
i

want to be alone.

Drag the blanket down to get your

friend out of bed. Keep dragging It

down to help him. It may take more

than one time.




|IPad Interaction

Vimeo Link Prototype Link
https://vimeo.com/379671242 https://www.figma.com/file/
G4P9wWNrb27vS4B1iCegSzV/
Calming down is a gradual process. In the Restlessnhess’node-id=1%3A2
Restlessness game, users need to take the - ~

A PB oF EMOTIONS

steps to slow down and realize that they
may have too much energy. To help with this,
the user needs to breathe to calm oneself
down with Bo-Bo (The Big Red Restless
Cotton-Candy).




|IPad Interaction

Vimeo Link Prototype Link

https://vimeo.com/378186042 https://www.figma.com/
file/IX7TMHMQda04e7Xns0ODVPG6/

My last interaction with Gummo (The Untitled?’node=-id=0%3Al

Yearning Gumdrop) is a game where you - ~

A PB - oF EMOTIONS I
help her get her Halloween candy. The user

solves their yearning for tasty treats by going
out house to house to get their goodies. The
build-up and suspense of learning what house

has what candy has the effect of getting a lot

of energy out in the excitement. [







Augmented Reality

Since the users will be of a young age they
will need to have interavtions that are

esay to understand. For this idea, | made

a wack-a-mole style game where the user
will settle the restlessness in their head
down by swating away the thoughts in their
head. This game idea could be used to help
the user understand what might be causing

their restlessness.
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Augmented Reality

PAGE # PROJECT/TEAM: DATE: STORYBOARD NHGROUP.CON
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Augmented Reality
<« |

Interaction Test Round |

https://vimeo.com/362850455

As part of this project, we were tasked to
come up with an AR component to the deck
of card to be used with an Ipad. Using AR

| can also teach younger users that one’s
environment can also affect one’s emotions
in a situation. In this state, placeholder
images are being used to show negative
emotions that are being changed. This was
the last step | did before the character

designs changed.
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Augmented Reality

When the character designs changed, | knew
that the interactions had to change as well.
From here on out | worked on creating
interactions that would be more designed
around moving on a flat surface instead of

objects floating around in the space.
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Augmented Reality
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Augmented Reality

Interaction Test Round 2

https://vimeo.com/372811609

The idea from here was to have all of the
augmented reality to take place on locations
such as a table or a desks to help with

grounding the projection.
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Augmented Reality

Interaction Final

https://vimeo.com/379900261

With the final revision | wanted to show
how app could be used as a game. This is
done by adding score to the Ul. | wanted
to show the journey that a user may go on

while coming to grips with their emotions.
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