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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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My Letters

Prompt

N
R
Y

Possible Emotions

Nice 

Neat

Rambunctious

Rejected

Youthful

Yearning

Naughty

Nervous

Rational

Restless

Yucky

Numb

Relived
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My Words
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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 I ended up with.

Numb Restless Yearning
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Research
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Research

To learn about the visual language 

in the children’s story telling I 

went to a local book store. While 

there, I noticed that in all case 

bright contrasting colors were used 

as well as non-human and non-

living objects as representations 

of an idea. I also realized that all 

character, despite species, all had 

a human face to communicate and 

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 

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 I learn?

1.	Kids try to burry and run away 

from their emotions

3.	Kids like stories that help them 

relate their own emotions to others 

but the stories need to be real 

4.	Kids need a visual stimulate 

such as a face to relate to a 

character

2.	Too much isolation is bad for a 

child’s emotional growth  
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Research

Additional Online Research

5.	Children become restless when 

they are unsure about a situation 

7.	Children need to brought down 

from their energy slowly to ensure 

the best result

8.	Children need to be praised 

when they do well so that they 

know what they are doing right

6.	Lack of attention from 

parents leads to large amounts of 

restlessness    
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Visual Research



John Keefe | Interactive 4 | Fall 201918

Visual Research
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Visual Research
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Sketches
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Sketches
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Sketches
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Character Design



John Keefe | Interactive 4 | Fall 201924

With the research that I 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.

Character Design
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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
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The 2D design that I was working with was giving me 

a lot of trouble and it was not coming out the way 

I wanted to. So, I decided to go back to the drawing 

board and go in an all new direction. I needed to 

tighten my focus and create a more defined style for 

all of my characters.

Character Design



John Keefe | Interactive 4 | Fall 201935

Revisting 
The Design
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Visual Research
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Round 2 Tests
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Final Designs
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IPad 
Interaction
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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.
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IPad Interaction

When I was learning about designing for 

children I learned that at the 6 to 8 age 

range many kids struggle with complicated 

interactions with a touch screen device. 

When I was designing my apps I needed to 

use simple touch interactions that used only 

one finger. The most complicated interaction 

I could use was a drag down. As part of my 

goal, I had help children understand how to 

work with their emotions. I designed each of 

my games around this objective.
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IPad Interaction
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IPad Interaction

Vimeo Link

https://vimeo.com/378185966

For my numb interaction, I 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/5ENrKUS85bUPuVUlJ0V0jK/
Numb?node-id=1%3A104
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IPad Interaction

Vimeo Link

https://vimeo.com/379671242

Calming down is a gradual process. In the 

Restlessness game, users need to take the 

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).

Prototype Link

https://www.figma.com/file/
G4P9wNrb27vS4B1iCegSzV/
Restlessness?node-id=1%3A2
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IPad Interaction

Vimeo Link

https://vimeo.com/378186042

My last interaction with Gummo (The 

Yearning Gumdrop) is a game where you 

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.

Prototype Link

https://www.figma.com/
file/1x7MHMQdaO4e7Xns0DvPG6/
Untitled?node-id=0%3A1
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Augmented 
Reality
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Since the users will be of a young age they 

will need to have interavtions that are 

esay to understand. For this idea, I 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. 

Augmented Reality
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Augmented Reality
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Interaction Test Round 1

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 

I 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 I did before the character 

designs changed. 

Augmented Reality
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When the character designs changed, I knew 

that the interactions had to change as well. 

From here on out I worked on creating 

interactions that would be more designed 

around moving on a flat surface instead of 

objects floating around in the space. 

Augmented Reality
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InteractionsAugmented Reality
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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.

Augmented Reality



John Keefe | Interactive 4 | Fall 201963

Interaction Final

https://vimeo.com/379900261

With the final revision I wanted to show 

how app could be used as a game. This is 

done by adding score to the UI. I wanted 

to show the journey that a user may go on 

while coming to grips with their emotions.

Augmented Reality
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https://www.rcpsych.ac.uk/mental-health/parents-and-young-people/informa-
tion-for-parents-and-carers/the-restless-and-excitable-child-for-parents-and-carers

https://onlinelibrary.wiley.com/doi/full/10.1046/j.1460-9592.2002.00868.x?casa_to-
ken=6lDyFOPK3x8AAAAA%3AKDF_eyw-y9wJPZlOhwWQXT9Bp6sj_o4ybqn5v-
vaIoTQLnEG3WHy7ub8gFdJ6Cvwq_JXEQm1jfWGUf9Q

https://uxdesign.cc/designing-apps-for-young-kids-part-1-ff54c46c773b

https://www.nngroup.com/articles/children-ux-physical-development/?lm=chil-
drens-websites-usability-issues&pt=article

https://www.lukew.com/ff/entry.asp?1992
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Thank You


