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I.



Educate children on a complex topic using an “ABC’s of...” 

format, and allow them to interact with the experience 

across multiple forms of media.

DELIVERABLES

Print based component

Interactive digital experience

AR experience
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Interactive ABC’s



dot voting

Our group employed an 

extensive,  based 

procss to choose our toic.
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INTERACTIVE IV

mutualistic relationships in nature. 

In order to make sure our choice was clearly 

defined, our group employed an extensive dot 

voting process that considered all of our 

potential topics, allowing us to avoid one 

person dominating the thought process.



Although time consuming, this allowed us to 

fully define and rally behind our chosen topic: 
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 a relationship 

defined by two organisms 

working together to benefit.

mutualism:
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A matching card game centered around 

habitats and teamwork, enhanced by 

layers of digital and AR experiences.
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Research

Letter Matching


Competitive Analysis


Teacher Interviews
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II.
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In order to emulate the core “matching” 

component of our proposed solution, we 

extensively researched existing relationships 

in nature and found a pairing that matched 

our own letters. 



This was a very time consuming process, as 

each letter had to have its own individual 

species and its own individual pairing.

- American Beaver (w/ Kestral)A 

- Bacteria (w/ Humans)B 

- Carrier Crabs (w/ Urchins)C 

- Deciduous Baobob (w/ Lemur)D 

- Emus (w/ Nitre Bush)E 

- Figs (w/ Wasps)F 

- Giant Tarantulas (w/ Microhylids)G 

- Humans (w/ Bacteria)H 

- Imperial Shrimp (w/ Sea Cucumber)I 

- Jellyfish (w/ Zooxanthellae)J 

- Kingfisher (w/ American Beaver)K 

- Lemur (w/ Deciduous Baobab)L 

- Microhylid (w/ Giant Tarantula)M 

- Nitre Bush (w/ Emu)N 

- Oxpecker Birds (w/ Rhino)O 

- Perennials (w/ Xantus’ Bird)P 

- Quoll (w/ Vulture)Q 

- Rhino (w/ Oxpecker Birds)R 

- Sea Cucumber (w/ Imperial Shrimp)S 

- Tegeticula Moth (w/ Yucca Plant)T 

- Urchin (w/ Carrier Crab)U 

- Vulture (w/ Quoll)V 

- Wasp (w/ Figs)W 

- Xantus’ Bird (w/ Perennials)X 

- Yucca Plant (w/ Tegeticula Moth)Y 

- Zooxanthellae (w/ Jellyfish)Z 
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G
Giant Tarantula

Giant Tarantulas have been observed living 

in very close proximity to Microhylids, a small 

species of frogs. The spider benefits from the 

frog because the Microhylid eats tiny pests 

that attack the spiders eggs, and the frog 

gains protection from predators.

T
Tegeticula Moth

The Tegeticula moth species is deeply 

intertwined with the Yucca Plant. The moth is 

the only species that pollenates the Yucca 

Plant by spreading the plants pollen. In turn, 

the moth gains a space to lay her eggs and, 

when they hatch, the larvae feed on the 

plants seeds.

Y
Yucca Plant

The Yucca Plant relies on the Tegeticula 

moth species for survival, as the moth 

provides a means for cross-pollenation. 

The moth is then allowed to lay eggs 

inside the flowers ovary.



INTERACTIVE IV

Khan Academy

Khan Academy is an application that focuses 

on producing short educational videos and 

lessons for their users to read through and 

learn from. 

What really stood out to me with Khan 

Academy was the simple yet effective wait it 

delivers information to the user. It also 

combines interactive diagrams with videos 

and text to create an experience for the user.

ANALYSIS
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INTERACTIVE IV

Earth School

Earth School is an interactive application that 

teaches children about the Earth and space 

through interactive, educational components.

Earth School makes the idea of learning about 

space fun and itneractive for its audience, and 

incorporates beautiful and vivid illustrations 

as well as a personal guide through the game 

fro children to enjoy.

ANALYSIS
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INTERACTIVE IV

Creaturizer

Creaturizer is a fun little application that 

allows children to make their own creature 

using simple taps, and then use the camera to 

photograph their creature in the wild.

Creaturizer excels in creating near limitless 

opportunities for a childs imagination to take 

hold. It also does a good job of offering 

protective boundaries by asking for a parents 

permission when using the camera.

ANALYSIS
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seven 

elementary school teachers

Our group interviewed 

 

to understand our audience.
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01

When teaching to a large group of students, a 

topic that one thinks will only take one to two 

days can often take much longer.

Opportunity: Simplify our game down to the 

core components so that it is easily understood 

by the students.

Keep it simple

02

Because the course curriculum for elementary 

teachers is rigorous, our solution needs to assist 

teachers in educating students on given topics.

Opportunity: Tailor our game around a topic 

that is required to be taught, allowing teachers 

to have an immediate jumping off point.

Assist with educating

03

All of the teachers I interviewed described 

utilizing an interactive workbook, allowing each 

student to individually learn and make progress.

Opportunity: Create an interactive experience 

that allows students to learn about both their 

animal, as well as the habitat they come from.

Interactive workbooks
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Education through imagination
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Layer and enhance experiences

Provide the building blocks

Reinforce existing topics



ExplorationIII.

Iteration Exercise


Card Design
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rapid 

iteration Crazy-4’s exercise.

To establish consistency, our 

group employed a 
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INTERACTIVE IV

Because all nine of our group members had 

different ideas of what the playing cards 

should look like, I led a rapid ideation exercise 

in which each designer got four index cards, 

and was given a single minute to quickly 

sketch out their idea before moving onto the 

next card.



This exercise allowed us to quickly produce a 

myriad of potential solutions before narrowing 

down and discussing which sketches stood 

out to us.
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Pulling from our iterations

Once completing our iteration exercise, we 

were able to discuss and narrow down what 

we wanted for our card. We then moved onto 

wireframing and continuing iterations.
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INTERACTIVE IV

Initial Card Design

Our initial card design explored a mainly 

illustrative approach, maintaining space for 

the animals name, description, and a QR code 

for the AR to recognize as a starting point.
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B
Fun fact: aeiruhgae;oifsdldfa;eghralfkjad

I’m looking for . . .
I’m good at . . .

Animal

A
Fun fact: aeiruhgae;oifsdldfa;eghralfkjad

I’m looking for . . .
I’m good at . . .

AnimalAnimal

Fun fact: aeiruhgae;oifsdldfa;eghralfkjad

I’m looking for . . .
I’m good at . . .



Iterate, iterate, iterate

Once our first wireframe was completed, we 

recognized that we needed to tweak some 

things before moving forward.


We focused on balancing the overall card 

between illustration and description, as well as 

experimenting with different layouts and 

placement for hierarchy.
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INTERACTIVE IV

Final Card Wireframe

Our final card wireframe includes a balance of 

the necessary components, with ample space 

for illustration as well as description.


We also moved away from a QR code and 

instead chose to tag each card with a custom 

identifier icon, that would be completed once 

the paired cards are put together.

BIOME IDENTIFIER

ILLUSTRATION SPACE

TITLE/DESCRIPTION

IDENTIFIER ICON
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iterate on possible 

layouts for my illustrations 

and interactions.

Through my sketches, I 

wanted to 
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Sketching out my layout for the 
Giant Tarantula playing card.

Sketching out interactions for my 
Yucca Plant interaction/

Sketching out my layout for the 
Tegeticula Moth playing card.



DesignV.

Illustrations Goals


Interactive Experiences
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exploring 

the habitats of my animals.

I designed my illustrations 

around the idea of 
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INTERACTIVE IV

Card Illustrations

When illustrating, I knew that I wanted my 

illustrations to be as immersive as possible, 

with the idea of peering into the habitat the 

animal exists in.


To do this, I played a lot with layering different 

objects to provide a sense of depth to pull the 

viewer in.
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INTERACTIVE IV41  |   DESIGN
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Sketches + WireframesIV.

Sketches


Wireframes



working off of a circular 

navigation idea.

I wireframed out a possilble 

container for our interactions, 
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digital workbook 

through my interactive 

experiences.

Creating a 
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INTERACTIVE IV

Interactive Workbook

My interactions are each composed of two 

central parts: a small interactive activity, and 

then an explorative animation that the 

student can use to learn more about the 

habitat their animal comes from.
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INTERACTIVE IV44  |   DESIGN

The Giant Tarantula interaction has the user 

tracing lines to help draw the spider’s nest.

Bringing the Giant Tarantula’s card to life 

through an interactive animation.



INTERACTIVE IV46  |   DESIGN

The Tegeticula Moth’s interaction allows them 

to gather pollen, much like the moth does.

Bringing the Tegticula Moth’s card to life 

through an interactive animation.
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The Tegeticula Moth’s interaction allows them 

to gather pollen, much like the moth does.

Bringing the Tegticula Moth’s card to life 

through an interactive animation.



design a frame to contain all 

of our interactions.

As a group, we worked to 
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INTERACTIVE IV

Interaction Frame

The framer for our interaction is composed of 

four parts: The primary letter interaction,  the 

wheel-based navigation, a grid view of the 

cards, and a view of the cards pair.
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creating topic 

cards to help guide the 

conversation.

We chose to build off our initial 

card game by 

53  |   EXPLORATION INTERACTIVE IV



INTERACTIVE IV

Discussion Cards

I designed a set of discussion cards that draw 

upon several core concepts that the game 

can be used to speak about. By doing this, our 

game is kept flexible enough to allow teachers 

to utilize it in any way they want, while still 

having the discussion cards to jump off of.

54  |   DESIGN
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Print ImagesVI.

Print Photos
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Taking on a task like designing a card game was not 

an easy feat, but I am incredibly proud of our team for 

pulling through and designing it! Overall, I learned 

that complexity is not always better, especially when 

trying to explain concepts to children.
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