eraction
ESIGN [designing for everyday life] Projects:

Shopping Cart Interactive Program (SCIP) gtyg}iLVTV;'jer”;Tnag”h“fJf ;I;ig

Focusing on people and prototypes to design The purpose of this project is to discover the proper design strate-

our interactions with physical obiects. gies for an application to be developed for a wireless device (i.e.
iPad) to be used in a grocery retail environment. The device wiill
function with Radio-Frequency ldentification (RFID) tags placed on
each product in the grocery store. The device will receive the prod-
uct information and present it in a clear, concise and consistent

Oblec'tlves: format so adults (age 46 and over) will be able to read all of the nu-
tritional information listed on a package and make healthy choices.

SCIP will have the following capabilities, customizable for each user:
 Track dietary restrictions

* |ncreasing independence * Track allergy information

» Perform diabetic conversions

» Keep running total of cost in the cart

* Find relevant recipes based on cart contents

 Compare products

» Make recommendations based on dietary restrictions

» Store shopping lists

* Designing a4 behavioral change - Speed checkout process

* Empowering the user

* Focusing on under-represented groups

* Designing social interactions

One round of user testing was conducted to study:
» Ease of use
» Ease of accessibility
» Usefulness

Theory and Technique: Future work includes:
» Adding a strong emotional connection for the user
* Activity Theory » Adding customizable haptic feedback

* More usability testing with revised design

* Rapid Prototyping
iterative design process

* Usability testing
* User-centered design

Game Design for social Inclusion

* Principles of typography Monkey Pants icyndi wiley & vun Wang]

and grid systems

A learning experience for children with autism spec-
trum disorders (ASD) to mediate social and educational
interactions with typically developing peers.

* ABA technique of mass trialing
. | o
used in game design

Learning objectives:
» Social skills
 Turn-taking
» Asking permission
* Increasing independence

» Getting dressed

Hole to PLAY

Xbox 360 Kinect

Cyndi Wiley:// MFA Graphic Design candidate + PhD Human Computer Interaction candidate
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