
Link to Final Video 

Jeanie Kim 
FAMST 109ID 
9 December 2018 

Final Write Up 
 

The first step in coming up with a design was to think of a design problem. A design 
problem is an issue that is experienced within the designer’s environment that the designer 
wishes to solve with a design product that addresses and seeks to solve the problems. The design 
problem for this project was specific to the issue of current technology failing to sufficiently and 
efficiently support our relationships. Therefore, the project’s purpose is to design a system that 
will support a specific type of relationship that is not currently supported enough with current 
technology. 

My design problem is that when students enter college, they are often placed far from 
their parents. The changing environment and the new experiences that the college student faces 
make it difficult for him to keep up with family updates. Therefore, a lack of close connection 
increases between college students and their family members when they are separated by long 
distances. When college students and their family are separated, it is easy to lose a hold of each 
other and grow apart, mainly due to the different lifestyles of the students and family. Therefore, 
the purpose of the system that I wish to design is to enable college students to share their new 
environment and college experiences with their family members. In order to come up with the 
solution, I came up with 40 possible solutions, in which I discovered patterns and categories that 
would help me narrow down the options to a few possible ideas. The design synthesis activity 
helped me categorize the solutions into high-level functional categories, where I could see which 
ideas fit best to solve my design problem. The next step in my design process was making 
scenarios and storyboards (Figure 1), as well as discovering personas (Figure 2). This step helped 
me walk through my design through the user’s perspective, which would allow me to see which 
features were necessary and which were negligible. 

                 (Fig. 1)    (Fig. 2) 
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After the storyboarding and discovering personas came the paper prototype (Figure 3), 
which was a crucial step in the design process that would make my ideas become real in a sense 
that it would be an actual product. Paper prototyping was the skeleton of the prototyping process, 
as it would become the framework for the final digital prototype. The goal of the paper prototype 
is to see which key interfaces would be included and seeing the functionality of the interfaces, 
rather than focusing on the aesthetics of the design. The paper prototyping was also play-tested, 
and the feedback received from the users helped me in improving the interfaces. 

 

 
(Fig. 3) 

 
Starting from the paper prototype, user-testing became a crucial element in the design 

process because continuous user-tests provided feedback that helped me improve my design as 
the prototype became more complex. After the paper prototyping was creating the digital 
prototype (Figure 4). While the paper prototype mainly focused on the functionality of the 
interfaces, digital prototype included aesthetic elements that would be considered for the final 
design. The digital prototype would give a clear idea of how the system would look in terms of 
aesthetics, design, and functions of the interfaces. Also, the digital prototype is the step before 
the final product that gives a very clear and precise idea of how a user would interact with the 
design. I used proto.io to create my digital prototype since it provided designers with a mobile 
application template that designers can use to create their digital prototypes. Proto.io is a very 
useful tool that is easily accessible and easy to use when creating digital prototypes for mobile 
applications. It provides designers with all the possible interfaces and elements of a mobile 
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application. The tool also incorporates a wide range of tools that allow designers to customize 
and add aesthetic elements to make their digital prototype look like what they envisioned. In 
addition to the digital prototype, user-testing and receiving critiques on the digital prototype was 
very important for this step because the digital prototype is the step right before the final design 
of the product. Therefore, the feedbacks and critiques received for the digital prototype would 
enhance and nearly perfect the design. 
 

 
          (Fig. 4-1)           (Fig. 4-2)           (Fig. 4-3) 

 
The final design is a mobile application that would combine with VR technology to 

provide the users with an experience of sharing an environment. The mobile application 
combines VR technology with 3D camera technology to create a virtual reality environment 
where a user, who is a student, and his family members can reunite and experience the student’s 
new college environment together. The goal of the design is to allow students and family 
members separated by long distance to come together and share special moments and interact 
with each other, without falling apart. 

A user would first connect to Wi-Fi, which would allow the user to connect with the 
family members on the mobile application. Then, he would open up the app where he is given 
four main options: “Character Customization”, “Invites”, “Camera”, and “Settings”. When the 
user selects the “Character Customization”, the corresponding screen comes up. Here, the user is 
able to create his virtual character with a variety of options that allow for detailed character 
customization. Then, when the user selects “Finish”, he is led to the home screen again. From the 
home screen, the user selects the “Invites” button, where the user is prompted to the screen that 
allows him to select through his family members and invite them to the virtual reality 
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environment. Once the invite it sent, the receiver is notified and the receiver follows the same 
steps in creating a character. Then, the receiver can select the “Invites” button that will now have 
a notification symbol indicating an unanswered invite. From the “Invites” screen, the receiver 
can choose to accept or decline the invite from the sender. When accepted, the sender will be 
notified. Then, the sender can select the “Camera” button which will prompt him to the 3D 
camera function. With the 3D camera function, the user is able to take a 3D picture of a specific 
environment that will be recreated in the virtual reality. After the photo, a screen will come up 
that lets the users know everything is set and all they have to do is put on the VR set and connect. 
From there, the users are able to interact in the virtually recreated world and share specific 
moments and environments. 

The mobile application was designed to enable users to discover the application, without 
having to go through some sort of tutorial or guides for the application. One specific reading 
from the quarter outlined that the process of “discovering” was an important element in 
interactive design because users learn much more from discovering interfaces and designs rather 
than being told how to interact with it. Drawing from this idea, I wanted to design the system in a 
way that would allow users to interact and discover the features. Reflecting this idea, the home 
screen is designed in a way that allows users to navigate through all the possible interfaces 
without being told what functions each element has. 

The main purpose of the design project was to create a system that would support long 
distance relationships in a way that would be more efficient than what current technology can do. 
I designed a mobile application that would allow students and family members to reconnect and 
share special moments that would bring family closer together and close the gap that was created 
by the long distance. My design aims to combine specific features of current technology like VR 
technology and 3D camera technology to create a close and intimate space for family members 
to interact and reconnect. 
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