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I'm Aida.

G L LA e Welcome to my 8-year-old design world!
| love to turn Science into application and
bring comfort for people through Design.
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-*: Covid-19 Area: All the user tests and researches have been done online

BA Thesis- Conference Article

CYCLE .

With the aim of raising the level of awareness of girls in
puberty and earlier related to health and menstrual
management a game has been designed as a tool or
method of problem solving, considering its effective role
in educational processes with high acceptance and
creating a deep learning experience for adolescents.

20

Game & Toy Design

Keywords:
Menstrual hygiene management, Training, Interactive
play, IDEO method

Associated with

~ TEHRAN UNIVERSITY

A¥3A00IY

P2

PERIOD

7%, Pain
Many girls have no idea about their natural cycle and
how to manage it until they experience their first period.

5, Root Causes & Effects

1. The difficult challenges of menstrual hygiene
management (MHM)

2.lack of access to proper and adequate education

3. cultural issues
=> lead to physical illness and mental trauma

Based on Observations and Statistics



Inspiration

Who are the Stakeholders?

Based on Secondary research:

Governments Parents Health units

Adolescents Teachers

Who are the users?

Based on psychological literature reviews:

Optimal cognitive ~ 10-18 Y/O
development

Appropriate
time frame for

preparing

Ji 12 o erore

Age range 8-16 Y/0 8-12 Y/0 puberty)
of puberty

in Iranian girls

The right time to receive training

The right time to receive menstruation-
related training involves coinciding
cognitive and physical development,
but it should be before your first period.

Design Method

INSPIRATION
IDEATION

IMPLEMENTAT IoN

The 3 core actites of design thinking

)

Boys and Girls of Iran

The success of women's education
depends on the companionship of the
whole society and men. It is best to be
accompanied from an early age.

How does she ... ?

Based on Interview

A few days ago. Zainab rushed out in math class and then | saw
her crying in the yard. she was SCCAF@M He dian't say what
happened to him. | was CONFUS @M. when he came to

school tomorrow and he didn't tell me what the problem was.

rm a@shamed to pick up and change the sanitary pad
Feel?
H

Based on Interview

I used to think it would feel good to get period and | would be like a

grown woman. but now 1 know It S @ Ot of trouble

Think?

Based on Interview

It's @ mistake to say that we got our period. We have to say

1 am sick.
Say?

Based on Interview

I don't go to @ party when | get my period. I'm worried there’s

going to be wousie. | don't tell my father
and brother ... hide my period
and my sanitary pads.

Do?

Based on Interview

PAGE ]



Co.
Hag -Cre,
95 Do, %oy
e

Co-creation as the Centrality of the Design Process

®
I d ea t I o n v Through the help of all 6 co-creators during market

benchmarking and brainstorming, the criteria desired by end

Co-creators - 5
users are extracted to design and evaluate ideas.

.‘: Covid-19 Area: finding, Inviting and communicating with children who are
willing to cooperate in this project were serious challenges in the days when
online communication was not as strong as in the post-corona era and
few people were proficient in using online contact platforms. In addition,
parents generally did not have a positive opinion on this issue due to
cultural reasons. Anyway, thanks to everyone who trust and helped.
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Based on Co-creation + Market Benchmark
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< S0, What is the Criteria?

Quote:"..." Translation: (..
S You don't get bored and you want to stop playing. Fun
| like the characters and their stories and toys. Lovely
Neither too hard nor simple like childish game. Age-appropriate
I've never seen a game before. | want to see how Curiosity Booster
my body played. We'll have to see what happens
in the end.

)



Plot

For our actors (Users - peer group), we have to design an
age-appropriate story that's playful and informative, Which
also talks about their feelings. In this story, we can use “the
Time" as the driving factor. On the other hand, by
Personalizing some features in the story, participation of all
actors would be increased.

Blanket puzzle
Inspired by Lorelei (2020)

s in makir
zzle piece. Some of the puzzle pieces have ar
the form of

ape - anillu

with a blanket cape - ¢

ntent in a collection ¢

Qe 7G>
2
(F=roed

Superhero with a blanket cape
Inspired by Lorelei (2020)

5 with a blank

s
‘7/ .4.:
i ] m"’.""’/‘-'

Lorelei (2020)

a oac 2 RiE

and tells him how

situatior

Period board game

game based or
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Period board
The sibilit
from simple t
interacti
making trig

T INCre

game




I d eatio n g Co-creation as the Centrality of the Design Process
= They'll tell us which idea is best.

Co-creators

Evaluation g s Sl

Based on AHP Evaluation method

No.4 |No.3 No.2 No.1 No.1 No.2
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Factor Amusement peer group content Participatory Story telling  Diversity in Players interaction Education L N =
: T .
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0 ) . = = . ~ . - Al Story telling |
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= Amusement 3 N =
+3 . + + 2 - + - K f1560 127 112 45 ! el I &, FAD ‘
Amusement Total score P Wl @f )
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«iwe /Test the MVP Idea 0 s s s s e
Based on Co-creation p—

Instructor

The type of interaction and dialogue intended for boared game that

is shaped by the help of cards in the game is first tested whether it is . 'T : ‘ \

adequately expressive, challenging and pleasant. SUCCESSFUL!

wely ot my

TRUTH RUMOUR

What i the solution?

¥

@ - I
- -
Albums of board games
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Implementation

Moodboard- Color pallet

Based on AHP Evaluation method

000000 A4ACAE CACAC4 F2F2F2  FFFFFF  EB265E  ECB504  19A4A5  FFBO1C

Avoiding color stereotyping is one of the effective
factors in reducing biases and violence.

Designing the Games’ components

8 spon it 3 ol Opps iy "o
e

Qliuly 4435

- X0 |

RPG

Game mechanism & rules

battlefield

core survival

Each round of the game lasts 20 minutes. The game
is for 2-6 players, 10-12 Y/O with parents or
teachers. winner is the one who has the highest
point, when the time is ovr or cycle has ben
finished. core porgession loop
The game has a manual. core loop {
Each player moves on the game board by rolling core skill loop
the specified number of dice. o

Then he takes the card associated with the house
he has decided on and executes the command mechanic
written on the card. Some of these commands
include story writing, which the story book is
designed for. Players are judged based on accurate goal
performance and teamwork and give points to
each other.

If you want to make the game more difficult, you
can use the timer to set the time limit and increase avatar
the speed of the Turns. The progress of the game is
based on the commands on the card, which o
includes reading scientific material about the
different phases of the period cycle and puberty, or
moves the players forward and backward.

CE I® BB

developing character

dynamic

customizable

design creatd

abstract

Final usr test result

The game was done properly and the
ambiguity was resolved with the help of
the guide book.

some feedbacks:

-My sister Helia must see this game
-Writing hands is boring because | think
the lines of the hands are irrelevant
-Turn over the cards and let's see what
the rest is?

-The Board is very beautiful!




-‘: Covid-19 Area: All the user tests and researches have been done online.

unlcef Second place in the UNICEF National Innovation Award for
Children and Adolescents

BOOM ..

Considering the special needs of children to design a
simple user interface as well as motivate them to study
It is necessary to design and create an independent
platform for them.

»
UX/UI Design

Keywords:
Digital Platformed Library, Education, Accessibility, social
quality

As a member of the UX/UI design team, | did:
« User research
» Wireframing & low-fi design
+ Visual and high-fi design
 Prototype

Associated with

G seed seeprnb.ore

Pain

- In different provinces of Iran, more than 75% of schools in the country
do not have libraries. If there are any, Available books and other
reading materials are old and their content for children is not
attractive.

/‘ Goal
‘O' I-Access and encouragement of children 6 to 12 to books and reading
2-Preparing accessible and multimedia books for children

Based on Observations and Statistics



nspiration

Absence of the

librarian to guide

the child

Non-native content

‘only in Farsi language

schools Worn out books with
‘irrelevanl content

without

libraries

Inaccessible format
for children with
special needs
Limitation of
‘ structural space
(time, place, content)

Who are the End users?

Based on psychological
researches & literature reviews

Diversity is the case; Every Iranian
children aged 6 to 12, of every level
of ability, color, race, language, and
financial ability.

G

Who are the Stakeholders?

Based on Seconda

ry research:

Iranian child and adolescence Teachers
Parents Schools Adolescents
charities  publishers
sl plojlw
e p3ye
NGO
B Igs < Sl
S35 (slgine jgel ilg>
Producers of 0jg2> pYlad Ol SLaquus government
child content S3gS %9 Native institutions
children field = facilitators
oblagtss activists - OIS Cutaan
S5 o—— N o
) and | UMl O09R 9 U9l
Children's e - wlsols Education
libraries o
librarians policy
makers
) 'Y At ° Py 5
859> pYlad - Phe
b = GV S¥dew % g
s — chaes hsls
Activists in the 2y b oligel Linils x ok O laanso, .
field of books o.'); ©tudonts  Digital lirary for 9'u..)‘“ g G
= child & adolescene O o Children's
Sg8 Native (5e9) Charities  rehabilitat
- trainers and ion centers
publishers ; :
9 Quiione facilitators sliltianylay
eyl
olohb Oy S
< arents >
Researchers B Children’s
and designers 029)* Book 4w)3s School hospitals
h (92l reading ol builders )
)b 5395 promoters )15 S he
polys )3 0Ly care (5jg) Vi

s Farsi speaking

children all over

the world

centers for sygs
B onlae  persian  children
Jl@)e ) gl language
45 schools abroad
1955

Solution

Based on research

The design and development of interactive and digital library for Iranian children aged 6 to 12

SEED Foundation A7
Research and design
Co-creation through the country

S w53 ()31 2

odlaianl jlol oy« G2hP
Check usage statistics
Development and technology
Update & enhance services o
©lods dgup) g (Slwyjgp + 9 AWy

o sy -

Technical support

Content production
Lo (g0 (slyione 395 +
Multi medlq.comer:t .u .
OB b () * o >
29 (slgioe 4

Native content

A

$

9 olel> e sl (Slusiidn j o3kl
el g2 9 GBI slo cod)b

Using the financial support of supporters and
domestic and international capacities
lgiows jl o3kl Cagz hal b (g)5an
232 (clgime 395 9 S9290
Cooperation with publishers to use existing
content and produce new content

SIS

9290 (Slyizne 0)L)> 2925k *
D> (glgize Al o .)lq,uu.u .

Feedback about existing content

suggestion and presentation of new content

Platform digital library

LS opaily
Jlzad

A

RIS o <S5yl b (5) e
9 (5130 Cw LISl dugs g

9 uo)le
o Gl
Schools and libraries

©lod> (pa2gy0

Jlws Glulis
Promoters of digital

library services

Native trainers
and facilitators

9 oYled

OA>00
Glg2lis
Reading activists

and promoters

Schools and
libraries

A

\
A

\:*7

walido @gblio ) ljlw awyis b ()5a
Sl Oloas jl edlasuwl @ug)ys (glyp

Coop with panies to
provide new hardware facilities
ez 2B 9 GBI slding 2Ly
83 o3kl (6)l38] Cadw LIS dags
Establishing internal and external surveys to
provide stock hardware facilities

Coop with school builders in different
areas to promote the use of library services

29 Olioyid § Bkl L (5)\a0
©lgiowe 3dg5 Cag

Cooperation with local writers and artists to
produce local content
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Covid-19 Area: finding, Inviting and communicating with children who are willing to

® Co-creation as the Centrality of the Design Process cooperate in this project were serious challenges in the days when online
\ communication was not as strong as in the post-corona era and few people were
I d e a t I 0 n Y Users Do Know What Exactly They Need. Ideation, defining proficient in using online contact platforms. In addition, parents generally did not
Corcrahtors criteria, design and eV0|UGtin9 ideas have been done by the have a positive opinion on this issue . Understandably due to cultural reason, Parents
help of the Co-creators of 5. did not want their child to be known as someone with special needs. Anyway, thanks

to everyone who trust and helped

Co-creation

as the Centrality of the Design Process

Co-creation with END USERS Co-creation with stakeholders
Based on psychological Based on psychological
researches & literature reviews researches + literature reviews
i o \
S
The end users= children and teenagers The stakeholders= teachers, trainers, educational and
The team managed to hold co-creation sessions with 8 social activists, librarians, etc.
children with special needs. These children included With more than 40 co-creators, numerous discussion
visually impaired, hearing impaired, Dunn’'s syndrome, and ideation sessions were held, which led to the
autistic and hyperactive children from many cities with building of a valuable community of experts and
diverse ethnicities. Basically, it is challenging to concerned people who cooperated in various ways
communicate with this range of people, and the along the project.
compulsion to hold meetings online doubled this
challenge.
Solution

The team'’s solution to achieve the best results from the sessions was to
l. prepare an introduction video and send it to the children to reduce the anxiety caused by meeting strangers.
2. Empathy and trying to establish a friendly relationship with children
3. Designing online ice breaker activities
4. Designing games simulating the desired features in the product to get feedback

PAGE 9



intaia = Information Architecture

Based on research

p = = = e i | Ateam of 6 designers worked on

= . ideation and wireframe design in several
meetings. Then the result was prepared
in the form of an Al Map.

Low-fi Design s
= M

Based on research

S 043 ko 21

Then in 3 versions, they applied Low

fidelity Design, which is actually the

initial map of the user experience of the .

product. 888
a a @ . T

S FTEM'!ML‘M'HWHj

b,

" F

g5 ot
o

Mood board

Based on research

Each member creates a board of what
He think about app and its theme that
product needs to have. the results will
be useful for branding etc.

PAGE |



Implementation Ul Kit + Design System

ooooooooooo Navigation Badges Book Categories
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Important points in UX/UI design: High-fi Design Responsive Design Lunch in Market

Based on psychological researches + Based on Ul Kit + Design Sysytem Based on Design System

. . In the winter of 2022,
literature reviews

the first version of
Boom application was
released on Google
Play and domestic app
stores such as Bazaar.
After one year of the
pilot project and the
product’s entry into the
market, it has been
downloaded more than

600>

. Readability of writing for the children’s
group

2. Happy and lively colors and at the same
time suitable for special color
sensitivities in groups with special needs

3. Adhering to the simplicity of the form
while being adequate for special
sensitivities in groups with special needs

4. More than 40 books in sign language

PAGE (7.

4. Gamification to create interest and ) gg Oy HETHC : g
: T 500,000 times. This
increase the return rate of users to the vE 8 e ElS] - )

a program is constantly
plp ’ " ) being improved and

5.Using imagery with concepts aligned A
with goals such as diversity. ‘E“‘_‘;—EEEEE

! .
' What does The BOOM provide now?
1
1 o
; m Find out more about
: 1. More than 500,000 good and diverse Seedfnd:
: book titles
! 2. More than 1000 active users
: R Boom www.seedfnd.org
d warldwids www.boombook.ir
: 3. More than 50 books in Turkish,
. . " - oogle Play
I Kurdish, Balochi and Gilaki B @ seedind
1
; languages
1
1
1
1
1
1
1
1
1



MATE ..

Mate is a digital character empowered with artificial
intelligence that helps to delay the onset of Alzheimer's
or slow down its progress by retrieving and reviewing
memories. It also slows down the progression of
depression caused by Alzheimer's and generally
improves the quality of life of sufferers.

"r@0
UX/UI Design

Keywords:
Elderly, Alzheimer, Wellbeing, Artificial intelligence(Al),
Data

As s member of team, | participated in:
+ User research
» Wireframing & low-fi design
+ Visual and high-fi design
* Prototype

Team:

MEDIA ALAEIE- FATEME EMAMI

Associated with

5-5% TEHRAN UNIVERSITY

'Desian for sﬂmulaﬂng the five

human senses for various

applications of retrieving memories,
s’rren3+henir\3 memory, creaﬁna a

New experience with more diverse
involvement of the senses with .
therapeutic and emotional %,
approaches.

Pain

Living longer brings opportunities not only for older people and
their families, but also for entire societies. However, there is little
evidence to suggest that today's elderly live out their later years in
better health than their parents.

Alzheimer's is definitely one of the problems that severely affects
the quality of life of a group of numerous elderly people.

/%, Root Causes & Effects
Since the causes and treatment of this disease are not available so
far, with the current power of medical science and medical service
systems, all that can be done to deal with this progressive disease is
mental and physical care for the patients so that people have the
strength to live with have this disease in these difficult years.

Based on Observations and Based on Observations and Statistics

EisE

B

€ scan to check the Prototype




'~ Note

N

° ® \
i 100 [N
I n s p I ra t I O n "”C” The project has a strong abstract research aspect. It has been tried to
!

briefly discuss its points below.

The Problem The Scientific solution What is Alzheimer?
Based on research + Statistics Based on research Based on research
People around the world are living longer and expect to mental and physical care for the patients so that In short, progressive Alzheimer's disease is a general
live into their sixties and beyond. As well as The rate of people have the strength to live with have this term for the loss of memory and other cognitive
population aging is much faster than in the past. disease in these difficult years. abilities to the extent that it interferes with daily life. It
All countries face major challenges to ensure that their is possible to develop symptoms at a young age,
health and social systems are ready to take advantage from 25 to old age, but most of the patients are
of this demographic change. However, there is little 5 o elderly. Currently, there is no definitive and approved
evidence to suggest that today's elderly live out their Common aging health conditions treatment for Alzheimer's

later years in better health than their parents.
Alzheimer's is definitely one of the problems that
severely affects the quality of life of a group of elderly
people. there is no definite cure.

Based on research

Hearing loss, cataracts and refractive errors, back and
neck pain and arthritis, chronic obstructive pulmonary
disease, diabetes, depression and dementia. In addition,
with age, people experience several conditions at the
same time.

Alzheimer's stages

Based on research

1. Symptoms include trouble remembering new names and people,
misplacing objects, struggling to plan and organize and difficulty
in finding the right words in conversation.

Based on research S 4
<o, G°‘?" ) o 2. typically the longest lasting stage, usually lasting many years.
besigning anaetivity drd Symptoms include more severe mild stage symptoms, forgetting

The Potential Scientific Facts

1.In a familiar environment, stress and defensiveness i i i . )
'n_terOCt'C'n th‘?t communieatas personal history and recent events, mood changes, confusion
are reduced (Placebo effect) with the emotional memory of a . R .
) ) ) about time and place, inability to recall personal details such as
2. Memories that are associated with sound have person - as the most active part of ) g ;
S ) ) address and personality and behavioral changes. At this stage
more retrieving power memory available to patients, : i i )
. i . care will be needed for the person with Alzheimer’s, there can be
3. Retrieving and reviewing memories helps to slow which disappears later than other A : - :
. i ) ’ risk of them wandering and becoming lost — which can be
down the progress of Alzheimer's or delay its onset parts; In addition, it should be t il
; : x - : ; ! ! extremely dangerous.
4. Forming an interactive activity to review memories, i . )
o ) ) ¢ R~ p_leqscmt ISR accompany 3. Care at this stage will be needed for all tasks as the person
empathetic and active two-way communication him in moments when the feeling . ) . :
leads to reducing depression in people with s i i becomes increasingly unaware of their environment, they may
T — CTIeARANCIsACNess PIevdlls: become unable to walk, sit or swallow. Communication become
’ i _ — much harder and the person may not be able to communicate
Based on The Potential Scientific Facts pain.

PAGE (Y



Inspiration

Best Practice

Based on Secondary research

RECALL s N interaction that combines cultivating
can conduct dally cognltlve training by looking at famlly photos. 8=
the plants, putlents may gain a sense of value and responsibility.

plants ar JPSyChOtthpr Pat
28, D JKINng ca

mel psychologlcul counsellng and positive encouragement and .
i to recove 5 = ~
t > patients the satisfacti of rememt " e
) thern reconfirm themselves ond integrate their I|fe ost imme :
at recalling old p can stimulate the residual function of the bral -
ond prevent the deterioration of dementia. L

f reminiscence therapy by means of a machine,
hot tch the memory journal; petting

>h are less risky than animals) or

s to

Emma uses EEG brain sensors (0 read brainwaves and sense confusion. [his ol

o help when help is needed ond passively monitor the patient's activities
grows with the patient to provide the best care throughout
S Trunspurent AR dlspluy shows information in context to

progression of
the user’s surroundings using graphic overluys Emmo speaks to the Alzheimer’s putlent
ser to listen to Emma while still being

through bone conduction speakers. [1is allows the us
iings. The two front -facing cameras let Emma understqnd the

; image recognition technology.

not needed. Emma learns

able to hear tf

user’s situation ¢

Our Solution
Based on research

With the information collected from users and discovering their needs and desires,
taking into account their lifestyles and facilities available to them, the final idea is

to build an interactive service based on artificial intelligence technology that aims

to improve the well-being and life satisfaction of people with Alzheimer's and
family and their caregivers.

PAGE |5

What is the challenge?
Based on research

The challenge of this project is choosing the right device and user
interface; In such a way that, in addition to the simplicity and
learnability of the user, all the needs of the user are answered, it is
compatible with the current technologies, it creates a complete and
pleasant experience, and finally, access to the service is possible
according to any level of economic power of the users.

+ Digital Al Character

* App or smart device

* Interaction with Al character
* Every where

* Any Time

* Alzheimer's elderly

Who are the End users?

Based on psychological researches & literature reviews

« People over 75 years old
» People with Alzheimer's in the first
and second stage



Ideation

Kurosh Semani, 78 years old / - | Sara Talebi, 75 years old

Persona . [ R R e rmmnmomemmeantenssmmsessnssseesmsemessmesasmessenssesssesssesssesssesssessces
obstacles

Alzheimer's level 1, (weakness of vision and hearing, low bone density,
lumbar disc, blood pressure

obstacles
Alzheimer's level 2, loss of vision, hearing, loss of muscle mass, sleep
problems, frequent urination and recently blood fat

Based on research

life conditions
Single life - Living in an old villa house in old neighborhood

+ life conditions
i Living with a part-time nurse - on the third floor of an apartment in the
i city center

Story

Sanyosara is a retired teacher, mother of 3 children and has 5
grandchildren

He lives in the house that his ex-husband Ali bought 34 years ago. They
got divorced 20 years ago and Sara learned that Ali died of old age 4
years ago. Sarah has been suffering from depression since the early years
of separation. She is a strong woman and does household chores such as
shopping, cooking and cleaning alone.

He recently noticed that he has trouble finding the address of the
shopping place or home. Sometimes he goes to his childhood
neighborhood by mistake. When he was talking to his little
granddaughter, Haniyeh, he mistakenly called her Sadig, who is his first
child. These issues have worried Sarah's children and they have visited
the doctor several times. After the diagnosis of Alzheimer's, they do not
leave him alone.

Sarah loves family gatherings, playing and cooking with her grandchildren.
Sarah is disturbingly quiet when she has brain fog.

i Story

1 Mr Kurosh is a retired Central Bank employee who lost his wife of 13 years
+ due toillness. He has a house in the center of the city and a young nurse
E visits him for a few hours a day to take care of his work. He seems very
proud and quiet, and he is ashamed to have his children take care of him,
but he shows this embarrassment with special violence. It shows itself.

i He spends many hours of the day sitting on the sofa in front of the TV and
i does not speak.

i Sometimes he forgets the name of his nurse and he doesn't recognize the
i pictures of his grandchildren. He visits his albums every day and reviews

+ the memories of his wife and children.

i+ Listening to old music discs and watching old movies are his favorite

E activities.

In addition, Mr. Shakibaei gets scared when he gets brain fog and doesn't
i recognize him and starts to get aggressive to kick him out of the house,

E who is a stranger or a thief.

Puzzles and games to
remember memories

Who am I?
user Journey Map Where am I?
What is today?
Based on research :

®@ 66 e 66 e o ® ©® © ® e 06 e ©® e @ ©

wake up daily briefing ol Take medication going out coffee talk meal  memorylane take a nap memorylane Pay bills coffeetalk  Take medication meal  memorylane Take medication ready to sleep
alarm
Altalking Al talking Al talking Al talking Al talking Al talking Altalking Al talking Al talking Al talking Al talking Al talking Al talking Altalking Al talking Al talking Al talking
reminder list reminder list reminder list reminder list reminder list Al data’s from you reminder list reminder list reminder list Aldata’s from you reminder list reminder list reminder list reminder list

[rp— fros—
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Ideation

Mom, s Jour son, A

NOtes fOI‘ her Be G wid s Do ou remewmbher Awrwmn bas starcted. LeX's Aake Tell we, did Jou \ool a {owrsc\g Jou
o _3 Mubommad, who ’\’oA:\»{ is o look aA Ahe auwtuwmns Jou have Fake Awo purple and wre really beautifult
T4s Wis \O\F’\"AAN\{’
Based on user research ' alhe Sirsk c\a,\{ of s ?wsseAA blue Pills?

school? He is coming Xo see
{ou Srer sclool,

Opportunity

It is the recording of memories that are
recorded in people's minds along with their
emotions and feelings in the past. These
memories last longer and are lost much later
than other parts of memory due to Alzheimer's.

Ul Kit + Design System In addition, remembering them is very pleasant

Mood board v

for the patient and brings a sense of security.

Based on research !
Typography

Welcome e

o i Solow Main Features

o e e [ X ]

o D - - -— I Based on research

@« e o o0 @) 1. Simulated character

— o e - 2. Memory lane and memory games
A Mate 3. Medical and Statistical reports

= VARSE I )
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Implementation

Low fidelity
wireframe

Based on research

'z
g

~aigoid
Siion

g

. Login

i
T uubs

Upload memories

Nasser

What do you want to upload?
or

Upload Data

The necessary information for
simulating the patient’s relatives
in a digital character is simply
done by you. Just upload your
album images or give access to
Google Photos. Upload videos of
the patient’s relatives so that the
voice and movements are
completely transferred to the
machine to learn and Simulate it.

how long do you have this
disease?

ﬂ tome

Features + Final Design

~onoid

High fidelity
wireframe

Memory lane and
memory games

Interaction Begins

It is a digital character empowered
with artificial intelligence that uses
existing intelligence databases,
Amazon or Google. A character that
has the ability to personalize the
voice and face according to real

people.

9
2
S

& home

Mate
ﬁ’ Edit data &
e

Narges

a

City Services ~ Social media

v, 8

2 @b
- i ¢ .
Random having fun

e Py Emensy Soos Enamensl

“Diyou o my ket leave g Ghve
more ety

* Tolmy s ey documents. (s
ey

Doctor & Family Follow

One of the most important features is
sending reports of the patient's condition
to his family and doctor via email.
Statistical reports of the patient’s mood
and life plan are the most important data
that this application can collect.

Cpevious  yideo  next >

@ memory lane

Cprevious  Story  next >

This is when you were young with

Do you remmenmber who is she?

Her name is Nahid. your wife, Nahid and your children

nd this place is your fancy hou you vacation.
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Implementation

Values

Based on research

« It is a digital character empowered with artificial intelligence

. Uses existing intelligence databases, Amazon or Google {its for 2021 & GPT has been
released in 2023}

« Personalize the voice and face according to real people

« in active two-way interaction with the user at all times through smart devices

« Live, audio and visual interaction based on real information from a real person who
represents

« The ability to track the mental state of the user with Tone detection technology, which
causes the user to engage in effective activities and restore vitality when the user's
mental state drops

« Suggest activities that help the user remember information from the environment and
those around him

Eigm
%3’% B scan to check the Prototype
L
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WERGO—ZOZS

Wergo means the sense of curiosity bloomed in a child
and no adult experiences it with this quality.

Wergo is a cultural recovery and redesign of a brilliant
method: Community-based education. The joy of
learning through accessible technologies comes true in
Wergo and its projects.

@00
Service, Game & UX Design

As a Co-funder & Design Owner of the team, | did:
« Strategy developing
+ User research
* Branding
« Service design
+ Team organizing
+ Social media management

Keywords:

Anthropological approach, Free education, Community
based education, Mathematics, Soft skills, Adolescences,
Story telling

Associated with

M) ARVIN-VAZIRY-63299A110

wERGO

%, Pain
Due to the defects of virtual education during the COVID-19
years, children are now suffering from academic weakness,
lack of motivation, academic failure and in higher grades,
they become academic burnout and confused about
choosing a major.

Based on Observations and Statistics


Rectangle

Rectangle


A series of activities started

simultaneously from January 2023

1- Research on related terms 2- Market Study e FOERE A

child and adolescent development and education,

: 3 ccessful and un ful example study on
« Educational toy design, Successtu unsuccesstul example study

educational events and workshops for children and with experts and activists in the field of child and

« General mathematics and its teaching methods in the world, teenagers in Iran and abroad adolescent education
« Social innovation

4- Co-creation and ideations

with the help of successful teams in implementing
similar projects

7- Implementation of MVP 6-MVP Design, Prototype, Test 5-Strategy Definition

« Goals and vision
« Guidelines

« partnerships

« Public relations

Team building

Onboarding and team training
Financial planning

Executive and logistic works
production

Recording and technical setup
Social media accounts management

Games & group activities
educational activities
Brand identity

Service Design

8- MVP review sessions

After the implementation of the MVP, meetings to
review the obtained results are held and R&D is
conducted.

PAGE 17




Ideation

Who are the users?

Boys and Girls of Iran- Grade 6 & 7

Pilot: Kurdistan province, Sanandaj

4

Game & Activity Design

Do

5 (= o)
&= (

STRENGTH

1. Insufficient
experience

2. Volunteer work

3. Choose a small
town

4. Remote team
communication

1. connections

2. Expert

3. Market capacity
4. Initial budget

OPPORTUNITIES

PAGE 1%

WEAKNESS

1. High motivation
2. Accuracy and
responsibility of
members
3. EBxperts MVP of Wergo's first project:
4. Help from friends and
acquaintances

What is the MVP brief?

WERGO SUMMER CAMP
«+ Teaching science to 6th and 7th grade
children. in Sanandaj

1. Powerful rivals « Math educational and entertainment
2. small community
3. The risk of working with program
a child under 18 years + 4days
old . L
4. Cultural issues « The educational program combination of

educational games designed by Vargo and
Oxford University researcher Dr. Joe Buller.

+ Presentation by online instructor, Arvin Vaziry
(applied mathematics PhD candidate) from
Dalhousie University, Canada

+ 3 educational facilitators to complete the
educational experience for children

THREAT

Service Design - User Journey map




Branding

Story

Our name is Vargo

Wergo

Before anything, let me answer your question. You didn't ask, but | know you want
to know what Wergo means.

Wergo can be anywhere
It can come anytime

Wergo means when you have the same question as the person sitting next to
you, and you make a coincidence and say that you thought the same thing that
I am thinking? And then you laugh together and start chatting about that thing.
Wergo means when you get together and say what's going on and then you
start to tell about big and small things.

Wergo means when you start thinking together and chatting about your ideas
and questions. When you are curiously looking for answers to your questions. You
are imagining and your thoughts and words are so busy that you don't realize
how many hours have passed.

That means all of these. Whenever you had a question about something in this
world, you were curious about the answer, you searched for the answer, you are
becoming Wergo!
you know, Many are Wergo. It's natural; Because it is in the air you breathe. It sits
on the edge of our building. He waits for the green light next to the pedestrian
crossing and crosses the street. Wergo is in the Chase package. Between the
books in the library. In the bakery line. Sometimes he goes to the air park.

It even hides in your pillow. Wherever you are, Wergo has arrived before you and
has taken a place in every corner.

What does it ook like, you ask? How do you see it?

Let me put it this way. Whenever you remember Wergo and look for him, know
that you have found him.

You and the person who found Wergo there look alike. This is how you find each
other. Because you also became Wergo. Wergo team!

Just don't forget to follow the Wergo customs: smile at each other and bump
your fists :)

We were Wergo. You can be Wergo too. Just find it and get together. like us.

Action Figure

DALL-E lllustration

Prompt:
Wergo is a purple spirit. Curious children looking at
the Wargo galaxy with a scope made of tin cans.

Logo design

English W w WER(\S
wERco  WERGC

wERGs
weRe, ERGO

Farsi
9

- WER

Monogram

Primary Color
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Graphic material

g wo Teaser gi%% G Scan to watch the Teaser

wergoeam@gmaicom @O
B8

wyns By Loopkey.Studio

1Eob 939 iliaunsli anS

Storyboard Stop-motion Technic

Project: _Wergo

- S
e S i gt i s b sl

e

e
et s i
b mair s 3G9 sy

Arako Chavoshinejad ArakoChavoshinejad
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Conductor & Work shits

oo

Social media announcement

Through social media announcement, Wergo

summer camp was published along with a WERGO
teaser in August 2023, and a manual for

participation in the camp was sent to parents

of applicants along with consents to publish Wergo-Team 2
children’'s visual content on the Internet. The joy of learning through accessible technologies comes true in Wergo and its projects

Education - sanandaj, Kurdistan - 1 followel

( v Following )

Home About Posts Jobs People

& wergo_team 0
9 45 11
Posts Followers Following
Wergo | s533
Product/service

.y Followed by maral4_a, zhoana.sharqi and 2 others

Following v Message +2
Day4-The La... Day 3 Day 2 Day 1

i3

fpaiass 5559 3 UpiSlps Lo

sl gy Gladl lasias
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THE SUMMER CAMP

Some Shots

The Last Day

Cooking snacks by participants

PAGE 17



Back Scene

Analyzing the video recorded the previous day to correct errors and Facilitators

: : : ) ol analyze children’'s behavior to improve teaming for group work
Two-way online live audio and video communication between Wergo Y P 9 gretie

Camp and the teacher: Sanandaj - Canada
Accurate recording of the entire program.

Impacts

After the 4-day camp, a survey was conducted with children and parents:

+ The parents announced that the children prepared for the program
with more enthusiasm every day than the previous day

- More self-confidence to face issues that they don't know and don't
know

+ They express their opinions without fear

Cheers with the Teacher. Me! Working.
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WERGO 7oy
NOT KNOT .o

“Not Knot" is an educational toy designed
to aid in understanding mathematical
knots. This toy, developed to address the
needs outlined in the curriculum of the
WERGO project, features a base with three
axes (X, Y, and Z) that allows users to
construct various knots from 2D diagrams
using ropes. The shadow of the knot,
created by a light source and a screen
below the toy’s structure, represents the
corresponding 2D diagram of the knot.
Users can observe live changes in the
shadow (2D) as they manipulate the rope
(3D), enhancing their spatial visualization
skills and understanding of topology.

Additionally, through a gamified process,
knots are encoded with sounds (using a
xylophone), which strengthens the
gameplay mechanism and integrates the
five senses to create a deeper and more
enjoyable connection between the player
and the learning material.

) o
D« @

As s member of team, | participated in:
» Research
* Ideation
» Sketching & 3D-Model making

Team:

WIWERGO—TEAM

.

.'4 L )
0 TN | ——

1

el

S

S
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5 B Yy by

“A Award” Competition Shortlist .

The seeds container is actually a the process of making the

representation of the green stem of the package is simple cutting and

sunflower. folding, which is very energy
efficient.

BI—OOMY—2023

Bloomy is a paper sunflower that you can
reach to the sunflower seeds by crushing
the petals; no worries about the husk.

Because this package is
completely environmentally
friendly. It is not made of any
material except recyclable
cardboard.

Bloomy is a conceptual and form
inspiration from the sunflower that
connects the user to nature as well as their
favorite food source.

m @0

ause this package is

ely environmentally
ndly. It is not made of any

material except recyclable

food grade cardboard.

As s member of team, | participated in:
+ Ideation
» UX writing
» Prototype

The lid of the package is a

presentation of the

utiful yellow petals of
unflower.

husks of
sunflower

Team:

HANIYE ADHAM-AMIRHOSSEIN
KESHAVARZ-REZA AHMADI-OMID ZANDI
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1st place in the national SERE 0

packaging competition 2 KILIM PACKAGING

Tikan

Designed by Aida Vaziry
Industial design student at Tehran Univesity

Designed by Aida Vaziry
Industial design student at Tehran Univesity

“The kilim is one of the valuable handicrafts of Tran, which is one

I l s W AT . : of the 10 most popular Travian historical monuments for foreign
| K N & 6‘_”“ is a beantiful and easy to carry P“Ok“@‘; ‘H/M‘i’. is made Of tourists, This valuable product deserves beautiful packaging.
+hick cardvoard and woven strands of recycled plastic fibers with
hemp and is designed in +wo sizes for small and mediam kilims.

GILLA-zozo N " ‘ ‘

Kilim is one of the valuable
traditional handicrafts of
Iran. Packaging for this
product is of commercial
and cultural importance.
Tikan and Gila are two
concepts with a cultural and
sustainable approach.

ﬂ . %, @

values
sustainability in the production of materials and

manufacturing methods

Use less variety of materials, which reduces the econowmic

costs of production as well as environmental costs. "Tikan" is a beantiful and easy o carry package that is made
Lower cost for customers of metal, plywood with Tika wood veneer, recyeled plastic fibers
The weight of the package is much less )

Reduce the risk of theft +o the low cost of materials used with MGW'P veneer.
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Semi-prepared foods available in stores.

With a limited use-by date, with a
sustainable and waste-free supply and
cooking method, in a sand packaging
molded with edible vegetable glue, in an
anodized aluminum box.

—~
Bx @

Hot sand cooking without oil is
a method of coffee preparation
and street food in India that
inspired this design.

Anodized aluminum box

By scanning the QR code on
the metal box, the user is
taught how to prepare food
and other tips.

After using the sand container, the contents can
be turned into powder in an aluminum container
and returned to the factory by delivering it to the
store. Or if there is no access in the environment,
it is not recommended due to the loss of sand
and the possible incompatibility of sand with the
environment.

This sand pack can be
placed on direct heat. The
sand is heated against the
heat and the food is
consumed in a short period
of time.




THANKS FOR YOUR ATTENTION

CONTACT

MAIL D.VAZIRY.A@GMAIL.COM
WEBSITE WWW.AIDAVAZIRY.COM
PHONE +98 9034542314

LINKDIN AIDA-VAZIRY



Accessible. Affordable. Design.




