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OUR PROBLEM
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? Children often struggle with focusing while reading ;

I a book, their short attention span causes their I
$ minds to move from one thing to the next. This is 4"}
¥ especially common in a distracting environment 'f'
I filled with people, noises, and screens, such as a I
b Library. How can we create an experience that -

* i+

allows children to focus on their reading and feel
more immersed into a story?
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. We went to the public library and spent time in the

%%%ﬁ 252

3 +
i children’s section to observe their behavior and 1
* how they interact with the books and tools around i
w them N

b b
M - We found that kids love to interact with the space M
I around them and, easily get distracted and have a I
N difficult time focusing on reading N

=

4%

et

- Many of the kids we observed jumped between
technology, books, and toys.
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INSIGHTS
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. The interaction between the 2D interface and :
the projection runs smoothly +

. The style feels cohesive and playful for children I
and fits into a library environment ﬁ

- We were challenged with learning how to work ]
with constraints such as the projection setup i
3

and room display
- Another challenge was understanding the
consistency and flow of wireframes
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Our system is intended to utilize both a 2D app and a room
of projection screens. Children enter the projection room
and use the app to select settings for their immersive

ﬁ environment. The projection allows them to touch the walls
+ to trigger various interactions with the scenery. Children
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can choose whether to be read to or to just read to

themselves in their built environment, and afterwards they

;|

f are given the option to take a short quiz in order to test their

: knowledge of their chosen story.
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child chooses a

story to read
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USER FLOW

child enters child opens app on
immersive reading
room projection settings

child reads their
projection system .
tablet and selects . story in the
activates . .
Immersive room
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child interacts by
touching the walls
and triggering
interactive
elements
child leaves room
feeling more
confident in their
reading skills

child takes a quiz
on the app if they
choose to
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