The Proposal

The Problem
Making learning about culture engaging for kids
Parents often struggle to get kids excited and engaged in learning
about their cultural heritage when the appeal of the society
around them is so much more tangible and something they share
with their peers. This is an issue we wanted to address as we
found that a lack of cultural identity during a child’s development
can result in low self-esteem and poor mental well-being.

Understanding Our Audience
As a team with various cultural backgrounds, we all had an
understanding of this problem from the perspective of the child. In
order to get a deeper understanding of this from the perspective
of a parent, we interviewed a few parents who are going through
the process of trying to teach their children about their culture.
Through interviews and research, we came up with a few core
goals that we wanted our app to achieve:

1. Make learning about culture fun and engaging for kids
2. Encourage collaborative learning with parents
3. Bringing culture into everyday life

The Idea
A Tablet-first game application, designed for
children and their parents to explore their
culture through individual and collaborative
activities.

Persona
We developed some personas based on our
research and interviews in order to guide our
design decisions and key features of our app.

Lindsey
Lindsey is a second generation Japanese-Canadian and a 35
year old stay at home mom. She keeps her day busy by taking
care of her daughter Sarah, taking her to school and driving
her to dance lessons. However, she is concerned about
Sarah’s lack of connection with the Japanese culture and
taking her to Japanese lessons does not seem to be helping.
She is looking for a unique and engaging way to have her
experience her Japanese roots.

Sarah
Sarah is a 3 year old, third generation Japanese-Canadian.
Being raised in Canada, she speaks very little Japanese and
has had negative experiences of being put in weekend
Japanese classes. She doesn’t see the value in learning the
language, as all her friends don’t speak any Japanese. In her
free time she enjoys watching cartoons, reading, and playing
games on her iPad.

The Product

App Structure
We mapped out the basic structure of our app before
going deeper into the features.
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Key Features
With our core goals and personas in mind, we were able
to narrow down and prioritize a few key features.

Customization
It’s important for a parent to be informed
and have a say in their child’s learning. We
wanted to allow for some customization
within our app, so that parents can choose
which aspects of culture and activities they
want their children to learn.
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We chose to explore these four areas of culture in
our app because they can be incorporated and
identified in everyday life, and are easy to learn.
Each category has a different kind of interaction and
experience, suited to best fit that aspect of culture.
We also wanted parents to have the power to pass
down their favourite bedtime stories and recipes
from when they were kids, which is why we
incorporated more customization in each of the four
aspects so that the app is tailored to each family.

Positive Reinforcement
Although the activities themselves are fun, we
wanted elevate the experience and encourage
more exploration by having a rewards system.
Through our user testing, we found that
stickers are a popular form of positive
reinforcement, so we incorporated digital
stickers that also relate to the activities and
culture.
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Learning Together
As the first close point of interaction, parents play
an important role in supporting a child’s healthy
sense of self. In order to facilitate interaction and
learning with parents, we designed activities that
can be done together. There are recipes for cooking
traditional food together, and traditional folklores
for the parents to read with their child.

Capture the Moment
It’s important to take photos and keep
memories of activities you do with your child,
so we implemented a camera feature with
different face filters that coincide with the
activities

The Process

Sketching
After having a general understanding of the structure of the app and what
features we wanted, we had rounds of sketching where we quickly
sketched out some ideas for each feature, and discussed them as a
group. This was a good way to visualize our ideas to each other, get quick
feedback to make iterations, and narrow in on what layouts and design
approaches we wanted to go with.

Wireframing
After refining some of the sketches, we moved onto making
greybox wireframes to get a better sense of the scale of
elements and the layout of each page. This also allowed us to
map out the flow and navigation of each section.

Illustrations
We had to come up with a consistent illustration style that could
be easily repeated for multiple characters and environments. We
used simple shapes and bold colours to help us achieve this, as
well as to create an engaging experience for the child.
We chose to use animal characters to represent each country
and to guide the child throughout the app.

Iconography
For interface elements, we made use of large buttons and icons
rather than relying on text, so that a child can navigate the interface
without knowing how to read, reinforced with audio that
corresponds with the button being pressed.
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Competitive Product Analysis
Throughout our process we looked at other kids apps to see
what was already being done in this area, as well as see what
design patterns and interactions are understandable for
children. We took some inspiration and common practices in
successful kids apps and implemented it into our own design.

“For Parents” button looks
less “buttony” than the
other buttons to prevent
from wanting to click it

Large, easy to understand
navigational icons

Skeumorphic items to make
a more immersive and
intuitive environment for kids

TocaKitchen 2 by Toca Boca

Play button for “Start” is
often used in Kids Apps

We also took a look at other kids apps that aimed to teach
culture, but most of them either focused on one aspect like
clothing or events, or were too broad. In contrast, our app aims
to engage kids in learning about multiple aspects of their culture,
and appreciate their cultural background
Has activities related to
Chinese Spring Festival

Donut’s ABC: Spring Festival
by New Oriental Xungcheng
Network Technology Co.

Teaches kids about Indian cultural clothing
by playing dress-up with a monkey character

3CM Indian Dress Up
by 3 Curious Monkeys

Lets kids explore different world cultures
through different games and media

Kids World Cultures
by Planet Factory Interactive

Prototyping
With the illustrations and interface
elements, we made static mockups in
Sketch. We then moved onto an interactive
prototype using Framer.JS. Using Framer
allowed us to prototype very specific
interactions, as well as incorporate sound.
Making an interactive prototype was crucial
for our app because motion and sound plays
such a big role in the experience.

User Testing
With the interactive prototype, we were able to conduct
some user testing with children and their parents. We
were able to find pain points and navigational issues
through this testing and made adjustments for the
final iteration.

Reflection

Addressing a Problem
With this project, we challenged ourselves to address a problem that we have all had
personal experience with and that many families are facing today. The purpose of this
project wasn’t to completely solve the problem of losing one’s cultural identity, but to at
least attempt to plant the seeds of cultural appreciation and engagement at a young age. In
the end, we have accomplished the goal to some degree, but because this is such a complex
problem, there are still many more iterations that this project can go through to improve.
The following are what we would do to further improve the project in the future.

Further Development
The sheer scope of the app prevented us from developing every culture we had
offered on the app, so we focused on one culture in this iteration. We also had to
limit aspects of culture that we address. It would be interesting to see how
other cultures would be handled in the app, and how we could add categories
like songs and landmarks.

Deeper User Research
It would also be beneficial to do more extensive user testing and interviews, to
pinpoint the exact problems of families from different cultures, in order to cater
to each culture’s specific needs.

Long Term Results
The constraint of time also did not allow us to perform longer term user testing,
to see how the app was used over time. It would be beneficial for future
iterations to see what areas of the app were used the most, what’s the level of
engagement over time, and if using the app had any impact on the children’s
outlook on their cultural heritage overtime.
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