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Introduction

Abstract
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Impact And Values
Why This Problem
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Abstract
Problem Statement
Hypothesis
Stakeholders
Impact and values
Why this problem
space

ZOZO is an immersive learning platform for
occupational therapy students, thoughtfully designed
to help them build clinical reasoning skills. This
interactive virtual reality patient experience provides
students with a better understanding of context and a
way to help them reduce anxiety before entering the
clinical setting.
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Abstract
Problem Statement
Hypothesis
Stakeholders
Impact and values
Why this problem
space

Occupational therapy students have to commit
too much to memory, which results in fear of
unpreparedness to work in the clinical setting.
8 out of 10 (80%) students mentioned they
experience a lack of hands-on training during
their course work.

A study of 1002 students conducted by an occupational therapy
research center at Jefferson reported that, even though students
encounter fieldwork opportunities, little was available describing
the process and context.
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Abstract
Problem Statement
Hypothesis

Hypothesis
Stakeholders

An immersive learning platform for occupational
Impact and values
Why this problem
space

therapy skill acquisition which will help students
gain a better understanding of the context and
description of procedures before entering the
clinical setting ?
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Abstract
Problem Statement
Hypothesis

Stakeholders
Neil Harner, Academic Advisor
Director of M.S. User Experience & Interaction Design,
and Assistant Professor

Stakeholders
Impact and values
Why this problem
space

Thomas Jefferson University

Lauren Bauer, Academic Advisor
Adjunct Professor
Thomas Jefferson University

Mike Begley, Academic Advisor
Adjunct Professor
Thomas Jefferson University
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Stakeholders
Abstract
Problem Statement
Hypothesis

External Advisors
Tim Moyer

Stakeholders

XR Lab Manager | Senior User
Experience Designer

Impact and values

Victoria Vavala
Why this problem
space

Medical Researcher Coordinate

Julia Wolinski
Medical Researcher Associate

Adriana Rivera
XR Developer

Tejal Naik
Clinical Liaison
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Stakeholders
Abstract
Problem Statement
Hypothesis

Nathan Soloman
Director of Blackstone Launchpad

Stakeholders

Jefferson

Impact and values
Why this problem
space

Occupational Therapy Department

Dr. Namratha Grampurohit
Phd, OTR/L

Cecilia Pivarunas
Doctor of Occupational Therapy

Samantha Burke
Doctor of Occupational Therapy
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Abstract
Problem Statement

Impact and values

Hypothesis
• Help occupational therapy students transition smoothly from
Stakeholders
Impact and values

academic settings to the clinical setting.
• Prepare students before working with patients
• Reduce stress and anxiety while working with patients.

Why this problem
space

• Make experiential education more accessible for occupational
therapy students.
• Explore the potential of virtual reality to alleviate pain points in
healthcare education.
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Abstract

Why this problem Space

Problem Statement
In fall 2018, I had an opportunity to work with occupational
Hypothesis
Stakeholders
Impact and values
Why this problem
space

therapy students to design an interactive toy for the kids; which
helped me understand what is occupational therapy is about and
some of the challenges faced by the students.
Explore the potential of virtual reality in healthcare education
Education is one of my passions and I wanted to identify the pain
points to come up with innovate solutions that are meaningful for
people that address their needs.
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Research

Research strategy
Secondary Research
User Research
Outcome
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Research Strategy
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Research Strategy

Research Strategy

Secondary research
User research
Outcome

I followed the double diamond research method framework to discover the problem and define the solution

Double Diamond is the name of a design process model popularized by the British Design Council in 2005
and adapted from the divergence-convergence model proposed in 1996 by Hungarian-American linguist
Béla H. Bànàthy
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Secondary Research
Research Strategy

•

Occupational therapy student experience fear and unpreparedness before entering
clinical practice, there was lack of hands-on training and, environment
understanding before they enter the f ieldwork, they had to commit a lot of

Secondary research

information to memory which was not very relevant to what they actually do during
the f ieldwork, OT curriculum being developed 30 years back, they believe the

User research

curriculum must be updated and new expansions of occupational therapy should
have been included. They had to travel to different places in order to conduct

Outcome

observations and get a basic understanding of the environment, they constantly
experience the gap between the coursework and the f ieldwork [1]
The AOTA Standards describe the goal of Level I Fieldwork as “to introduce students to the
fieldwork experience and develop a basic comfort level with an understanding of the
needs of clients." Level I Fieldwork is not intended to develop independent performance,
but to "include experiences designed to enrich didactic coursework through directed
observation and participation in selected aspects of the occupational therapy process." [2]
Fieldwork education is a crucial part of all occupational therapy education programs, it
provides opportunities for professional development and competency acquisition. It aims
to engage students in clinical practice allowing them to obtain specific knowledge and
skills required to be qualified in professional activities and treatment of patients Fieldwork
education serves as a bridge between theoretical education and clinical settings which
providing students with an opportunity to reflect their perception of coursework the rough
the application of their knowledge in a controlled clinical setting [3]

16

Secondary Research
Research Strategy
Secondary research

Over the last 30 years, very little has changed in the requirements for Level I
fieldwork. The 1983 and 1991 Essentials and the 1998 Standards for an Accredited
Educational Program for the Occupational Therapist (often referred to as the
Standards) all concur that Level I fieldwork is required and its purpose is to

User research

enrich the student’s learning experience through observation and participation
in the occupational therapy process (AOTA, 1983, 1991, 1995, 1999).[4]

Outcomes

Virtual Reality Training for Health-Care Professionals : Emerging changes in health-care
delivery are having a significant impact on the structure of health-care professionals™
education. Today it is recognized that medical knowledge doubles every 8 years, with
new medical procedures emerging everyday. While the half-life of medical information
is so short, the average physician practices 30 years and the average nurse 40 years.
Continuing education thus represents an important challenge to face. Recent
advances in educational technology are offering an increasing number of innovative
learning tools. Among these, virtual reality represents a promising area with high
potential of enhancing the training of health-care professionals. Virtual Reality Training
can provide a rich, interactive, engaging educational context, thus supporting
experiential learning-by-doing; it can, in fact, contribute to raise interest and motivation
in trainees and to effectively support skills acquisition and transfer, since the learning
process can be settled within an experiential framework [5]
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Research Strategy

User Research

Secondary research
User research
Outcomes

Based on the secondary research ten questions
were framed to understand the needs, goals,
and challenges students faced during their
educational curriculum and to get an overall
understanding of occupational therapy
•

Ten OT students were interviewed

•

One occupational therapy educator

•

One occupational therapy researcher
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Research Strategy

User research

Secondary research
User research
Cecilia Pivarunas and Samantha
Outcomes

Burke assisted in forming a focus
group, provided needed resources,
and connections and
recommendations throughout my
thesis journey.

I interviewed users at Thomas Jefferson's Scott
Memorial Library
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Research Strategy

User Interview Questions
What do you learn/study as an occupational therapy
student?

Secondary research
User research
Outcomes

What are the different areas you study during your OT
training ?
What areas of learning do you'll find more
challenging and why ?
Tell me more about your learning process and how
you approach it
What are some challenges you face while implementing
your theoretical learnings ?
Can you tell me more about types of certifications you’ll
need to complete and more about the challenges you’ll
face while completing them?
If you could change one thing with your current learning
process, what would that be and why ?
Can you tell me more about how the emergency
training is done What are the challenges do you place
during this training
Walk me through your process of working with patients
What are the challenges you faced last time while
getting access to lab and appropriate clients/users?
Link to the document

20

Interview findings
Research Strategy
Areas in occupational therapy education program

Secondary research
User research
Outcomes

•

History of occupational therapy

•

Introduction to various health professions

•

Human psychology

•

Holistic understanding of occupational therapy

•

Kinesiology: The study of the body movement

•

Body function

•

Biological and sciences of human

•

Neuroscience

•

Basic physics and prototyping

•

Occupational therapy most of the curriculum involves learning about the human
spectrum, it gets very board some time, students felt overwhelmed, however,
understood it's important to study and understand the bigger picture

"We humans are not that simple after all"
"We spend most of the learning about human life
experiences and helping patients reach their goals"
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Research Strategy
Secondary research
User research
Outcomes

Interview findings
Specific areas in occupational therapy education
program
Occupational therapy education involves the study of the
human spectrum. However, it could be categorized into
the study of [5]
• Physical disability - 63%
• Pediatric- 14%
• Mental Health - 15%
• Emerging practice setting -7%
Reference Link
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Research Strategy

Interview findings

Secondary research
Challenging areas of studies
User research
Outcomes

◦ Anatomy
◦ Physiology
◦ Neuroscience
◦ Patient intervention
◦ Time management and scheduling
◦ Documentation
◦ Hard to visualization
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Research Strategy
Secondary research

Interview findings
Further discussion on the challenges and things students
wanted to see changed

User research
Outcomes

• Students repeatedly said in the interviews they miss hands-on
training, they wished they could practice more
• They had to remember various patients scenarios and had to
commit too much to memory. They felt unprepared for the
clinical setting

“I wish i could practice more and have something like a
pre-training”
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Research Strategy
Secondary research
User research

Interview Findings

When asked if they could change one thing what would that be?
• I generally prefer a hands-on approach
• More hands-on training to understand the diagnosis in a better

Outcome

way.
• Exposure to various other field occupational for example
environmental science etc

“I generally prefer a hands-on approach so you can
talk at me all you want in the class, you can walk
me through the steps, and like I actually need to do
it, in order to understand it”
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Research Strategy

Interview Findings

Secondary research
User research
Outcome

Students journey working with
the patients
When it comes to working with
patients, most and the big part
of it understanding the client's
needs and challenges, they
have various intervention
sessions with the clients and
then design activities to help
them reach their goals
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Research Strategy
Secondary research
User research
Outcome

Inter v iew f in d in gs
When asked about the getting access to the lab and
appropriate clients/actors
• Students mentioned they did not have any problem getting
access to the simulation training, it is embedded in their
current curriculum. When we need to practice we try it on our
friends and family.
• We need to remember the script, sometimes it's stressful
when an actor goes off script because, this is recorded and
critiqued by the professors

“I think that the hardest part was figuring out what exactly
we were seeing and what we can do about it”
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Inter v iew f in d in gs

Research Strategy
Secondary research
User research
Outcome

Educator’s perspective
• I had to sit eight hours a day six hours a week, it's a very repetitive
process and students are stressed, I once made a cheat sheet for
them so that they feel they didn't commit too much to memory

“You know! after some point I get it”
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Research Strategy

Interview findings

Secondary research
Emergency training and challenges faced
User research
Outcome

We usually don't do any special kind of emergency
training apart from the CPR training

"It's interesting you asked that. Once the
patient went out of control, and I didn't
know what to do."
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Research Strategy

Interview findings

Challenges students face while implementing theoretical learnings
Secondary Research
• Students mentioned, currently, they watch patients scenarios
User Research

videos and refer to the chart to understand certain aspects, and it's
a whole different thing when you work with the patients

Outcome

• Students expressed they had to commit to a lot to the memory and
had a hard time recalling it.
• Students repeatedly said in the interviews they miss hands-on
training; they wished they could practice more.
• Student felt they to remember various patients scenarios and had
to commit too much to memory
• Students mentioned when I am conceptualizing an intervention,
some things like flow chart type. Something like if this then I would
do this, maybe something like that would be helpful.
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Interview findings
Research Strategy
Secondary Research

When asked regarding the getting access to the lab an appropriate clients/
actors
•

them, so that they know what to do when they actually meet the patient

User research
•

Outcome

Students found themselves imagining the patients scenarios and diagnosing

Students did have simulation labs, where they have actors who act according
to the script and they practice along with them.

•

80% (8 out of 10) of students mentioned they are visual-based learners and
tried various visual methods to understand anatomy and human muscles
which helped them to understand better. Students also use flashcards to
remember

When asked about any certifications done during the program
•

Students mentioned they don't really have additional certifications, apart from
their major. When they go to other states we need to Get a license and
certificate etc

•

However, there are some specialisation courses they could take like sensory
integration etc
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Insigh ts
Research Strategy

Needs

Gaols
•

Clearly able to
•

understand the

Secondary research

to get better

patient scenarios and

User research

understanding the

diagnose
•

context and the process
•

To feel prepared and

•

the transition from
course work to the

training and example

field work

based learning.

Over the past 30 years, little has changed in the

Challenges
•

curriculum, which does not involve the new

•

Lack of pre training

•

Practicing is not always accessible students had

Student felt unprepared and
experienced fear while transitioning

expansion of OT education

to imagine scenarios

For the curriculum to
more be hands on

Challenges
•

Exposure to various
other field works

less anxious during

Outcome

Example based learning

from course work to fieldwork
•

They had to commit too much to
memory and students found that
stressful
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Research Strategy
Secondary research

Current Process
Students enters the simulation rooms,
an actor comes in, they act according to

User research

the script and students treat them
accordingly, this session is recorded and

Outcome

evaluated by the faculty.

When students didn't
get access to labs and
actors, students usually
practice with friends
and family, sometimes
Students used apps to

they watch videos to

understand the anatomy and

understand better.

something more visual to
remember things well

3
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Insights
Research Strategy
Secondary research

Three main problem areas

User research
Outcome

1

Visualising human anatomy

2

3

Lack of hands on

Feeling stressful and

training and

unprepared while

committing too much

working with the

to memory
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Insights
Research Strategy

The problem areas were
listed horizontally, and

Secondary research

then vertically, to
narrow down the

User research

problem space using
card sorting method.

Outcomes

Storyboards were created to illustrate
the pain points of the users
The storyboards show the journey of
the occupational therapy student and
the challenge she faces during her
curriculum
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Outcome
Research Strategy
Secondary research
User research
Outcomes

Problem statement
• Occupational therapy students had to commit too
much to memory, which resulted in fear of
unpreparedness to work in the clinical setting, 8 out
of 10 (80%) students mentioned they experience a
lack of hands-on training during their course work.
A research conducted by an occupational therapy
research center at Jefferson with 1002 students
mentioned, even though students encounter
fieldwork opportunities, little was available
describing the process and context.

36

Outcome
Research Strategy
Secondary research
User research
Outcomes

How might we statement
How might we increase accessibility to experientialbased learning for occupational therapy students to
reduce fear and unpreparedness before entering the
clinical setting?
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Experience Design

38

Ideation
Ideation

During and after ideation some key questions
were asked and answered based on the primary

Kano Model

and secondary research.
•

Riskiest assumption
Pretotyping

•

Contextual inquiry

Who are our users?
◦

Occupational therapy students

◦

Healthcare educators

Whats the problem that needs to be solved ?
◦

Lack of pre-training

◦

Students needed more hands-on
training

◦

Storyboarding

Students experienced fear and
unpreparedness working with the
patients

•

Why can't our customers solve this today ?
◦

A little change is done for the OT
training from the past 30 years.

◦

Lack time to invest in exploring new
ways to improve the traditional
educational methods

39

Ideation
Kano Model

Ideation
Through the brainstorming sessions we
tried to answer the question: How can
our customer's needs be solved? The

Riskiest assumption

brainstorming was conducted with a
team of two members, myself and

Pretotyping

Divya Patel, fellow UX design student,
some of the ideas from the session

Contextual inquiry
Storyboarding

were
•

Immersive learning platform that
will let students prepare

•

Virtual AI instructor

•

Interactive quizzes

•

Analytics to keep track of the
progress

•

Trainers can see what students are
doing in real time
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Kano model
Ideation
In order to define the scope,
we used kano model to

Kano Model

narrow down our ideas from
the brainstorming sessions,

Riskiest assumption

the cards were organized on
the metrics of high

Pretotyping

satisfaction, low efforts, and
high efforts

Contextual inquiry
Storyboarding

Insights
Will have
•

Interactive quiz

•

Immersive learning environment

•

Analytics to keep track of the progress

Won't have
•

AI based instructor

•

Trainers can see what students are doing in
real time
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Risk evaluation Matrix
Ideation
In order to identify and define some of the riskiest assumptions we implemented a riskiest

Kano Model

assumption model. All the information gathered from the brainstorming, primary research
and problem statement, were written on the sticky notes and they were sorted into

Riskiest assumption

separate categories.
The three key were identified

Pretotyping
Contextual inquiry

•

Need

•

Impact/Value

•

Cost

Some the riskiest assumptions identified were

Storyboarding

Need
•

The product will address the need for at least 80% of the users
◦

Impact/
Value

Need

80% (8 out 10) students had experienced the the feeling of fear and
preparedness.

Impact/value
•

The experience will make 70% of the students feel confident and prepared before
entering the clinical setting.

Cost

Cost.
•

The product will help medical schools reduce training cost
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Pretotyping
Ideation
In order to measure if the conceptual

Kano Model

product idea meets the need and take
early-stage stakeholder feedback, a stop
motion video was made and was sent out

Riskiest assumption

to the stakeholders along with a survey

Pretotyping

Video Link

Contextual inquiry
Storyboarding

Survey questions
•

Do you think this video addresses your need ?

•

Do you think this is something that would be
helpful for you ?

•

Tell me more about the thoughts you had while
watching this video or any general feedback you
would like to give.

Survey link
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Ideation
Kano Model

Before creating the video a card
sorting exercise was done to define
the structure and the flow of the video.

Riskiest assumption

Miro boards link

Pretotyping
Contextual inquiry
Storyboarding
•

Trigger
◦

The students feeling stressed before working
with the patients

•

Action
◦

•

Students using a virtual training platform

Investment
◦

Students spending time learning on the
platform

•

Rewards
◦

Students feeling confident before working
with the patients
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Feedback
Ideation
Kano Model

The content of the VR in ZOZO is not
presented. I think thats the most important

Riskiest assumption

piece here. How interactive is this VR session?
Do you have real case scenarios here or are
they mock cases?

Pretotyping
An OT session looks different based on whether

Contextual inquiry

it is admission or discharge or training only how do you assure that the student follows

Storyboarding

along in this training continuum - a single
session may not be sufficient.

What are the learning objectives in VR? The
library piece was confusing to me - ideally, I
would like my student to have some prep/
background before reviewing the cases in VR not the other way around.

Its a great concept overall - needs more detail.
Survey link
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Ideation

Contextual Inquiry
Contextual inquiry

Kano Model

I made a visit to the occupational therapy department at East Falls
campus, discussed my idea with the director of occupational
therapy program. I was allowed to watch a simulation video and

Riskiest assumption

take notes. Before contextual inquiry the the observation goals were
define

Pretotyping

Goals of the observations
1.

Contextual inquiry

3 hours long
interview with the

Storyboarding

instructor, 5
patients transfer
videos were
watched

To understand how students are preparing themselves before
working with the actor/patients.

2.

How students are currently memorizing the procedure script.

3.

What challenges do students face while working with the
actors/patients

4.

What are the challenges they face during their tests

Framed questions
1.

How do you currently remember your scripts?

2.

What are the challenges you face while working with the
actor?

3.

What was the easy part of working with the actors/patients?
What was good about that?

4.

Tell me about your experience after working with the actor/
patient in the simulation room.

5.

Tell me about the effectiveness of the trainers and your
experience working with them.
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Outcomes from Drexel Lab visit
Ideation
Kano Model
Riskiest assumption
Pretotyping
Contextual inquiry
Storyboarding
•

Drexel lab instructors mentioned

•

Distribution of content is the

After our experimenting students

most challenging part for now

going through the 360

since this content needs to be

experience, the feedback was

distributed to around 60 students

positive, some students the felt

at once.

like a ghost going through that
experience.

•

We have around 100 actors, and
these actors are hired by other
universities around Philadelphia,
including Jefferson.
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Insights
Ideation
Kano Model

Observational
•

Observational skill are an important part of standardized patient training, which
involves looking around the environment to determine what is placed where?
having presence of the environment help them make better decision.

Riskiest assumption

•

activity, 50%-70% max activity.
•

Pretotyping

Storyboarding

Looking looking around the environment and analyzing is an important part of
entering the room

•

Contextual inquiry

Patients care can be divided as 3 levels 25% - low activity, 26% - 49% is mid level

Observing how is the oxygen line is connected, how the patients are sleeping? and
is the position alright ?

•

In the mind the OT students sets up the stage

•

whats their condition ?

Challenges
•

Knowing how to use the bed and other medical devices

•

OT scaling up to other domain like transgender handling etc

•

Building up the empathy for the patients

•

Students are constrained by timing

•

Students often forget the procedure

•

They experience stress when they don't do the procedure right, then it gets hard to
make the decision

•

Phase of working is important

•

Body posture is important while transferring patients.

•

Physical disability is one challenging part

•

Body weight has to be distributed

Card sorting
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Educating the patient/client

Card sorting

•

Clearly tell the patients what’s being done next and why

Ideation

•

be vocal and clearly communicate

•

Tell patients what OT is about

•

Show them visual cues

Kano Model
Riskiest assumption

what students felt
•

The instructor mentioned the students should not look nervous in front of the patients.

•

Students/OT practitioners should make students confident in their ability.

•

students must be aware of what they are doing and be present

•

Have the sense of presence

Preparation ( like on boarding )

Pretotyping
Contextual inquiry
Storyboarding

•

Around 20 students go in for standardized patient at once

•

They are divided into 2 groups, each group is divided into smaller group

•

Each students gets to select one scenario from the 6 cards

•

Goes into the room, reads the patients history

•

Given patient details to understand.

•

Build a relationship with the patient

Safety
•

Safety is an important consideration

•

Precaution guidelines are given to the students

•

Safety is a very important during the entire process

•

Once wrong thing can cost patients a lot

•

Some operations cost around $48K

Posture
•

Body posture is important while transferring patients

•

Physical disability is one challenging part

•

Body weight has to be distributed

Additional info
•

I saw more than 5 videos

•

partnering with clinical instructions

•

Not much paediatric work is done here currently.
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Aﬃnity clustering
Ideation
Kano Model
Riskiest assumption
Pretotyping
Contextual inquiry

Important skills for students
•

Storyboarding

Observational skill : Looking around the
surrounding environment is ideal to complete
the activity

•

Empathy: Understanding the patient’s
conditions, precautions to be taken, safety
consideration.

•

Communication: Educating the patient what OT
is about, walking them through the process and
telling them what is to be done next.

•

Body posture: Examining if the patient is in a
right body posture based on the patient's health
condition
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Ideation
Kano Model

Various ideas were sketched to
explore the multiple concepts

Riskiest assumption

based on the research and the
concept of having three levels of
learning was finalized

Pretotyping
Contextual inquiry
Storyboarding
Level 1

Z

Level 2

Observational

Observational

Observational

Interactive

Interactive

Level 3

Immersive

51

Ideation

Experience Flow

Kano Model
Riskiest assumption
Pretotyping
Contextual inquiry
Storyboarding
boards

Experience map for Level 1, Level 2, and Level 3 was
created to define the story flow and key skills the
users will learn as they go through it.
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Storyboarding
Ideation
Kano Model
Riskiest assumption

Level 1

Pretotyping
Level one is focused on learning

Contextual inquiry
Storyboarding

observational skills, as the user goes
through go through the 360 video
experience, UI pop-ups ask if they have
understood it or not, they can choose
to move forward or re-watch it.
The 360 experience provides the
students with a sense of being in the
space.

Link
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Storyboarding
Ideation
Kano Model
Riskiest assumption

Level 2

Pretotyping
Contextual inquiry
Storyboarding

The Level 2 training comes with interactive
quizzes, which help students to test their
learnings, if the students; select the wrong
answers they get feedback and a
demonstration of how to do it right.

Link
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Branding

55

Moodboards
Brand Story
Animation
UI Kit

The brand experience revolves around the
words: educational, trustable, caring, empathetic, delig
htful, futuristic. Based on that, the color palette was
decided.
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2

Moodboards
Brand story
animation

The animation video talks about the story
behind the name zozo

UI kit
Click here to watch
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Moodboards
Brand story
animation
UI kit
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User interfaces for Level 1
and Level 2 VR

Moodboards

experience

Brand story
animation
UI kit
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Digital Product design

60

Website
Sketches and brainstorming
Wire-frames
High Fidelity
Prototype
Interactive Prototype
Sketches for the
ZOZO Landing page
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Website
Sketches and Brainstorming
Wire-frames
High Fidelity
Prototype
Interactive Prototype

Various wire-frames were
created, and early-stage
feedback from the
stakeholder was taken and
iterated based on the
feedback
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Website
Sketches and brainstorming
Wire-frames
High Fidelity
prototypes
Interactive prototype

High fidelity prototypes
were created in Sketch,
based on the finalized
wireframes.
The website provides users
the information about the
product
Provides a quick overview
of the various modules as
well as tracks the analytics.
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Website
Sketches and Brainstorming
Wire-frames
High Fidelity
Prototypes
Interactive prototype

Link: Click here
Interaction design tool: Flinto
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes
Interactive prototype
User testing

ZOZO app sketches
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes
Interactive prototype
User testing

The app wireframes were
created, and the feedback
was taken from the
stakeholders wrt to the app
layout and the text content.
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes
Interactive prototype
User testing
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes
Campus key

Interactive prototype
Password

User testing
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes
Interactive prototype
User testing
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes

If you tell me, I will listen. If you show me, I will
see. But if you let me experience, I will learn
- Lao Tse

Rating vs skills
Quizz Score
Actionable insights

Interactive prototype
5

4 “Focus

more on the setting up the stage

and understanding the given precautions”

70%
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You got 8 out 10 answers right
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User testing
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes
Interactive prototype
User testing
Interactive prototype Link
Tool used : Protopie
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Mobile App
Sketches and brainstorming
Wire-frames
High fidelity
prototypes
Interactive prototype
User testing

Video Link : click here to watch
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Mobile App
Google
Cardboard

Sketches and brainstorming

Oculus Quest

Open ZOZO App

Place the phone in Google day dream

Wire-frames

Start immersing yourself in it

Open ZOZO App

Open ZOZO App

Place the phone in Google day dream

Place the phone in Google day dream

Start immersing yourself in it

Start immersing yourself in it

9"41

High fidelity
prototypes

ZOZO

Interactive prototype
User testing
After the user testing, the changes in
the interactions were done
Slide interaction was changed to tapbased interaction for the user to reach
their goals with fewer number of
steps

Google
Cardboard

Oculus Quest

Open
OpenZOZO
ZOZOApp
App

Place
Placethe
thephone
phoneininGoogle
Googleday
daydream
dream

Start
Startimmersing
immersingyourself
yourselfininitit

9"41

ZOZO
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VR Interface design
Sketches and brainstorming
Testing
High fidelity UI
Bodystorming

Various VR based interfaces
were collected for inspiration,
and an interface mood board
was made. Based on that the
VR user interface for ZOZO
was finalized.

Images from Google image search

75

VR Interface design
Sketches and brainstorming
Testing
High fidelity UI
Bodystorming

The sketched VR Interface was visualized in 3D
using the tilt brush
Click here to watch the video
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VR Interface design
Sketches and brainstorming
Testing
High fidelity UI
Bodystorming

High fidelity mockups were
created in sketch, and the
app interactions were done in
prototype to communicate
the UI flow and interaction
experience

Link for the video
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VR Interface design
Sketches and brainstorming
Testing
High fidelity UI
Bodystorming
Bodystorming based
on the storyboards was
done to capture the
patient transfer
module using 360
camera

Link to the video
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Usability Study and Concept
Validation
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Observational
skills

Survey
Conversational Interviews
Outcomes

Body Posture
Understanding

Testimonials
Conclusion

Context
Understanding

A survey was conducted
to take feedback from
the users on
observational skills, body

Procedure and
description

posture understanding,
context understanding,
procedure and
description, and to hear
about the overall
feedback

Overall
Thoughts
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Level 3 video

Survey

Link
Conversational Interviews
Outcomes
Testimonials
Conclusion

The conversational
interview was conducted
via video call to see the
student's reactions and
gather qualitative feedback.
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Survey
Conversational interviews

Context
Understanding

Observational
Skills

Outcomes
Testimonials
Conclusion

100% of the students agreed

100% agreed the module will

it will help to get a better

help them build

understanding of the context

observational skills however

however only 25% rated it

75% rated it four and 25%

five and 50% rated it four

rated it three.

and 25% rated it three
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Survey
Conversational interviews

Posture
understanding

Confidence

Outcomes
Testimonials
Conclusion

100% agreed the module will

100% students agreed of

help them build an

which 75% rated it four and

understanding of the

25% rated it five

posture. Of which 50% rated
it five and 50% rated it four
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Survey
Conversational interviews

Posture
understanding

Confidence

Outcomes
Testimonials
Conclusion

100% agreed the module will

100% students agreed of

help them build an

which 75% rated it four and

understanding of the

25% rated it five

posture, of which 50% rated
it five and 50% rated it four.
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Survey
Conversational interviews
Outcomes

Procedure and
description
understanding

Testimonials
100% agreed the proposed

Conclusion

module will help them
understand the procedure
and description
understanding.
50% rated it five
Survey Link
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User Feedback
Survey
Conversational interviews

“Distractors or background
sounds one might find in a rehab
setting.”

Outcomes
Testimonials
Conclusion

“It would be cool if the program included
some "surprises" that reflect unexpected
obstacles that OTs face in daily practice”

“It would be helpful visually if you gave the
user an option to make the therapist
transparent. In the beginning, it was hard
to see all angles of the wheelchair with the
therapist in the way.”
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Survey

I know one of the biggest concerns that students have
to deal with when handling patients is getting used to

Conversational interviews

the idea of putting their hands on someone and being
responsible for them, which is why simulation is
important to get over that fear

Outcomes
Testimonials
Conclusion

This feels very low pressure, which is something a lot
of students need to get over their anxiety

So much more clear than reading or just having
photos; it would be an excellent introduction before
practicing in lab

It could also be a good way to get practice when I
don't have access to space or other people, which is
certainly better than nothing.
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Survey

Cecilia Pivarunas

Conversational interviews
Outcomes
Testimonials
Conclusion

Watch video
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Survey
Conversational interviews
Outcomes

75% of the users mentioned the proposed
solution addressed their need.
The qualitative and quantitive data suggests that

Testimonials
Conclusion

proposed solution will help occupational therapy
students to build clinical reasoning skills, and
feel less stress and anxiety before entering the
clinical setting, and make experiential-based
learning accessible for students

Next steps
Conducting a pilot research study
Conduct a comparison study
89

Production
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Storyboards Handoffs
UI asset + Developer Handoff
HTML+CSS Code

The storyboards serve as a reference for the developer
while coding the interactions in the game engine.
The storyboards also include audio description, which
can be used by the sound designer for recording the
sounds for the VR experience
Link for the storyboards level 1 and Level 2
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Storyboards Handoffs
UI asset + Developer Handoff
HTML+CSS Code

All the UI interfaces are transferred to zipline which
can be accessed by the developer get the style guide,
HTML & CSS code, and the needed assets during
development
Link to the handoffs
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Storyboards Handoffs
UI asset + Developer Handoff
HTML+CSS Code

Link to the code
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Timeline
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Product Strategy
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Business model canvas

Business Development Planning for ZOZO

Market Trends
Market Size
Financial Planning
Competitor Analysis
+ SWOT Analysis
KPI and KEI

Link to the boards
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Business model canvas
Market Trends

According to Business wire: Gamification is gaining immersive
popularity in the education industry.

Market size
Gamification methods such as online quizzes are considered

Financial Planning

engaging because of their interactive learning techniques.

Competitor Analysis
+ SWOT Analysis

Institutes such as the University of East Finland have already started
promoting gamification in their medical education.

KPI and KEI
According to Market Watch: Integration of augmented
and virtual reality is blended learning will play a significant
role in the blended learning segment to maintain its
market position.
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Business model canvas
Market Trends
Market Size
Financial Planning
Competitor Analysis
+ SWOT Analysis
KPI and KEI

According to I healthcare analyst: Global medical education
publishing is expected to attain $5.4 billion in 2025,
expanding at CAGR of 5.9% over the forecast period, driven
by increased dependence and adoption of online media
resources for publishing.
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Business Model Canvas
Market Trends

There are 600 OT programs in the states, we are
assuming 50% will purchase this platform ie 300
schools. Assuming each school has 500 students that

Market Size

and each pays $50 annually to will be deducted from
their fees.

Financial Planning
Competitor analysis
+ SWOT analysis

If 300 schools (50%)

$7.5 M
In 5 years project revenue is 37.5M

KPI and KEI
If 100 school(16%)

$2.5 M
In 5 years project revenue is 12.5M

If 50 school(8.3%)

$1.25 M
In 5 years project revenue is 6.25M
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Business Model Canvas
Market Trends
Market Size
Financial Planning
Competitor Analysis
+ SWOT Analysis
Click here

KPI and KEI

Insights
Product category : Virtual patient scenarios and online
medical education
Key competitive advantage : Copyright on the content,
partnership with universities
Marketing strategy: B2B ( Business to Business)
Pricing : Freemium, monthly, semester and annual
payment
Opportunities: Potential partnership, making the content
immersive and engaging
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Business model canvas
Market Trends
Market size
Financial Planning
Competitor analysis +
SWOT analysis
KPI and KEI

Key Performance Indicator
Medical schools adapting to zozo platform

Key Experience Indicator
Students gaining a better understanding of
the context of working with the patients
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Resume+Reflection
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Hi I am John Rodrigues
UX designer with a Master’s Degree in ‘User Experience and
Interaction Design’ from Thomas Jefferson University, USA.
I have a deep-seated passion for creative problem-solving.
I have worked in three companies during my program at
Jefferson university as a UX designer and a strategist. I have
won the Matt Glass award for entrepreneurship at Thomas
Jefferson University. I am also the leader for the interaction
design foundation Jefferson chapter. In the past, I have found a
design and innovation lab in India to combine design and
development, and one of my projects is profiled on the New
York Times.
My Key strength lies in user research, prototyping, measuring
outcomes, interaction design, and data-driven storytelling
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Resume
Portfolio
Best work

Link
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Resume
Portfolio
Best work

Portfolio : designwithjohn.com

Youtube channel
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Resume
Portfolio

The mindful app is designed to provide students
with mindful meditation micro tasks and help

Best work

students make friends on campus.

Link

Augmented reality game designed for Jefferson
University students
Link

Self sustaining garden for people who often forget
watering their plants

Link
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Program Reflection
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My journey as a designer started when I built a reacher stick for my disabled grandmother; identifying the
pains points, prototyping, and testing is something I started long before I knew the word design thinking.

With a passionate curiosity to learn new things and a passion for designing great products, I joined
engineering, but after engineering, I felt something is missing, it was the meaning that was missing that’s
where I found design, exploring multiple careers business, engineering, and design
Design education lived longer with me because it added meaning to everything I had to create.

I came to this program intending to come out of a solution-based mindset (which I was trained for four
years ) and build problem first approach mindset and think like a designer.
It was hard until halfway through the program. However, professor Mike Begley and other professors
helped me see the actual value of being a human-centered designer, the day I saw it, and experienced it
through my thesis was the day I felt I graduated from this program.

The program allowed me to work on the various aspects of design from user research, visual design,
interaction design to innovation strategies, which was very helpful in building a great portfolio.
Along with the design education, I had an opportunity to work at the Blackstone launchpad and live my
entrepreneurial interest. Interning at the Dice group helped to implement some of the learning from the
school on the real ongoing projects., and met great people along the way
I feel proud to earn this degree and go out there and build meaningful products for people and create an
impact.
-John Rodrigues
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Supplements
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1.https://www.ncbi.nlm.nih.gov/pmc/articles/PMC4301239/
2.https://www.ncbi.nlm.nih.gov/pmc/articles/PMC4301239/

3.https://www.aota.org/Education-Careers/Fieldwork.aspx
4.https://jdc.jeﬀerson.edu/cgi/viewcontent.cgi?article=1045&context=otfp
5.https://www.ncbi.nlm.nih.gov/pubmed/14511451
6.https://jdc.jeﬀerson.edu/cgi/viewcontent.cgi?
referer=&httpsredir=1&article=1045&context=otfp
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Thank You
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