


The Introduction

Å The inspiration from my last project: Browser for Children which got me 

into thinking that something as freewheeling in nature as the Net has to 

actually reside in something as static as the computer.

Å The question that I asked myself: Can we bring some mobility, a sense of 

movement to the computer in keeping with the innate dynamic quality 

of the computing environment?



The world of a child



The Activities

Å two major paradigms that seem to 

drive the learning environments of 

children in the physical world (non -

computing environment): Gaming

and Mainstream Conventional 

Academics

Å Three major modes of learning that 

children naturally take to:

Å individual level  

Å intra -group level 

Å intra -group level  



Project focus

Å Why?

ð when children work in isolation 

Åinnate sense of competition already in 

children could work more as a pressure

ðwhen children work as a group entity

Åthe spirit of competition driving their 

work could act more as an 

incentive/motivational factor to excel



Existing Learning Environments

Å The  school

ð physical and academic

ð it is not common to find a crossover between the two ðphysical and 

academic.

Å The home

ðMost are are single-member activities (homework, studying, reading, 

drawing, practicing music or hobbies, etc.,) 

ð encourages a tendency towards social reclusiveness.

Against established principles of cognitive development in children -

Children learn best in groups, from each other ðviz., through peer group 

learning.



Findings







Problem Statement

Å These initial findings based on research and user studies, helped me 

validate my problem statement , viz., 

óBuilding an interactive device for children to collaborate, with a basic 

intent towards learningó



Design Intent

Three sets of design intent that I needed to translate into practice through 

the solution ð

First:

(i) Building in the freedom of exploration and experimentation into the 

solution

(ii) Facilitating interactivity between and across the groups , not just 

between individual children ; and 

(iii) Allowing children to share their experiences through collaboration



The second set of design intent related to the modalities that needed to be 

introduced, viz.,: 

- To take away the ômachinenessõ of the computer

- Giving a more lived -in, physicality to the computing environment

- Can we impart to the computing environment a physical form that 

could give it an almost iconic value



A third set of my design intent related to: 

Can we build a platform that is open -ended and allows for 

(i) an endless possibility of content development on an ongoing basis

(through content inclusion/induction from external sources)

(ii) Customization to oneõs likes, desires and needs



Design Goals

Å What: 

To provide a platform that would facilitate three kinds of activities 

- Learning

- Creativity, and 

- Gaming 

All three aspects being interrelated and overlapping in nature, each being 

driven by the other, but each of independent locus .

Å Where: 

ðWhat would be the targeted environments? 

Åwhen physically together, and 

Åwhen physically away from peer group 



Å Why?

ð where physically together with peer group : 

Åthe need to annotate the learning areas not fulfilled through the 
conventional  schooling methods

ð where children are away from peer group :

Åthe need to annotate the absence of siblings and declining number of 
members in nuclear families

Å the dwindling of community interactions

Å How?

ð where physically together with peer group: through local 
connectivity, establishing local interactions 

ð where children are away from peer group: through remote 
connectivity, ( estab. remote interactions)



Design Constraints: 

Å Group boundaries between local and remote groups are coterminus, 

i.e., that the physical and the remote groups are  the same

ð (chat room environments)

ð

Å When physically together, the emphasis will remain on creativity.

Å When remotely connected, the emphasis will remain strictly on 

real -time synchronous interaction and sharing the 

experiences gathered 

through individual enterprise



Design Principles underlying the product build -up: 

Å Paradigm of gaming to help build the intended learning environment

Å The principle of ôdifferentialsõ, driving the act of sharing and 

collaboration

Å The principle of ôincentivesõ as a driver for excelling

Å The organization principle of ônestingõ  (agricultural economist Walter 

Christaller, 1800)



Xplore - Form exploration for productõs 3-D form: 



Initial form exploration



Final Concept



Scenario



- Raju is a 10 yr kid studying in class Five.

- He always gets the highest marks in Science, it being his favorite subject



and he loves solving word games and puzzles.



- He has recently shifted to a new locality and feels lonely, since he misses his friends from the 

previous place. 



- Atul, Vikram, Sohan, & Munni are the other kids from his building who play together every evening.



- Raju wants to join their group but feels shy to approach



- Raju is sitting in his balcony playing with his X -plore

- He is very happy to see the pictures sent in by his previous group



- He is also watching Vikram, Atul and Munni playing with their X -Plores





- Sohan among them looks to be nervous and seems not to be playing 





- Atul:   Hey Sohan, why are you looking so worried Yaar? Come, Lets play the òKaleidoscopeó, its so-oo 

interesting 



- Sohan: No Yaar ! I have a Science quiz next week in school and I am not comfortable with the subject. I 

am not able to understand from my text book. I just donõt know what to do ? 



- On seeing this Raju comes down to them and says

- Hi Sohan! I am Raju, I just heard about your difficulty with science. Its my favorite subject 

and is very simple. Cõmon I can show you how.



-Raju and Sohan takes out their X-ploresé..



- and join up to start playing Rajuõs favorite òScienceó module.

- Sohan finds the module very interesting and enjoys playing it.



















































-By now, Sohanseems totally excited by the idea of learning science



- Soon enough other kids also join in and they all end up having lots of fun..



- Raju is very happy to join up with new friends and now they all play together everyday.



- One week lateré

-Sohan is very excited today as he has stood 1st in his science quiz. He says ðYippeee! and sends the 

picture of his gold medal to all of his friends and they all share Sohanõs happiness.


