Donny Chou

July 29, 2008

Christopher Mustafa / Mark Stafford
Thesis I – Summer Outline – UPDATE 1!
THE MOBILE PHONE AS A REMOTE CONTROLLER

CONCEPT AND USABILITY IN SOCIETY
I. Technology - Cellphone to screen interaction Tech Requirements
a. Flash and ActionScript 3.0 

b. AppleScript 

c. Bluephone Elite

d. Cellphone

e. Projector / Screen
II. Concept

a. Using the cellphone as the portable remote controller.

i. Optional use of the mobile phone enables installations to be interactive without the need to provide the user with a remote controller or direct interaction with the screen.

ii. Why? Some installations are meant not to be touched and therefore preventing damage or physical upkeep. 

iii. Technique can be used to be displayed during a store’s closing hours and provide further interaction even during a store’s inactivity.

iv. Technique can also be used to be exposed to an audience through a projector and still provide interaction.

b. Interactive Narrative (Entertainment / Arts )

i. Animation with user enabled interaction

ii. Timeline animation leads to “choose your path” scenes. User chooses which path a character will take.

iii. Cartoon and Humor style will be used to promote a friendly and positive experience.

c. Purpose 

i. To teach and communicate the user through an interactive-narrative game.

ii. Through animated cartoons and interaction a positive message will be taught and transmitted. 

III. Alternative use of technology
a. News – User enabled controller to choose a newscast
b. Marketability – “Window shopping” through cellphone to screen interaction.

c. Guerilla advertising through projector

PRIOR KNOWLEDGE

I. What needs testing?

a. Minimum Components

i. Design Interface

ii. Screen Projector

iii. Target audience 

b. Information from Participants that will help develop the project

i. Logic and Comprehension of the project

ii. Usability and value in society

II. Timeline of work

a. Preliminary design-planning phases?  

/***/ July 18

b. Iterative phases of design development?   
/***/ July 21, 23, 25

c. Full working beta phases of design?  

/***/ August 1

III. How? – Usability/participant feedback techniques
a. Interview from co-workers
b. Observations from users
c. Surveys, checklist and ratings

IV. Keep notes and document my progress.

a. Create my Website / Blog



/***/ July 10
b. Keep journal and noted entries
V. Evaluate & write-up your results

a. Phase I – Interface Design and results

/***/ July 23, 25
b. Phase II – Functionality, interviews and feedback

c. Phase III – Improve upon feedback

PRECEDENTS

I. Technology 

a. Paul Notzold and the Textual Healing project

II. Artistic/Animation Style

a. Calicoelectrónico

b. Pucca
c. The Happy Tree Friends
