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22 CHILDREN'S USE OF DIGITAL MEDIA

> 75% of 8-16 year olds
use social media.

> 60% of 8-12 year olds
have experienced
some form of online
risk
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Josie got lots of great photos

at the butterfly show. This one
Q.= = ®lat she got of Sofia is really funny,
Q ¥ 3 c am but she's not sure if Sofia
Josie's at a field trip ( would want everyone to see it.
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INTERDICIPLINARY TEAM

222 CARLETON

Sana (Developer)
Christine (Designer)
Sonia (Supervisor)

[Collaborative]
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Project manager [Collaborative] President
Technical team lead
Developers
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Project managers
Technical advisor
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[Advisory]
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Translator

QA lead
Voice actor



DESIGN PROCESS
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EVALUATION WITH CHILDREN

Session 1 (60 minutes)
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Demographics and knowledge questionnaire Usability and knowledge questionnaire

Session 2 (15 minutes)
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KEY FINDINGS - EFFECTIVENESS
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Cybersecurity knowledge Cybersecurity behavioral intent

Sana Magsood, Christine Mekhail, and Sonia Chiasson. A Day in the Life of JOs: A Web based Game to Increase
Children’s Digital Literacy. In Interaction Design and Children (IDC), 2018.



MODULAR IMPLEMENTATION

Layout @

\) Logicengine @

data

API

Underlying architecture
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RUNTIME SCENARIO GENERATION
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MANAGING TEXT

October 16, Day 3: PRIVACY
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On his way to school Jo sces a heron taking off. Lucky he has his cell phone handy! IR e -

GRAPHIC: Jo’s phone. There is a photo of a heron taking off from a pond with the handlebars of - - : = = o

Jo's bike in the foreground (Jo took the photo while he was riding his bike). i s 2k ; awia ot
F 2 wan B commentedon: Félxa fat un commen m m

Bubble text: Jo wants to show his friends the great photo he took, but he knows his parents will o e - - -

get mad if they see that he was using his phone while riding his bike. What should he do? | 2 o o L
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1) Show the photo to his friends on his phone. 1 1 2 3 cindy | Cindy has unrended  Laurie vous a désamicd text

2) Use privacy settings when he posts the photo so that only his friends can see it d : ! Oy foapulé veopho podddtace ot
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3) Post the photo using a “disappearing photo” app i s o gmst | Gyt commentedo Geyst afatunconm tet Whataka: Pastont
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« You messaged Matt: Sorry, my mom and dad would kill me if they knew I'd taken it 1 e 2o Yourspoteddoys i Vous avezsigna i ot
from my bike! 12w 2 stoowner ‘ - =~
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«  Matt messaged you: Hey man, thanks for showing me that pic. Can U send me a copy to
show my Dad, he’s crazy into birding,|

Feedback text:
How did Jo do?

Good thinking! Because Jo kept it offline, his parents didn't find out about the picture.

1. Transforming word scripts into .tsv 2. Enabling clients to edit .tsv



X} WORKING WITH ANON-ACADEMIC PARTNER

1. Coordinate diverging goals

2. Use modular approach to future-proof designs and
facilitate evolving requirements

3. For games, balance learning and entertainment
requirements



Thank you.

Email: sana.magsood@carleton.ca

Web: http://sanamaqgsood.weebly.com



