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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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INTERDICIPLINARY TEAM5
Core team: 8 members



DESIGN PROCESS6



CREATING GAME CONCEPT7



EVALUATION WITH CHILDREN8
Session 1 (60 minutes)

Pre-test

+ +

Post-test
Game (3 topics)

Demographics and knowledge questionnaire Usability and knowledge questionnaire 

Session 2 (15 minutes)

+
One-week-test

Knowledge questionnaire 



KEY FINDINGS – EFFECTIVENESS 9

Sana Maqsood, 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.
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MODULAR IMPLEMENTATION10



RUNTIME SCENARIO GENERATION11



MANAGING TEXT12

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



WORKING WITH A NON-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
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Thank you.
Email: sana.maqsood@carleton.ca

Web: http://sanamaqsood.weebly.com


