


I’ve done a lot of thinking and brainstorming:

https://code.tutsplus.com/tutorials/how-to-create-a-simple-
web-based-chat-application–net-5931

https://www.speechchat.com

https://ai.googleblog.com/2019/02/real-time-continuous-
transcription-with.html

 I also was able to meet with Fred to figure out a few proofs 
of concepts that I could use. We spent yesterday playing with 
different microphones and speakers to see what might work 
best to pick up speech and also be small enough to put into/on 
a tin can.

Do younger kids 
know what tin can 
phones are? I realized 
that even if they didn’t know what they were, it really didn’t 
matter because the cans provided something new and fun to play 
with. I even met an older person who was completely unfamiliar 
with the concept of “tin can phones” which was surprising to me 
since they were more popular in years past. This goes to show the 
assumptions we make about different generations as it relates to 
technology. This experience allowed for play and for technology 
to act as it does - reliably but also unreliably, such as when the 
internet would cut out. I thought I would be fine with people not 
being able to use the piece, but actually I was very stressed out 
when the piece could not be used. I wanted interaction and I 
wanted to know what kind of experiences people would have, 
with technology and with one another. I wanted people to interact, 
and play, so when there was no opportunity for interaction 
between people and the technology, and in turn, one another, I felt 
very dissatisfied. I feel that this applies to me as a designer. I want 
to create opportunities for people to interact with one another in 
a positive way. If I can use technology to do that, then that is even 
more exciting.

Nick DiPaola using my project

Proof of concept testing 
using cans, microphones, 
and speakers
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For future iterations I would primarily play more with the visuals, 
and spatial interactions. I have a few different variations of 
how the project could evolve in terms of taking a screen 
away completely, and only relying on cans for 2-way 
communication, or I could let the screen erase what is being 

typed visually, as the words are being spoken. I am curious 
to know what people do with different spatial restrictions, 

dictation restrictions, and the lack of visual elements. People 
enjoyed this version, and I have a full Google document of the 
words people spoke into the cans, along with a lot of misheard 
and mistranslated sentences. There was room for participants to 
say whatever they wanted or to not say anything at all, as some 
people did by beatboxing. The project was not intended to be the 
only means of communication because it requires two people to 
interact within the same space, meaning that this serves as a 
catalyst for further dialogue once they leave the project. 
The other beauty is that all ages can use this piece 
- regardless of technical capability or comfort. 
From grandmother’s misunderstanding what 
was really happening and telling a birthday 
story about their grandson, to yelling kids and 
people beatboxing, this piece provided a space 
for people to play. It tested curiosity and the 
bounds of what is private or public.

The piece was a facilitator for interaction between people, and 
it left autonomy for the individual as to how they used it. The 
participant could input anything they wanted but it may not 
translate correctly, which is precisely what happens on social 
media every day. Words and intentions become distorted and 
it is very easy to misinterpret information. The project is more 
focused on communication through an electronic interface, but 
rather than being on two cell phones over a long distance, you 
can visually see and interact with the other person to see if the 
words and meaning match the intention of what is being spoken. 
CAN you hear me embodies my thesis as a method to inspire 
real-life interaction between people while representing how 
fun and misrepresentative the online space can be regarding 
communication. I aspire to be a designer who can provide 
instances to form better connections and use technology to 
facilitate real-life interactions and reflections. I was hoping (people 
of all ages) would use the cans to play and speak, but also have 
a direct reason to interact with one another, which appeared to 
be successful. Participants also shared their enjoyment in using 
the piece, and how funny and awkward it was when Google was 
trying to translate their words. I enjoyed this playful interface and 
look forward to creating more opportunities for human interaction 
through electronic facilitation.

Tim

me

nick

Gallery image by yours 
truly
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As our world becomes more 
dynamic our ability to do multiple 
tasks from a singular space renders the process more static. We 
can do many personal and work tasks from the comforts of our 
own homes without the need to go anywhere else. The pandemic 
seems to support this point. We work from our houses and 
apartments and move in-person tasks and interactions to virtual 
Zoom rooms and Slack channels. But what is the personal cost 
of this new convenience? How have people become more reliant 
on their devices to be their gateways to social interaction and 
personal brain stimulation?

Sherry Turkle speaks in her TED Talk, Connected but alone, 
(2012), about how “we expect more from technology than from 
each other,” and about the ideas of connection and isolation. Do 
people get uncomfortable being in extended periods of solitude? 
Do we rely on social media to facilitate connection? If I already 
feel as though I use social media and my phone this way, at 
age 23, I wonder then what role social media plays in mediating 
relationships for younger individuals such as my siblings. Whose 
job is it to help the youth be comfortable with their minds and 
words instead of having a sustained dependence on technology 
to facilitate thought, inspiration, and connection with others? How 
does technology affect our abilities to make genuine connections? 
Could it be harnessed to help - is that what we have been 
searching for?

I believe my research and case studies have shown that we rely 
on technology because we have underestimated how much we 
desire human-to-human connection. It seems that as we grow 
up with technology and integrate it into our lives, we begin to 
substitute face-to-face interactions with virtual ones. It creates 
more distance because an online presence is more limited than 
the physical one. When I am in a zoom meeting, there is an odd 
sense of relief when I log off, that doesn’t happen when I am in 
person with someone unless it was a “someone I don’t get along 
with.” I don’t get the organic, natural feeling of being in the same 
physical space with someone, and knowing they exist in that 
same space with me.

Social media is helpful for exploration, idea sharing, and fostering 
base-level connections, but it can only supplement so much. 

I want people to interact with one another. After spending so much 
time online, and almost dreading going to be in person for classes, I now 
realize how valuable it has been to be with other people in the same 
space. I never would have been able to connect with classmates through 
venting, and jokes in the same way if I could only ever do it through 
texting. Those moments of driving people home, transporting artwork, 
or visiting studio spaces have meant more than any Slack or text thread. 
This is what I want for younger generations, to not become so seduced 
by algorithms that we miss building deeper relationships with actual 
human beings. 

Sherry Turkle, 
“Connected, but alone?”
2012

Snapchat with the siblings 
(except Quinn, not sure 
where he is)

Mom grew up riding horses, 
I rode when I was younger, 
I’ve always been outside
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We have an opportunity as designers to create instances where 
people can get to know one another in a deeper way than social 
media allows. I have tried to do this through my work. I created a 
speculative storytelling map, a cooking application add-on, and 
worked with a group to make a tangible breathing device and 
even a set of communicative tin cans. In all of these instances, 
I used a piece of technology to help people interface with each 
other so that they could have ways of building emotional and 
relational intimacy.

From my speculative storytelling map, I learned three key principles 
of interaction design:

•	 Pleasant User Experience: An interaction that people can primarily enjoy, or 
even find therapeutic. 

•	 Cognition Ease: I want people to focus on the content and stories of their 
loved ones, rather than getting lost within the technology.

•	 Engagement : Creating an intriguing experience that is easy to use (less 
tools and pre-requisite skills to use). To this point, I think the project could 
be improved given the right tools and research.

I wanted to provide an easy way to document and share stories. 
The experience for that should be easy and fun. There should be 
no need for a lot of thinking about how the project works, instead I 
want it to be a seamless experience. Record a story to a map, have 
it available for sharing and response in an engaging way.

I’d recommend for future designers to think about the people you 
want to engage. What do you want them to gain from the project, 
a feeling of satisfaction or accomplishment? Personally, I want 
people to feel intrigued and left with new insights. I hope for people 
to get to know each other better. Strategies from this project I think 
could help other designers would be,

•	 Speaking to the people you are designing for. Listen to their stories, insights 
and pain points.

•	 Show your work to others often and do not over explain things. Let people 
try it out to see how intuitive the process is, and then get feedback. 

•	 Make multiple versions. Without making multiple versions, I would not have 
been able to see what did not work and figure out why. 

Collaging of images to 
decide a color palette
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My Kitchen Stories application update, taught me to be conscious 
of:

•	 UX:  Making sure that people are able to navigate the application 
and access edits in an easy way. This allows for them to enjoy the 
content rather than being distracted by poor design. 

•	 Functionality: Providing an intuitive experience as much as 
possible.

•	 Perceivability: Making the interface visually appealing through, 
shapes, colors, layouts, etc., and allowing for people to make 
changes as they desire. 

Working within an application prototyping software such as Figma, 
it was a challenge to utilize all it had to offer within the first use. 
User Experience, how I met the expectations of someone using the 
app, was challenging because I was primarily trying to meet my 
own expectations which were high. Sharing the app in different 
phases throughout the design process helped me to alter things I 
had not thought of. Or it helped highlight things that did not seem 
to work for other people, and I wanted the functionality to be easy, 
and the app to be perceptually intuitive.
	
Future designers could benefit from allowing time to research into 
who is using cooking applications. They could really dig in deep 
to find out more specifics about their target audiences. I primarily 
worked in the timeline available and with the people that were 
accessible to me. With further prototyping time, one could also 
continue to build out an interface and open it up to focus groups for 
broader feedback. I would recommend increased user testing. Use 
different layouts and interface options. See what people think and 
what makes the most sense for keeping the integrity of creating 
easy and meaningful interactions.

KITCHEN STORIES:
main takeaways

Working within a group for the inHale project was very insightful. 
Primarily it taught me:

•	 Perceivability: How to communicate ideas in different ways, such 
as visually, or through written word to other people.

•	 Functionality: Creating a device that was visually appealing and 
was a working prototype. Something that was clean in appearance 
so as to not be horribly distracting.

•	 Connectedness: Keeping this idea at the heart of the project. 
Testing out a way to bring people together for a shared 
experience via a physical object.

This project was a challenge to explain sometimes. It was 
hard to try and describe the way that the physical prototype 
worked without being able to properly let people experience it 
for themselves. That being said, it challenged us to think about 
creative ways to illustrate the point. I really put a lot of time and 
effort into the research to find better ways to clarify the concept. 
The video I made also seemed to help get the purpose across 
better, (allowing yoga participants to feel connected through the 
act of breathing in unison). It was also important that the initial 
prototype worked to give us a basis for where we could go next.

I encourage future designers to communicate often with their 
team. I also found myself creating ideas on my own to pitch to 
my teammates to see if it could help with the progression of 
the project. Even if my ideas were not a fit for us it was a great 
opportunity to share my thoughts and get creative feedback. One 
should take advantage of learning and collaborating with people 
outside of their normal working or social circle. There is much you 
can learn from other people in different areas of study. I did not 
expect to grow as an designer and thinker as much as I had, if 
I had not been exposed to forward thinking of the MIT tangible 
media course.

inHale:
main takeaways
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CAN you hear me was a great example of focusing on:

•	 Communication: How we already do this, and what are ways we 
can initiate conversation or interaction.

•	 User Control: allowing participants to hold the cans and provide 
their own sound inputs for Google to decipher. 

•	 Affordability: Thinking of how to best place the cans in the space 
so people know to pick them up and speak. Also considering that 
if I place the cans further apart, the more likely people would 
intuitively stand at a distance from one another vs. being directly 
side-by-side. I took inspiration from the analog version of tin-can 
phones and playground structures (the big, metal, playground 
telephones).

After having done most of my primary research and writing, 
this project developed. I was able to take an older form of 
communication and juxtapose the analog with the digital. Cans 
that were personal to people now had a digital mediator for 
conversation. I wanted to do this to highlight the volatile nature 
of internet communication, but also as an opportunity for people 
to talk to each other again. The funny nature of talking through 
technology is a visual demonstration of what most of us do 
every day to communicate with others. But what was neat and 
comical, is the control people had or didn’t have over the words 
Google translated into the document. It almost provided a sense of 
vulnerability because your words were translated and broadcasted 
for everyone in the gallery to see, not just the person at the other 
can. Plus people could use it individually. 

Future designers could benefit from creating affordances and 
observing what people do. Allowing people to play and be 
creative with how they interact can help you to design future 
iterations and experiences for people. I would also recommend 
playing with spacing and visuals. Test concepts early and talk to 
people to hear what they think about the experience. Research 
early and talk to people about your concepts. The people around 
me and my research helped to draw connections and inspiration 
throughout my process. I could not have done the project without 
the help of those around me.

I wanted people to be able to decide how they interacted with the project so 
I left it as open ended in terms of movement and the type of communication 
they wanted to use. In the end, it was fun for participants to use, and 
also provided people to come together through the use of talking through 
technology.
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Online, there is only a limited way to measure presence and 
attention, through exchanging messages, likes, a video, etc. The 
quality of internet interaction does not live up to the quality of 
interaction when in person. I believe that we gain so much more 
when able to interact face-to-face. Our senses receive more 
stimulation and input to learn how/if we should build a connection. 
This is a piece that I think is missing for many younger 
individuals. Speaking from experience, it seems that when 
you are growing up online, you can easily mistake the 
interactions and connections in the digital environment as 
being “enough to sustain us.” I don’t believe this is so. My 
contextual research supports me. I would say, I feel more 
fulfilled and happy with a balance of both. I enjoy being 
online. TikTok takes up way too much of my daily routine, 
yet by using it, I get to share funny videos with friends, my 
boyfriend, and family when I see something that they can 
relate to or get a laugh from.

I enjoy making other people happy 
(most of the time). As an older sibling, 
I have grown up looking after others. 
Plus I have a mom who has always 
looked after me. I believe that as a 
designer I have a responsibility and 
desire to create opportunities for 
people to come together. Hopefully, 
these “opportunities” lead people to 
form new connections or deeper ones.  
I’ve learned this through coming to DMI. Initially, I came to Boston 
excited to finally get out of Maryland, but with the expectation 
that I was finally going to learn technical skills that I could use 
to get a job. I kind of did that. I’ve learned ample new skills and 
programs that I can use to help me flush out ideas, but the real 
thing that I’ve gained is my desire for human connection. 

I am so proud of the work I’ve done and grateful to every 
individual who has given me feedback, which helped to guide and 
refine my ideas. I wish that I had been able to utilize the campus 
resources and studios that MassArt has to offer. At the same 
time, I recognize that my first year was done remotely, which 
wasn’t easy. Sitting for three hours on Zoom is so tough mentally 
and physically. I don’t enjoy having to be static in my room all the 
time. I want to move around and chat with people during breaks 
instead of relying on my phone to distract me. It was so nice to 
finally move to hybrid courses and have the chance to make a 
project that people could use in real-life. CAN you hear me was 
the first project that I made where I could watch it be used in 
real-time by real humans. 
It solidified that I was 
designing for people to 
interact with one another. 
I am not as interested in 
an individual experience 
with technology, but 
rather how I can use 
technology to bring 
people together.

What I have learned about myself and my processes:

Top: Constantly forcing 
my dad to play dress up & 
pestering to play

Left: Andrew finally decided 
to show up = me having 
someone else to play with

I’ve also learned that I 
sometimes battle with 
myself because I tend to 
think in two main ways 
that often overlap: logically 
and emotionally. I can 
think through the logic of 

a scenario or idea and consider all of the prototyping pros and 
cons. On the other hand, how people interact with the idea and 
what they take away is just as, or usually, more important than 
my desire for the way a project should work. I create knowing 
that every individual is a unique makeup of their own stories 
and experiences. This can affect how my work is viewed and 
understood. 

Nam & me at the fish stand

The most honest carnival 

game I’ve seen honestly.

Nam & Pop, have run a carnival game 

since I can remember. I have spent 

summers trying to get people to 

throw a ping-pong ball into a fishbowl. 

(yes, it’s possible & yes, you can win 

a live goldfish)
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“Get off your phone, go 
outside and play!”

My over-thinking nature makes me an intentional designer. This is 
good but where it can be difficult is when I feel my concepts are 
being misunderstood. Sometimes that is just because my methods 
of sharing work don’t translate correctly. Other times I think that 
people make snap judgments. This is where I think social media 
conditioning usually comes in. As we are online all the time, we 
become accustomed to quickly scanning and filtering information 
- what is interesting, what isn’t, etc. These snap judgments can 
be helpful when trying to decide what food you want, but I think 
it creates less tolerance for other people or unfamiliarity. Younger 
generations tend to get swept up in trends because, why would 
you want to be on your own when you can be connected and 
relate to everyone else? This is where you and I come in as adults. 
It is up to us to set better examples for adolescents. To talk and 
connect with them, rather than make snap judgments about their 
ignorance or self-absorption. There is an opportunity to reconnect 
with younger generations and show them that while being online 
can be fun (and even volatile), there needs to be balance. Through 
a better balance of the virtual and real world, I believe we can 
meet our basic desires for connection. 

One of the top images most loved by my family. Genevieve falling on 
the hay bales and no one knowing until mom’s film roll came back
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So where 
do I 

go from 
here?

Well, first I have to get my diploma - my official 
declaration of finishing my Masters. Then, I’m not 
quite sure. What I do know is that I will always 
work to be a human-centered designer. Meaning  
I’ll always strive to better others and try to figure 

out new methods and modes for interaction where it is needed. I 
also want to take advantage of getting to know other people, and 
listening to their stories so that I can continue to learn and make 
design decisions. For myself, I hope that I can learn more technical 
skills, whether it be programming, video making, prototyping, 
etc. to help execute design goals. Overall, I hope that anyone can 
come and read my thesis to understand the importance of human 
relationship building. Because at the end of the day, we all desire 
connection. Younger generations need wisdom and support. They 
need encouragement to build 
real-life relationships instead 
of social media surrogacy.

Always grown up with color, and playing house
131
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