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Problem & Motivation:
It is a common scenario today that people in social gatherings are less social and
more busy with their phones or gadgets. It is rather ironic that people in social
gatherings are less interactive and more indulged in virtual social life.
Even as technology helps us understand how relational we truly are, the basic
currency of social connection – face-to-face contact and simple conversation – is
becoming marginalized. Our gadgets therefore create an illusion of connection.
The danger, though, is that they also set up a new way of relating in which we are
continually in touch – but emotionally detached.

Figure 1: A social gathering going the wrong way

Initial Survey:
We had conducted some initial survey on what sort of solution people would prefer,
whether they want an solution or not. The survey was done by preparing a set of
questions and interviewing a wide range of people including students, office employees
etc. The number of participants were 35. The observations from the surveys are listed
below:


80% people agreed that the level of face to face communication in gatherings is
often quite low.



People do not prefer suggestions/notifications most of the time. Our initial idea
was to detect crowd heavy environment and offer suggestions of limiting phone
activities. About 60-70% people agreed that they do not want suggestions at
every gathering.



Majority of the people were willing to try a new app that encourages more
interactivity. If an app helps to interact with friends or family, they would try the
features.



Most of the surveyed students preferred a mobile application over web app, as
mobiles are the main gadgets in use in gatherings

Available applications/solutions to the problem:
There are multiple applications available online. We tested two apps- Offtime[1],
Moment[2] to get a general idea of what functionalities they offer and what we can do
differently. Offtime has a whitelist and blacklist of apps that a user can customize,
tracker and scheduler for device usage and other tasks. Moment has a tracker for
device usage and forces user to stop using the device after a certain time limit.

Our Proposed Solution:
“Socially” is an application which encourages an appropriate and reasonable
behavior in a social gathering. The main features are:

 The mobile app has three modes- F&F, Work, Personal. Each mode has
different levels of blocking. They limit the use of apps by notification
blocking or disabling.

 There is option for connecting with other friends or family members. One
person out of the group can use hotspot to facilitate a common connecting
point. All the users under the same network will use the same mode.

 A range of interactive multiplayer games like Pictionary, Spin the bottle,
Musical chairs

Paper Prototyping:

Figure 2: Our final paper prototype

Story Boarding:
Scenario 1:

Scenario 2:

Scenario 3:

UI Usability Testing:
 Participants:
After making the paper prototype we made our second survey to test the user
interface. We selected a group of 10 people to conduct the survey and observed
how they respond to the UI design. The users were mainly within 18-25 year age
range. All the participants were selected on basis of their social media or gadget
usage. Most of them reported that they use their smartphones in gathering or in
family environment and they were willing to test our app.

 Method Overview:
1. UI Design Testing with Paper Prototype:
We gave the participants the paper prototype and asked them about the UI
design and noted that components they liked and what they wanted to change.
We also asked them a list of questions to understand what features they liked,
what tasks they were unable to comprehend.

2. Digital Prototype Testing:
After that we made a digital prototype for users to test. We gave them small tasks
such as logging into the app
 inviting friends
 connecting with friends
We observed their responses and how they reacted to the user interface. After
the testing, we further asked the users some review questions about the app to
figure out their preferences and whether they found the app to be usable.

 User Response:
Here is a short list of user responses:





Usability: 88% approved
Ease of Use: 92% approved
Interactive Activities: 67% wanted more options
Socially modes: 56% wanted more customization options

Digital Mockup:

Figure 3: Home Screen and Menu

Figure 4: Inviting Friends and Accepting Requests

Figure 5: Interactive Games

Discussion:
After the digital mockup, we gave the application to 5 participants to use in real life
situations. All of them reported that, they used Socially in gatherings once or twice.
They felt that the application was useful and they had fun playing the games. It definitely
increased the interaction between people. They also suggested that there should be
more interactive activities as we have a very limited number of activities available
currently.
In conclusion, it is necessary to curb the unnecessary use of gadgets and social
media. We need to encourage people to a healthier lifestyle with a balanced use of
gadgets and technology. Socially is our efforts to help reduce over usage of mobile
devices and nudge them towards optimal using.
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