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Project Goals and Strategies

User Research

We began our research by attending the zoo and every exhibit, show, special attraction that the zoo offers to encompass the current offerings of the St. Louis Zoo. We then did some comparative research with other city zoos, both on the technology as well as animal experiences.

We then analyzed many zoo-goers by the form of focus groups and surveys. The surveys focused on what attractions they frequent, while the focus groups focused on what frustrations they experience at the zoo and what they wish would be different. We asked demographic questions so we could classify the answers to match our user models.

Contextual Analysis

We analyzed the various components of a zoo visit to include what a typical zoo experience might include. Most zoo goers will experience that animal exhibits, food and refreshment stands, restrooms, and gift shops. A smaller amount of zoo goers might experience transportation, animal shows, or special attractions that have an additional admission fee, and the zoo website. We wanted to include as many of these contexts in our proposal as possible.

Case Scenarios
User Models (Personas)

We have developed personas to customize the zoo experience. Based on our research, we have determined the zoo has 5 audiences that we need to cater the experience towards. The personas, which will then become “profiles” for zoo-goers to choose and customize their experience, follow.

Very Young Children (who attend the zoo with their parents)

Ella (4) Mya (3)  are from a rural area in Missouri, outside of the St. Louis metropolitan area. Mya really didn’t remember a lot about her visit to the zoo. However Ella remembers quite a bit. Ella’s favorite animal was the Giraffes. She said that the zoo had a millions animals to watch. When asked what her favorite activity was when she rode the train ride. Ella remembered the neat kid areas – like the ones that had the slides. She wished that they had more of them. When asked if there was something that she didn’t like about the zoo she said that she didn’t like the Dinosaur’s but now she thinks that she would like them now because she is grown up. Ella was asked if she remembered any long lines at the zoo and she said that she remembered having to wait in line at the carousel. Ella and Mya don’t use a computer yet, but they would like to try. They are allowed to use the wii with their parents. Both of the children liked the zoo and want to go back – even though they just went last year.

Young teen:

Andi is an only child, she is 13 years old and a 7thgrade student at a performing arts junior high school. She lives with both parents in Soulard(south city St. Louis)Andi’s interests include theater (she performs in several school plays each year) photography and writing. Andi also has her own blog on what it’s like to be her that has a dedicated following among her peers . She is an excellent student and plans to pursue a creative writing degree when she enters undergraduate school at a far away location. She hopes to travel for a year before going away to college. She plans ahead and is already saving money for this trip. Andi has been to the zoo a few times, mostly on grade school field trips when she was younger and also with her friends’ families. She enjoys the visits for the most part but probably wouldn’t visit on her own. She would appreciate a more interactive, hands-on zoo environment that incorporates photography and technology in some way.

Parents (who attend the zoo with their small children)

The parents are Tom and Patty. They have two children, a 6 year old daughter named Anne and an 8 year old son named Edward. Both Tom and Patty are technologically savvy and thus both Anne and Edward are used to using computers, playing games, both have an ipod, etc. However, the children’s time with games and computers is limited because Tom and Patty feel its important to get outside and do things, as well as learn about different things. They take the kids to the zoo about once a month when the weather allows for it and wish there were more opportunity for the kids to learn while at the zoo, as well as activities that would inspire them to WANT to learn.

Adults (who attend the zoo alone)

David and Jane are each 48 years old.  Their children are ages 19 and 22.  There are no grandchildren.  Since their children are grown, this couple enjoys spending time on their own personal growth.  Some of the activities they enjoy are a reading in a library book circle, attending local theater productions, and bicycling. David is a high school science teacher with a concentration in chemistry.  Jane is a small business owner of a catering company. They each have bachelor’s degrees –David in chemistry and Jane in English Lit. This couple enjoys the extra science lectures that the zoo sponsors.  They are friends of the zoo and have each sponsored their own favorite animal -s flamingos and David has a hippo. They are not overly “digital.”  They use email and Facebook to communicate with their college students.  They use the internet for research, education, and leisure.  They do not text message with their mobile phones nor do they use webcams or have iPhones.  They are familiar with GPS devices as they have one in their new hybrid SUV.

Grandparents:

Robert and Marie are the parents of a 35 year old couple with a 6 year old daughter.  granddaughter and will be something that she remembers as she gets older. One downfall they feel the zoo has is the large amounts of walking they must do to get from one area of the zoo to another.  If this was limited or their route was better planned, they would enjoy their zoo trips even more. The zoo also requires lots of reading, which prohibits the learning experience because Robert and Marie both have poor eyesight. They are not technologically savvy, so introducing new gadgets in the park must very intuitive and user friendly.  They bought a computer 2 years ago and only use it to check their email.  They rarely use their cell phone and aren’t aware of all its’ capabilities.

Teacher:

David is a science teacher at a middle school. He tries to incorporate the zoo into his teaching syllabus. He uses the STL Zoo website section often. David thinks the zoo is a terrific learning tool to educate students. It is more interesting to see animals live instead of photographed in a book. He visits the zoo yearly with his class. David believes the zoo is important to students, regardless of grade level. Whether they are in high school biology or elementary science, the zoo is useful for everyone.

When their granddaughter comes to St. Louis to visit them, they enjoy taking her to the zoo. They like the fact that they can take their granddaughter there because she is an animal lover and they love to get out and enjoy the weather.  They feel that this can be an educational experience for their students.
Project Summary

With all of these different personas coming together to experience the zoo, we feel that several design issues are critical to the success of the project.  The younger, technologically savvy users will want a fast paced, interactive system with just in time type of information.  The older, less technologically inclined patrons will not want a small, handheld system but rather large information displays that give broad information.  

To meet the needs of all patrons, we have designed two primary forms of interaction.  The first one is a large monitor display at major areas of the zoo.  These monitors will have touch screen interactivity with similar functions as the smaller handheld units with videos, scrolling text updates, and interactive map functions.  The second type of interaction is what we call Zoo-Rality.   This is primarily for users of smart phones and similar units.  These units will have similar information as the large monitors but will be used on an individual basis. 

The following document details the interactivity and design components of both systems.

Structure

Overview
The Zoo-rality concept will include monitors throughout the Zoo, which will have information regarding show times, information on the animals in that section and the Zoo map. In addition, users can either rent a handheld or go the Zoo’s website on their Smartphone, and experience more interactive content. Both of these options will focus on making the content available at the Zoo more interactive, as well as easy to access.
Interaction Design Approach

The core focus group of the zoo design team is parents with school age children.  Focusing on these two types of patrons (adult/child) will cover the majority of the technology user.  The following scenario is representative of these groups and demonstrates our vision of how users will interact with the two proposed interactive devices.
Typical User Scenario

Lets peek in on a Zoo-goer, Andi, who is 13; with her parents who are in their late 30’s while they visit the Red Rocks section of the zoo so we can see what the Zoo-Rality is all about:
Andi and her parents arrive at the zoo to check out the new “Zoo-Rality” everyone is talking about. Andi quickly finds the zoo website with her Smartphone while her parents go to the Zoo-Rality desk to rent interactive handhelds. They head to the Red Rocks section and see a large monitor displaying where they are in the Zoo and what animals are outside. The animal icons blink and then begin to play information on each of the animals in the area. Andi, who has already skimmed over this information with her Smartphone, heads off to the tigers while her parents trail behind and read some of the content. They note the start time of the Sea Lion show scrolling at the bottom of the monitor and head to join Andi.
Andi’s parents want to set a reminder on their Interactive Handheld for the Sea Lion show. Andi’s dad uses the wizard to figure out how to do it, while Andi’s mom just asks Andi to help her, which Andi figures it out in a matter of moments. However, Andi isn’t interested in the Sea Lion show; she wants to go off by herself during that time. Andi’s mom is skeptical, and is worried about getting lost from Andi, but Andi reminds them of the “lost party feature” so they sync their devices. Andi syncs their devices and now Andi’s mom can see where she will be during the Sea Lion show. 

During that time, Andi’s dad has begun to play the audio clip of the tiger. He expects Andi will probably select the “Virtual Zoo-rality” because she always likes the most modern way of learning information but he prefers listening to the audio tour while looking at the animals. He expected there to be a lot of general information, but he was surprised to learn a few new facts. Soon the family is ready to leave the Red Rocks section. Andi’s parents click on their interactive handhelds and navigate to the map to find out how to get to the Sea Lion show while Andi looks on her smartphone to find the closest place that sells funnel cakes. 

Information Architecture Approach

Users can interact with the content in a variety of ways via touch. Upon logging on to the website or interactive handheld users are presented with menus, a search option, and a wizard option. The user can simply browse their way to information by touching the options presented, which will bring up new screens. If they need to know something specific and are unable to find it, they can select search and will be presented with a search box where they type in their terms. Should they need to do a task quickly, they can use the wizard to help with common tasks, such as setting show reminders or synchronizing with their party’s devices.
Information Architecture Diagram
[image: image1.emf]
Framework

Overview 

The framework of this project involves several interfaces between technology and users.  The two major interfaces are the website as seen on the large monitors and the mobile interface used by existing customer smart phones or rental units.  This section will detail the information provided with individual components.
The framework can be broken down into three major design components:  Navigation, Information, and Interface Design.  
Navigation Design

When navigating around the website, it is important to have clear, easily obtained information.  This is a fun place.  Visitors like Andi and her family do not want to be bothered with extensive web searches.  The necessary information should be presented to them by anticipating their needs.  

Each page will be divided up into three sections:  the interactive map, the action box and the task bar.   These sections will by hyperlinked to existing content within the system – videos, games, photographs, and so on.
The interactive map will have several sub-maps which will correspond to the major zones of the zoo.  The broad overview map will contain hot spots which, when selected, will bring up a detailed map of that section.  The interactive map will also have a blinking blue dot that will indicate the location of on the user on the map.  

The interaction between user and device will consist of the following features:

· Map navigator (hot spot) which will allow users to zoom in on specific areas

· “You are here” locater signal via GPS

· Hover feature which will allow additional information and pictures to be displayed that correspond to the selected area of the map

· Scrolling Menu which will give users a selection of potential areas of interest.  This will guide the user to new experiences and will be based on feedback from past zoo guests.  At some point in the future, there will be log-ins required which will gather individual user data and customize selections based on past interests and searches.
The action box is created to give the user a place to read additional information and directions.  

· FAQ – Commonly heard questions.  These will be very specific to the area of the site that the user is in.  (i.e. In the Big Cats section the FAQ will revolve around habitat, food and endangered species content)

· Help – Information on technical issues with the system (i.e. How do I access the map functions)

· Tag Cloud – a fun way to see which topics are most popular today.  The tags will be linked to existing content within the site.
· Guided Tour – for those users that want less interaction and  more information presented to them, the guided tour will have an audio-visual presentation in the form of a YouTube type video lecture on the selected exhibit.  These presentations will be very broad and limited to 3 to 5 minutes.
· Teaser Menu – similar to the tag cloud this navigation aid will provide popular selections in the form of thumbnail pictures.  
The scrolling text box at the bottom of the website will have no navigation function however there will be a home button which will take the user back to the home screen map page.
A site map will be imbedded in the strategic makeup of the website but will not be available to viewers on either the smart phone or the large monitors.

Information Design

The major areas of the website are all linked to a major repository of content.  The content will be managed via metadata tagging procedures.   The major types of content available to users will be video, text, photograph, and games.  Each type will be tagged with the species of animal and the specific topic represented in that content.  All displayed links that match this content in the teaser menu, hover functions, tag clouds, etc. will point to this content.

The content will be provided from existing zoo resources.  Our goal is to get one video and text based content linked into the new site.  A picture and statistic (birthday, weight, etc.) of each animal on zoo grounds is important to convey a sense of personalization to the zoo patron.  Games are based around major animal groups or zoo zones rather than each species.

Several other components will help users with the information design of our site.  Current zoo branding will be important (using key terms such as “Red Rocks” and icons related to such terms) as well as typography and color coding.  These concepts are explained in greater detail in the next section.  
Interface Design
There will be two separate interfaces designed – one for each proposed element.  The first will be an entirely new website created to be used with smart phones and with the rental device available from the Zoo.  The website will work as a private zoo guide.  It will have videos, images, and additional information organized within the different zones of the Zoo.  The different zones of the park are the River’s Edge, The Wild, Discovery Corner, Historic Hill, Red Rocks and Lakeside Crossing.  For the rest of this interface design we will be focusing on the Red rocks area of the Zoo. 

The interface of the website will start with the map of the entire Zoo.  The structure will branch out to include each section of the park, the animals in each section and finally to each animal individually. A basic layout of the infrastructure is illustrated in figure A.

Figure A
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Visual Design

Overview

The visual look and design of the proposal will be provided in a written description as well as mock-ups of what the aspects will look like.  First the colors and the reasoning behind the selection of colors and layout for the designs will be discussed.  The proposal includes a design for a mobile device website and a interactive monitors. The website will be discussed first then the plan for the monitors will be described.  
Visual Style Guide
The basic color scheme for the website will play off the existing maps that are being used by the Zoo.  The maps feature each section of the park (or zones) in different colors.  The Red Rocks areas are red and the River’s Edge area is orange, just to name a few.  The figure A below shows the current map for the 2009 season.  The bright and bold colors will set the theme and will be continued throughout the entire project.  This will help to establish a link between the map on the main page and the subsequent pages.  

Figure A
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The layout of the pages will be kept congruent throughout the pages.  Each page will be divided up into three sections the interactive map, the action box and the task bar. The interactive map will be an enlarged image of the zone map from the original zoo map.  The action box is created to give the user a place to read additional information and directions.  The text box will be the last area on the website.  It will be located on the bottom of the screen. This will be the area that has the alert text messages displayed in addition to the ‘back’ button to take the user to the previous screen. 

Typography is the websites means of visual communication. The typesetting from the original Zoo map will be continued into the website.  The font of Veranda will be used throughout the entire website project.  There will be the addition of different typestyle used to offset some special item or event.  Below you will see a sample of using a new typestyle for the Zoo-rality feature.

Figure B
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Web Page for Mobile Device Comps
Figure C shows the main page, which is a map of the entire Zoo.  The user can select the section that they with to learn more about.  Once they have an area selected then the screen shot will change to a close up of that zone.  We will start with the existing maps that the Zoo is using on the website and inside the park.  The following image is the Zoo map for 2009.  Each area is color-coded and all the paths of the park are clearly labeled.  

The zone maps are an existing image that the Zoo is using on their current website and in printed park maps.  The figure C shows how the user will see this on their phone device.  The screen is divided up into three sections the interactive map, the action box and the task bar.

The Interactive map is on the upper left side of the screen.  Each map will have a title and it will be color-coded to match the larger map.  Each exhibit will be labeled on the map.  In this example there are two exhibits – the Antelope Yards and the Big Cat Country. Each of these areas are known as hot-spots.  The hot spots can be selected and more information specific to that area can be found.  The interactive map will also have a blinking blue dot that will indicate the location of on the user on the map.  

In the upper right-hand side of the screen you will find the Action Box.  This is the area that will give a written description of the screen and will prompt the user with directions.  This area again has the title of the area that is currently selected and then will offer details regarding the types of animals that are in this area of the Zoo.  Within the Red Rocks area of the Zoo there are seven animals, each one the user can select to learn more. 

Finally the Task bar is located at the bottom left.  This area will be where the Alert texts will be shown.  Also there is a hot –spot that is linked to the main zoo map; it works just like a back button on a standard web browser. When selected will direct the user back to the main page of the site.  

Figure C
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Let’s assume that the user wants to learn more about the African Lions.  After they select the name of the animal the screen will change.  The screen now will be dedicated to the African Lion only.  Here a wealth of information can be assessed.  See figure D for a sample of this screen.  This screen has a layout similar to the zone map.  It has the video area, the action box and the task bar.  

The video area will be the ‘TV’ part of the screen.  It will be were the user will look to find the maps, videos and more.  This is the part of the screen where all the multimedia elements are shown.  

The Action Box works the same way as in the last example.  Directions, details and options are listed here to help the user create their personal Zoo Experience.  Here the Zoo can make a list of the topics that are available.  Some topic possibilities for the African Lion might be maps of the range, videos of the natural habitat and the lion families at the Zoo.  The action now will have a link to the Zoo-rality feature.  This will direct them to another page where thy can see through the eyes of the animal.

This will give the user the opportunity to play, pause and fast-forward the video.  It also has a volume control for the users convince.  There is also a video timeline provided to the user. Just like before there is the alert text box and the ‘back’ button that will direct the user back to the zone map, in this case it would be the Red Rocks area map.

Figure D
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The Zoo-rality feature of will be an option that can be added to any animal in the park.  The Zoo can decide if they want all the animals to have this option of they can select a few animals and have this as a special feature of the Zoo exhibit.  

The figure E, as shown below, is a sample of the Zoo-rality simulation for the African Lion. The layout of the screen is consistent to the others.  The main difference is that all the videos that will be shown are captured in the eyes of the animal. The figure below is showing a sample of the “Running in the Wild” video.  

To exit the Zoo-reality the user just has to select the ‘Back to Animal’ button to return to the previous screen.

Figure E
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Monitor Comps
The monitors will be installed in the Red Rocks area of the Zoo.  The monitors will be large enough for a group of people to gather around them.  In figure D you can see a mock-up of what the monitors will look like once installed in the zoo.  

Figure D
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The design of the visual interface will be similar to that of the website.  The main video area will be on the upper left-hand side. Underneath the videos the text area is located.  This area will be able to display captions for the videos and any text alerts.  The right side will show the upcoming topics for the videos in the side bar.  As the videos change the topics will move down one space.  The ‘now showing’ video will move into the yellow area.  Since this programming on the monitors is on a constant rotation the side bar will help the visitors keep track on the videos and know when they start to see ‘old’ programming.  
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