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I’m interested in understanding and designing interac-
tions between people and their environment. I have a 
background in Computer Science and currently study-
ing Industrial Design with a lean towards Interaction 
Design. During the two and half years of my profession-
al work experience, I’ve worked on Interface design, 
Interaction design, Print design, Information design, 
Communication design, User-behavior mapping and 
Front-end development.
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TRANSFORMATION THROUGH 
EDUCATION
COMMUNITY COALITION FOR HAITI (CCH)
INDUSTRIAL DESIGN USER RESEARCH

with John McCabe, Lillian Lo, Sayako Minami, Daniela Vollmer, 
Ashlan Williams, Grace Brese, Seth Cranford, Kathrine Norsk, Rut 
Prudencio Csapek, Kelly Baybutt and Audrey Cobb Photo Credits: Audrey Cobb, Kathrine Norsk, Kelly Baybutt
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TRANSFORMATION THROUGH EDUCATION
Design Brief

+

With the goal of designing ergonomic and 
replicable desk and wall partition systems 
for an open classroom environment, 
eleven designers handpicked by SCAD 
CLC worked together for ten weeks on a 
project sponsored by Community 
coalition for Haiti. The school building 
was designed by Perkins + Will and built 
by Community Coalition for Haiti in 
Jacmel, Haiti. 

Jacmel, Haiti
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TRANSFORMATION THROUGH EDUCATION
Survey insights

What they aspired to be 
growing up

No ConnectionVisited the countryCurrent resident/ Native Current resident/ Native

StudentOther
Relief Participant

Educator

Others Space Infrastructure Health & Sanitary Lack of teaching resources

80% of students preferred interactive teaching methods in the classroom

41% of them were exposed to interactive teaching methods.

Doctor President Pilot Civil EngineerTeacher Social
Worker

Lawyer Agronomists

Need for alternative 
education

Drawbacks while 
teaching in Haiti

Connection to Haiti

Breakdown of residents
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TRANSFORMATION THROUGH EDUCATION
Contextual materials review

Concrete Masonry Unit (CMU) Metal Work Bamboo

Plywood Plastic Rubber tires

Local skillsets

Locally available

Easy to work with

Structural integrity

Light weight

Low cost

Local skillsets

Locally available

Easy to work with

Structural integrity

Light weight

Low cost

Local skillsets

Locally available

Easy to work with

Structural integrity

Light weight

Low cost

Local skillsets

Locally available

Easy to work with

Structural integrity

Light weight

Low cost

Local skillsets

Locally available

Easy to work with

Structural integrity

Light weight

Low cost

Local skillsets

Locally available

Easy to work with

Structural integrity

Light weight

Low cost
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TRANSFORMATION THROUGH EDUCATION
Design considerations and conceptualization

Design 
Considerations

Economical space usage

Adjustability

Stackablility

Ability for nesting

Woven materials

Connectivity 

Plywood

Metal

Textiles

Bamboo
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TRANSFORMATION THROUGH EDUCATION
Concept sketching
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TRANSFORMATION THROUGH EDUCATION
Concept sketching
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TRANSFORMATION THROUGH EDUCATION
Haiti visit: Visit to the school

The old school which currently holds 6 noisy classrooms of 15-30 students each with adjacent 

classrooms divided by plywood boards. 

A class in session in the old building. Playing soccer with the school kids. 

The team measuring the interiors of the new 

building
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TRANSFORMATION THROUGH EDUCATION
Haiti visit: User research using games

Interactive interview with the school teachers. Interactive interview with the principal.

When usual methods of user interviews failed due to language barrier 

and other reason, the team chose to use interactive blocks represent-

ing furniture on a small scale layout of the classroom to elicit feedback 

from the users. Research with the school students. Interactive interview with the teachers.
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TRANSFORMATION THROUGH EDUCATION
Haiti visit: Local resources and skillsets

Exploring the local resources in Jacmel, Haiti. Exploring Jacmel’s art.

Discussing the feasibility of our design with the carpenters in charge of 

working on the school. Getting advice on the build plan with the metal workers in Jacmel, Haiti.
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TRANSFORMATION THROUGH EDUCATION
Chair
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TRANSFORMATION THROUGH EDUCATION
Chair

Woven Material

Square Steel Tubes

Pine

Plywood
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TRANSFORMATION THROUGH EDUCATION
Chair
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TRANSFORMATION THROUGH EDUCATION
Desk
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TRANSFORMATION THROUGH EDUCATION
Desk

Flat Bar

Square Steel Tubes

Pine

Plywood
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TRANSFORMATION THROUGH EDUCATION
Desk
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TRANSFORMATION THROUGH EDUCATION
Partition
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TRANSFORMATION THROUGH EDUCATION
Partition

Steel support bars

Square Steel 

Tubes Casters

Woven Material

Plywood
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SAVANNAH COLLEGE OF ART AND DESIGN, SAVANNAH, GEORGIA
SERVICE DESIGN USER RESEARCH

with Kang Jun Seo and Huii “Mei Mei“ Chuang

REDESIGNING THE DRIVE-THRU
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REDESIGNING THE DRIVE-THRU
Exploration: Survey insights

33% 27% 22% 18%

33% 27% 22% 18%

33% 27% 22% 18%

33% 27% 22% 18%
33% 27% 22% 18%

•  “When I don’t have time”

•  “Because I don’t feel like getting out of the 

car”

•  “When I’m alone”

•  “To get quick coffee”

•  “When I’m in a rush”

•  “Because I don’t feel like parking my car”

•  “When I’m drunk”

•  “Speaker is bad and workers are impatient”

•  “Too much time to receive my food”

•  “Forgot everything and employee was 

sassy”

•  “Long lines”

•  “Forgot part of my order and weren’t very 

nice”

•  “Waited for 20 minutes”

•  “Difficult to understand the person and no 

display”

•  “Healthier food”

•  “More windows”

•  “Better connection with customers”

•  “Make it faster”

•  “Multiple lanes and pre-ordering before 

arriving”

•  “Better food”

•  “Real person, not speakers”

•  “Better menus”

•  “Customer service”

Why they visit 
drive-thrus

Worst drive thru 
experience and why

What they would change 
about drive thrus

63% Female respondents 

37% Male respondents

79% respondents are from 

Savannah, GA

84% respondents own cars

53% 
of respondents said 

they use drive thru 

between 3pm and 9pm

57% 
Think they spend 

6 minutes or upwards 

in a drive thru

14% 
Think they spend 

more than 15 minutes 

in a drive thru
respondents use 
drive thrus 2-5 
times a month

less than once 
a month

once a month no data
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REDESIGNING THE DRIVE-THRU
Exploration: Interview

Insights from the 
interview
What are the common complaints you receive 

from customers about drive thru?

•  “Speed of Service”

How much time does it take to serve an order?

•  “From the speaker box to the serving win-

dow we strive to be under 2 minutes.”

What are the peak traffic hours of the restau-

rant?

•  “From 11:00am to 2:00pm and 5:30pm to 

8:00pm”

How do you think the drive thru experience can 

be improved?

•  “By improving speed of service and deliver-

ing quality product.”

JARED
Shop manager

We interviewed Jared about the functioning, the employees an 

the customers of the drive thru he manages. 
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REDESIGNING THE DRIVE-THRU
Exploration: First hand experience

Visit time
1:00pm

Order size
3 meals

Time taken for delivery
8 minutes

Notes
Used only one side of the 
building for the entire
process.

Visit time
10:00pm

Order size
5 coffees and 2 fries

Time taken for delivery
4 minutes

Notes
Menu breakdown display 
at the ordering station.

Visit time
4:00pm

Order size
2 meals

Time taken for delivery
6 minutes

Notes
Used two lanes for order-
ing that merged into one
before moving to pickup 
station.

Entering the drive thru Reading the menu and decid-
ing what to order.

Placing the order, correcting 
and confirming it.

Finding the payment window 
and making payment.

Picking up the food and figur-
ing out to carry it.

Making sure the order was 
correct, finding the exit and 
leaving.

!
WAIT

!
WAIT

Visits Journey Breakdown
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REDESIGNING THE DRIVE-THRU
Analysis: AEIOU

A E I O U

Ordering foods

Pick up foods

Driving cars

Talking to speakers

Using mobile devices

Menu displays

Signs 

Main building

Walls

Bars

Talk to speakers

Talk to friends in the car

Paying 

Pick up foods

Using mobile devices

Watching menu

Food

Drinks

Phones

Cars

Windows

Speakers

Displays

Customers

Employers

AEIOU is an analysis method to help analyze and interpret observations gathered by research. By breaking down the experience into category buck-

ets, it’s easier to codify and assign meaning to the research. 

Activities and tasks 
that make up an 

experience. 

Characteristics of the 
whole are within which 
the experience occurs.

The exchange of infor-
mation and/or objects 

between the people and 
other people or objects in 

the environment.

The elements that 
make up the environ-
ment which interact 

with the people.
The people that are 

part of the experience. 
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REDESIGNING THE DRIVE-THRU
Analysis: Personas

Wendy Marshall
45 year old

Home maker/Gardener

• Suburban mom

• Uses drive thru for weekend food

• Orders 2 or more meals from the menu

• Wants her order to be correct regardless of time taken

• Goes with kids and sometimes Husband

Jonathan Lee
32 year old

Startup Employee

• Busy urban adult

• Uses the drive thru mainly for coffee everyday

and sometimes food

• Orders small portions of food

• Wants to get in and out fast

• Usually is alone when going through a drive thru

Lillian Perkins
19 year old

College Student

• Art college student who is always swamped

• Uses drive thru 4-6 times a week

• Buys coffee in the morning and meals during

other times

• Doesn’t want to get late to class

• Goes to the drive thru with her friends
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REDESIGNING THE DRIVE-THRU
Analysis: Problem formulation

Pain points in the journey

WAITING TIME

Although studies, our interviews have shown that drive thrus serve cus-

tomers faster that walk ins, the waiting time for customers between look-

ing at the menu and ordering, ordering and paying, paying and receiving 

the food is perceived to be much longer than it actually is. 

The solution lies in reducing the perceived wait time. This can be done 

by keeping the driver busy during the wait by providing activities. Stud-

ies in cognitive psychology have shown that a person occupied in an 

activity during wait perceives the wait to be shorter than a person unoc-

cupied. This theory has been put to use in video games that have mini-

games while the game loads and even traffic signals that display a timer 

to the green light.

DECISION MAKING

The menu design and design of the drive thru route are very important 

parts of the drive thru experience and yet people often find that they can’t 

decide their order by the time they have to place it. Awkwardly placed 

menus and the overload of information found on these menus frustrate 

the customers who are often left confused. This has a negative effect even 

on the employee taking the order who has a time constraint to follow. 

The solution lies in finding better places for menus, restructuring the 

menus and having a better ordering process

33% 27% 22% 18%33% 27% 22% 18%33% 27% 22% 18%33% 27% 22% 18%33% 27% 22% 18%

FIND 
MENU

DECIDE AND 
PLACE ORDER

PAY PICKUP

EN
TE

R

LE
AV

E
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REDESIGNING THE DRIVE-THRU
Solutions: Decision Making

Vertical space menus
Most menus are displayed on the sides of 

the drive thru route while the space vertically 

above the route is left unused. Out system uses 

vertical menus that make reading from far away 

easier.

Visual ordering system
Out system employs the use of visual and 

tactile sense to ease communication during the 

ordering process. 
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REDESIGNING THE DRIVE-THRU
Solutions: Waiting Time

Order progress indicator
Knowing how much time one needs to wait or 

being aware of the progress of the process can 

make wait seem shorter. Out system uses prog-

ress indicators to keep users updated about the 

progress of their order.

Open order preparation
By removing the wall between employee and 

customers and replacing it with transparent 

weatherproof glass, we give the users a clos-

er look at their order progress and keep them 

occupied during their wait time. 
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REDESIGNING THE DRIVE-THRU
Solutions: Waiting Time

Diamond shape layout
For new drive thru systems, we have designed a 

new layout that increases the distance traveled 

during the drive thru process and thus reduc-

es long lines and keeps the cars moving, thus 

making the experience seem shorter than it is.

For old drive thrus, this redesign can be omitted 

to avoid rebuilding of the drive thru.

Order dependent lanes
Different people use drive thrus for different 

reasons, by making the drive thru lanes depen-

dent on order size, our system helps people get 

in and out faster.
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REDESIGNING THE DRIVE-THRU
Solutions: Waiting Time

Playful drive-thru
Deciding what to order can be a pain. Our sys-

tem gives the option of playing games to select 

orders off the menu. Our system also uses sim-

ple games like Sudoku or similar paper based 

games to keep customers entertained while 

they wait for their food. Providing a reward 

upon successful completion of these games at 

the payment station provides incentives for the 

customers to play the game.

Windshield projector
Taking the concept of games for occupied wait 

time further, our system uses the technology 

of interactive windshield projection to provide 

simple interactive games for people to play 

while they wait. 
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REDESIGNING THE DRIVE-THRU
Final Concept

Parking

Quick exit route for small orders

Window for delivering shorter 
orders like drinks, tea, coffee or 
fries.

Dual ordering windows to reduce 
bottleneck in ordering with more 
than two people in the car.

Maximum usage of space, both 
vertical and horizontal for easier 
menu selection.

Quick exit for exclusive 
members without the need 

for payment

Full order pickup

EntryRegular exit
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GREENER SHELF
SAVANNAH COLLEGE OF ART AND DESIGN, SAVANNAH, GEORGIA
INDUSTRIAL DESIGN USER RESEARCH

with Fang Ben and Nathan Porteous
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GREENER SHELF
Urban Agriculture

So what’s stopping urban dwellers from  

growing food at home?

I want to grow herbs and 
spices at home but there’s 
just no space indoors. 
My kids hate the labor 
involved and I’m worried 
about dirty pots within 
their reach.

I’m busy with my new job so 
I have no time for the main-
tenance involved. Also there 
is almost no space on the 
floor for plants and I’m really 
worried about the mess that 
comes along with it.

Peter Murugan, 25
San Jose, California

Software Engineer at Metrex.

 Loves Bicycling, Running and 
Mountain  climbing.

No Gardening experience.

Martha Singer, 45
Northridge, Kansas

Stay at home mom.

Reading, Dancing, Playing 
with her kids, watching classic 
movies with husband on the 
weekends.

Hobbyist Gardener.
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GREENER SHELF
Research and Points of Interest

Gender Suburban/Urban Age group Location Urban Gardens

Results from 
a survey

Males

Females

Suburban

Urban

18-22

23-30

14-17

31-40

Northeast US

Mid-Atlantic US

Other

Southeast US

West US

Southwest US

Have an urban garden

Do not have an urban garden

Busy people + Lack of 
space + Lack of time

Easy maintenance + Using 
vertical unused spaces + 

Non-Intrusive

Existing 
Implementations

Potted Plants Windowfarms Aquafarm Grow Jar

Messy | High Maintenance Expensive | Occupied a lot of space Potentially messy | Intrusive Occupies space | Intrusive

CONCERNS ESSENTIAL FEATURES
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GREENER SHELF
Ideation
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GREENER SHELF
Unused spaces and Hydroponics

Greener shelf is a slot-based, modular product 

with replaceable pots that is attached to the 

wall in the kitchen, living room or any other part 

of the house. Hydroponics and water wick sys-

tems avoid the mess and maintenance involved 

in traditional pot plants. This and the usage of 

vertical unused spaces makes it non-intrusive 

and consumes less overall space which makes 

it perfect for use in the urban household.
GROWING MEDIUM

WICK

NUTRIENT SOLUTION

Hydroponics
Hydroponics is a method of growing plants that 

replaces the need for soil with a combination of 

growing medium and mineral nutrient solution. 

Greener shelf uses a mixture of vermiculite 

and coconut fibers for growing medium. Both 

mediums offer enriched sources for the growth 

of the plant but vermiculite is used for its high 

nutrient retention and coconut fibers for pro-

viding stability to the plant and the vermiculite. 

For feeding the nutrient solution to the medium, 

water wick system is used. These systems 

work together to only use water when needed 

and avoid the use of soil or draining of excess 

water.
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GREENER SHELF
Renders
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GREENER SHELF
The build process
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GREENER SHELF
Final model
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GREENER SHELF
Final model
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UNFORGET
FIELDS OF VIEW, BANGALORE, INDIA

Photo Credit: Nilroy (Nilanjana Roy)

INTERFACE DESIGN INFORMATION DESIGN

with Onkar Hoysala, Harsha K, 
Murali Krishna and Bharath Palavalli
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UNFORGET
Background

On the night of December 16th, 2012, a grue-

some crime was committed in Delhi, India. A 

23 year old female was gang raped in a private 

bus by 6 men while travelling with a friend. The 

news burst out into every media outlet and 

India stood enraged. 

This is a regular pattern that can be observed 

with such crimes. While the case is covered for 

a short period of time it’s in the memory of the 

masses, the aftermath is usually not. The court 

cases, the verdicts, the processes and the rea-

sons for the delays usually go unreported. 

There is a need for a platform to report updates 

on the aftermath of crimes against women. 

Unforget
Unforget is a platform to report updates on the aftermath of crimes against women. It’s an effort 

to help track the process of the aftermath of a crime. Unforget aims to do this through crime 

cards. Crime cards are a records of crimes that can receive updates. Each of these crime cards 

contains information on the crime, status of the crime, type of the crime and an update section.

As a precursor to the platform, the interactive infographic aims to put into perspective, India’s 

reaction on Twitter after the incident in Delhi. 

Interactive Infographic

CR
IM

E 
CA

R
D

Information consumption

Information creation

Discover

Sort

Search

Create
card

Edit
card

Delete
card

Update
card

Curation

Crowd sourced 
information

(Social networks)Users
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UNFORGET
Ideation
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UNFORGET
The crime card

45



UNFORGET
Interactive Infographic
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UNFORGET
The platform
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ELECTRICITY MARKET GAME
CENTER FOR STUDY OF SCIENCE, TECHNOLOGY AND POLICY, BANGALORE, INDIA
INTERFACE DESIGN FRONT-END DEVELOPMENT

Photo Credit: Onkar Hoysala
with Mudit Ameta, Murali Krishna, 
Smita Kumari Dolly, Aditi Murthy and Niket Narang
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ELECTRICITY MARKET GAME
Redesign

 

 -

 

 

 

CARBON MARKET

ELECTRICITY MARKET

BALANCING MARKET

Sets Demand

Sets emmision cap

Place bids

Obtain revenue

Buy/Sell carbon credits

De
fic

it 
as

 d
em

an
d Surplus as supply

OPERATOR

GENERATION COMPANIES

Electricity Market Game is a game that simu-

lates the power exchange in the Dutch Electrici-

ty Market. This project  attempts to understand 

emergence of multiple markets that coexist in 

the power sector and how these impact one  

another. Initially designed to act as a learning 

tool for students, this game currently models a 

power exchange at the Dutch electricity mar-

ket. This project aims to modify this game to 

model the Indian electricity market in future 

versions. 

The game involves generation companies that 

can sell their electricity by placing bids. Players 

or group of players represent these generation 

companies. An Operator regulates this process, 

switches markets on and off, introduces  poli-

cies and manages teams. I worked on the rede-

sign of the interaction between the players and 

the game. A new interface had to be built and a 

new interaction process had to be thought of. 

Action flows and scenarios were used to think 

of better ways in which information could be 

presented to the player or the operator of the 

game. Use cases  were drawn out to find what 

were the actions that were required from the 

users and how to make them obvious and  easy 

to find. Effective ways of having the players 

communicate and place bids had to be thought 

of. Ease of use of  the interface was a major 

criteria so as to not have the interface hinder 

the performance of the players or the  operator. 
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ELECTRICITY MARKET GAME
Screenshots

LOGIN

INSTANCE SELECTOR

OPERATOR DASHBOARD

PLAYER DASHBOARD

MAILBOX

BIDDING BOX
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TASKGAPER
PERSONAL PROJECT
INTERACTION DESIGN INTERFACE DESIGN
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TASKGAPER
A simple time tracker

When it comes to tracking and recording how 

we spend time on tasks, we have two ways to 

go. One extreme is to manually make note of 

time per task and log it in a spread sheet. The 

other extreme is to use a complicated and fea-

ture-bloated app and find a work around. 

Taskgaper is a simple time logging web ap-

plication and it does just that. It allows you 

to track time while you work. When you start 

working on a task, tell taskgaper what you’re 

working on and start the task. When done with 

the task, simply end the task on taskgaper. 

Taskgaper then records all your tasks and dis-

plays the time you spent per task and by day. 

The CSV export feature also allows you to 

download a .csv file to send to your employer 

or just keep a copy off-line for yourself.

INITIAL SKETCHES 
DURING IDEATION
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TASKGAPER
The app
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FIELDS OF VIEW
FIELDS OF VIEW, BANGALORE, INDIA
INTERFACE DESIGN COMMUNICATION DESIGN PRINT DESIGN
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FIELDS OF VIEW
Identity

Titles

First level Headings

Body level Headings

First Level Body text

Second level Body text

Fields of View is a non-profit research organiza-

tion working in the areas of Urban Systems and 

Public Safety & Security using games, visuali-

sation and simulations.

At Fields of View, I also worked as an in-house 

designer and was in charge of building the 

organization’s visual identity. 

I chose to use a combination of open-source 

serif and sans-serif fonts as the organization 

was non-profit. Because the organization’s fo-

cus and research areas were well defined, I built 

a palette tailored around them. I also designed 

several icons to indicate each research catego-

ries to convey the organization’s working areas 

visually.

I also designed and developed the organiza-

tion’s website by creating custom themes and 

modules on the Drupal CMS.

For the print medium, I worked on several book-

lets used for the promotion of the organization 

and it’s projects.
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FIELDS OF VIEW
Web pages
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FIELDS OF VIEW
Print
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VISUALISING HEALTH GUIDELINES
FIELDS OF VIEW, BANGALORE, INDIA
INFORMATION DESIGN CONTENT CURATION
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VISUALISING HEALTH GUIDELINES
Dengue

Dengue
Dengue fever is caused by the 
Dengue virus transmitted by the 
female mosquito Aedes Aegypti

What is it, how can you spot it and 
how can you protect yourself? 

This flyer is photocopy friendly. 
Print/photocopy it and share.

Protect Yourself
Wear long sleeved shirts, full length 
pants, shoes and socks near water 
bodies and greenery

Use mosquito repellent creams and 
body sprays

Use mosquito nets across beds and 
windows

Use mosquito coils 

Use insect repellent sprays under 
beds, furniture and other areas 

When this mosquito feeds on an  
infected person, the virus is trasmitted 
through the salivary gland

Infected person

Uninfected person

Dengue vi
rus

Aedes Aegypti

Adult Eggs

LarvaPupa

1-2 days 2-3 days

4-5 days

Fever

Nausea/
VomittingHeadache

Muscle/Joint 
Pain

BleedingRashesBack Pain

Symptoms

If you show a sign of any of these, 
get to a doctor immediately.

Dengue Hemorrhagic Fever 
or Dengue Shock Syndrome

left untreated 

Stagnant water is a breeding ground for 
these mosquitos who's eggs stay dormant 
for more than a year. Prevent these 
potential breeding grounds and take the 
first step towards avoiding Dengue.

BBMPMade for 

by

Breeding Grounds

Bites occur early hours of the day after sunrise and  
evenings before darkness, from April through October.

12 am 12 am12 pm

6am 6pmDengue mosquito bites

Health guidelines are released by the government as well as private 

hospitals periodically and in cases of disease outbreaks. These guide-

lines often come as large blocks of texts, with a lot of content, depend 

on the written form of communication, lack meaningful categorization of 

content and fail to hold or even capture the target’s attention.

With a sizable portion of the population that cannot read, this informa-

tion becomes inaccessible. This project aims to make better and effec-

tive health guidelines using the medium of visual communication and by 

curation and categorization of content. Visual communication replaces 

large tedious blocks of texts with visual elements that requires less 

time and energy for the audience to absorb. Using universally accepted 

shapes and symbols, essential information is represented, thus reducing 

the dependence on the written form of communication, making the infor-

mation accessible to a wider audience. 

The handout shown is for Dengue. For content research I went through 

guidelines released by local private hospitals and a few infographics on 

the web. I worked with a doctor to pick essential points to be conveyed 

in the guidelines and categorized the content into meaningful sections. 

Using symbols and images, most of the content was represented using 

visuals. 

The flyer was designed for the A4 paper format which is the most widely 

used format locally for printing and kept restricted to grey-scale to en-

able easier sharing through photocopying. 
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VISUALISING HEALTH GUIDELINES
Malnutrition

Healthy

MALNUTRITION
WHO
Growth 
Chart

Malnourished
Malnourished
Child

Healthy
Child

Physically and 
mentally capable 

adult

Physically and 
mentally incapable 

adult

Malnourished
Child

Healthy
Child

For medical expenses

Eggs and Milk along with regular meal

Anganwadi 
provides

Malnourished
Child

This flyer is photocopy friendly.
Print/photocopy it and share.

1800 -425252250Free Call

ANGANWADI

Health guidelines are released by the government as well as private 

hospitals periodically and in cases of disease outbreaks. These guide-

lines often come as large blocks of texts, with a lot of content, depend 

on the written form of communication, lack meaningful categorization of 

content and fail to hold or even capture the target’s attention.

With a sizable portion of the population that cannot read, this informa-

tion becomes inaccessible. This project aims to make better and effec-

tive health guidelines using the medium of visual communication and by 

curation and categorization of content. Visual communication replaces 

large tedious blocks of texts with visual elements that requires less 

time and energy for the audience to absorb. Using universally accepted 

shapes and symbols, essential information is represented, thus reducing 

the dependence on the written form of communication, making the infor-

mation accessible to a wider audience. 

The handout shown is a health guideline and awareness handout for 

Malnutrition. I used work done by students at Srishti School of Art, 

Design and Technology to create a poster about Malnutrition and it’s 

effects on children and an Anganwadi’s (a center that provides basic 

health care) role in preventing malnutrition. 

The flyer was designed for the A4 paper format which is the most widely 

used format locally for printing and kept restricted to grey-scale to en-

able easier sharing through photocopying. 
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Budget Adjust Maadi: De-mystifying budget data with games

25th of May, 2012

The goal of the project was to create a game that will help the marginal-

ized and the semi literate understand the municipal budget of Bangalore. 

The game intends to increase public participation and to include the 

marginalized in the budget planning process.

The poster shown here was created to communicate the idea of the 

game and what it aimed to achieve.
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