|IPad Application Development

Abstract

The purpose of this research was to develop a prototype of an educational iPad ap-
plication to teach life skills to students with developmental disabilities. It was a collab-

orative project between the University of Wisconsin- Eau Claire Special Education

Department and the Art & Design Department. In today’s society, it is crucial for stu-
dents with special needs to acquire life skills such as shopping, purchasing, mobility,
banking, and restaurant skills that promote independent living. However, the current
tools for teaching these skills are not very effective or efficient. They are visually un-
pleasant and confusing; the texts are often overwhelming, and not logically grouped

or organized. The point of collaboration between the design and special edueation

departments was to develop an iPad application that was visual, easy to use, porta-
ble, and presented social skills in ways that are easy to learn. The app is intended for
students with developmental disabilities specifically those with an IQ of 80 or below.

Our research project uses the most current technology, an iPad app as a learning

tool and it incorporates multimedia and interactivity into the learning process to offer
greater realism in the learning process. The more attractive visual design and videos

can motivate the users and increase learning retention and effectiveness.
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1. What do you look for
when you enter the
restaurant?

A. Soda fountain

B. Menu

C. Aseat to siton

1. What strategy do you use
to find amount of cash
needed?

8. After hearing order
number what should you
do?

A. Yell

B. Go to counter and show

1. What do you do when
you enter a restaurant?
A. Leave
B. Say hi
C.

hell
Go sit

o or
down

1. What do you do when the
server asks what you’d like
to drink?

A. Order food
B. Order drink
C. Look away

1. When meal is finished

what should you ask server

for?

A. Silverware
B. Bill
C. Money

7. What do you multiply the
cost by?

A.15
B. 30
C. 100

2. What should you do
when the host asks how
many people are in your
group?

A. Leave

B. Count how many people

there are
C. Order your food

2. After you order your drink
what should you do?

A. Grab menu
B. Leave
C. Follow waitress

2. After looking at menu
what should you decide?

A. Where to sit

B. What you want to eat
C. How much ketchup you
want

2. What do you do after
getting out cash?

A. Leave
B. Hand cash to cashier
C. Put on counter

3. After making choice what
should you do?

A. Yell what you want
B. Get in line
C. Sit down

3. What do you do after
handing cash to the
cashier?

A. Go sit down
B. Get change and reciept
C. Go to soda fountain

3. What do you do when the

hostess says “follow me”?

A. Walk in fron of the
hostess

B. Stay by door

C. Follow hostess

3. What do you do once you
have the menu?

A. Put menu away

B. Order Drink

C. Decide what you want to
eat

3. After checking bill what
do you do?

A. Hand server debit card
B. Throw it away
C. Sign bill

9. After you write tip on bill
what do you do?

A. Add cost and tip
B. Subtract cost from tip
C. Put $5 on table

4. What do you do when it’s
your turn to order?

A. Say bye
B. Great cashier
C. Get out money

4. After getting change &
reciept what should you
get?

A. Your cup
B. Atable
C.Apen

4. When you get to your
table what do you do?

A. Stay standing
B. Sit down
C. Sit at different table

4. After you pick out what
you want to eat what do you
do?
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4. What do you do when
server returns bill and debit
card?

A. Put card in wallet
B. Leave card with bill
C. Grab menu

10. After adding the tip to
the cost what do you do?

A. Leave
B. Write down total
C. Sign bill

5. What do you tell cashier
after you greet them?

A. Ask for ketchup
B. Go to end of line
C. Tell cashier what you

5. After getting your change,
receipt and cup from the
cashier, what should you
do?

A. Walk away

B. Say “Thank You!”

C. Order drink

ay bye
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5. What do you do after you
order?

5. How do you begin
calculating tip?

11. What comes after you
write the total?

A. Draw picture
B. Leave
C. Sign bill

6. After telling the cashier
“Thank You”, what should
u do?

Leave

Stay in line

yoi
A.
B.
C. Go to soda fountain

6. After grabbing calculator
what do you do?

A. Put calculator away
B. Find cost
C. Point at food items

12. After signing bill where
do you put the bill?

A. In your pocket
B. On the table
C. On the floor
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7. After ordering food and
drink what do you do?

A. Leave
B. Sit down
C. Say to go or for here

7. After filling your soda up
where should you be?

A. At a table
B. Outside
C. Cashier area

Deciding on a restaurant skills concept for the application, Derek gathered a series of images in a “mood board”, and developed a set of application icons, as seen below. A plate
and flatware inspired the app icon. Without previously knowing the context, the visual icon may inform a user of the app’s uses and functions. After additional academic research,
Derek established a color palette for Dine Right that was exciting, yet not distracting to those with short attention spans. This included an analogous color palette of varying shades
of blue with lime green accents. For areas of importance, such as play video and start buttons, a complimentary orange color was introduced. This ensures that the app is usable for
a wide variety of 1Q levels and age groups. In addition to the color scheme and icon, Derek created several sketches illustrating the information flow. This can be seen in the final
product, with a continuous nav bar and simplistic design layout, which makes the navigation and use of the app easier for users. Throughout the development and design of the ap-
plication, Derek would regularly present his designs to both the Special Education Department and Art & Design Department, making the design a true collaboration.
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Opening screen establishes overall design scheme, while
letting user know that the app is loading properly.

Each 10 second video clip was shot by Drew Hagen in

UWEC eating spaces.
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User screen allows for students to continue where they left

off, or the ability to create a new profile.

After the video ends, the user has 20 seconds to answer the

question by selecting the correct text/ image.
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User profile page allows educators and parents to track the

student’s progress over a period of time.

If the wrong answer is selected, an X will appear over the

image. This allows for better learning.

Home screen serves as the principle page for the app and

allows the user to select the desired restaurant setting.

Depending on the number of correct answers, the user will

recieve a score at the end of every lession.

Research

Derek’s task throughout developing the app was to research current tablet interface designs
and concepts. After the initial meeting with the special education department, Derek down-
loaded a variety of current iPad applications that had sequence-learning elements. Examples
include My Life Skills Box (fig. 1), Let’s Be Social (fig. 2), and Social Skill Builder (fig. 3).
Derek researched existing educational tablet interface design, and evaluated the designs
based on creativity, visual appeal, simplicity, color scheme, and user usability. Pairing this
knowledge with researching academic articles that pertained to special education design,
Derek developed a basic color palette and simple layout for Dine Right that would be user
friendly for students.

Figure 1: My Life Skills Box (2010) Figure 2: Let’s Be Social (2011) Figure 3: Social Skill Builder (2013)

Error intellegebat eu his, no has tacimates dissentiet, nec nibh dicat placerat ei. Ex nam
animal offendit, novum aeterno sed ne, at est quis possim explicari. Cu est appetere rationi-
bus, cum placerat torquatos ad, ut veniam nostro prodesset cum. Mei populo tacimates te, no
atqui minim singulis ius. Vis agam theophrastus ea. Autem modus imperdiet te his. Ex pri
oratio periculis. Wisi minimum dignissim ei his. Ex vix debet salutandi, nibh audiam nominati
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Interdisciplinary Use

With Dine Right installed on an actual iPad device, the instructors and students in the Special
Education Department could use this app to help students with developmental disabilities de-
velop restaurant skills. Students with special needs would use this app to learn how to greet,
order food, and pay in restaurants. The planned app would teach these skills through quizzes,
multimedia instruction, and games. The instructors would be able to keep track of each stu-
dent’s learning progress using the history of progress feature in the iPad app. We believe this
multimedia instructional tool would be beneficial as an aid to teaching and learning these es-
sential life skills.

After selecting the setting, this page prompts the user with
different restaurant sequences.

The user reads the prompt at his/her own pace, and then
clicks the “Play Video” button to load video.

If the user fails to select the correct answer in 20 seconds,
this time out will appear, and the user will directed to the
next question in the lesson.

Lastly, the user will finish each lesson by dragging steps into
the correct sequence. If the task is too difficult for a user,
they have the option to skip the exercise.



