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Executive Summary

Parenting is never easy. While parents would love to spend as much time as they can with their child, adulting can really require time without distraction. 

So, they often find themselves resorting to the quickest solution to keep their child occupied: screens. Though this is always an easy option, it is widely 

researched that excessive screen time leads to long term effects on a child’s development for children under the age of 5. It can potentially delay their 

cognitive skills, create barriers in their social interactions, and may also cause disruptive behavior. 

In order to provide a healthier solution for both the parent and the child in such situations, Baloo was created. Baloo is an interactive storytelling platform 

that makes your child a part of the narrative. Baloo gives children a role in the story by engaging them in key decisions for the progression of the stories. 

Decisions can be made using multiple choices from Baloo’s buttons or through voice input. The immersion continues with the ability to place their own toys 

within the story as characters.  

With a large content library constantly growing and updating, parents can find appropriate stories and activities to fit their child's age and imagination as 

they grow. They can simply queue up the available content on Baloo’s app, and let Baloo take care of the rest. Because children constantly learn at an 

accelerated pace, Baloo is designed to grow with the child and merges the world of technology and life safely for children. Whether you’re in transit, or 

simply out in your backyard, Baloo is suitable for many situations, Baloo will always be there to guide children, to provide them the best learning and 

entertainment experience.  
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Define

Chapter 1

Baloo



As technology grows at an alarming rate, our capabilities as humans expand to achieve things, 

we never thought were possible. However, it would be foolish to be naively optimistic, without 

addressing the problems that arise out of unchecked technological innovation. As new doors 

open to greater technological opportunities, problems tag along concerning privacy, health, 

crime, and mental well being. The opportunities to address these problems gave Team 2 the 

perfect starting point.
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Initial Topics
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Virtual shopping accessibility for 

small business during COVID-19.

Technology’s negative effects on 

health.Farming of personal information 

to send physical junk mail.
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Technology’s negative 

effects on health.

We decided to proceed with this topic, focusing on how the use 

of technology during the average 40 hour work week affects the 

health of office workers.



User Group
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Our target group started out as 

office workers when we were 

trying to inform and promote 

healthy screen usage. 

Since this group already has a highly saturated 

market, we shifted our focus to a younger generation 

in hopes to prevent these issues, before they arise.

While looking at the age range of 

5 and under, we came across a 

more complex problem that 

became the basis of where are 

project is now.



Topic of Interest
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Our focus on children 5 and under revealed the increasing amount of screen usage at younger 

and younger ages. At first we considered how we could promote/inform this generation about 

the health risks of technology. 

Despite their opposition, parents give their children a screen out of necessity and convenience 

for personal time. We aimed to provide an easy non-screen based technological solution that 

reassures parents of the safety of the content their child is consuming while also giving the 

parents time to take care of their own tasks.
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Opinion of parents on the effects 
of phones on their child in the 
United States 2019

32% 
In 2019 study, only 32% of parents said mobile devices 

had negative impact on their child's development. 

via Statista
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63% of kids in the U.S. spend over two hours a day on recreational screen 

time. This is in spite of official guidelines from the American Academy of 

Pediatrics, which recommends less than one hour per day of screen time for 

children between the ages of 2 and 5, and, for older children, “consistent 

limits” on screen time and prioritization of sleep, physical activity and 

other healthy behaviors over media use.  

via The Journalist's Resource

Amount of time spent on screen under 
5 years old and the effect

2hr



Area of Opportunity

While there are other toys that could entertain an 

unsupervised child besides screens, they often can enhance 

sporadic behavior in a moment when parents need them to 

be still. We needed to create something that would create 

an engaging but calm experience for the child in order to 

provide a calm environment for the parent to be productive.
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Timeline
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Discover

Chapter 2

Baloo



Online Survey

We curated 2 sets of surveys that we sent out to different groups of people. The first set was 

for people we were acquainted with and the second set was sent out to Facebook and Reddit 

groups. We gathered a lot of quantitative data that help steer our project, and we also received 

some interesting qualitative data. The American Academy of Pediatrics recommends 2 hours or 

less of screen time daily. While we were happy to see that most of our users fell under the 

category of “less than an hour” there was still a chunk of people that were spending more than 

the recommended amount of time looking at screens and that got us wondering as to where 

that discrepancy emerges from.
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Online Survey: Questions

1. Is giving your child a digital device part of your daily routine? 
2. How much time does your child spend on screens? 
3. When and why are they using technology? 
4. What app(s) does your child use the most? 
5. What do you think are the biggest dangers of children using digital devices? 
6. In your opinion, what are the greatest benefits of children using digital devices? 
7. What is the main purpose of your child's interaction with digital devices?
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Results: Children’s Screen Time
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Other
14%

2 hours or more
21%

1 hour
29%

less than 1 hour
36%



Results: When and Why Children Use 
Technology 

21

Other
17%

Distraction
33%Entertainment

28%

Education
22%
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The average American kid of 

this age group is spending 

more time than recommended 

(2 hours or less).

Parents utilize screens as a 

tool to distract their child.

Parents utilize screens as a 

tool to distract their child.

Online Survey: Insights



User Interviews
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To get a better understanding of how children are learning and playing, we interviewed parents, 

while also gathering the parents emotions towards their screen usage. 



User Interviews: Questions
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In what situations, do 

you give your child a 

screen? 

How do you feel about 

your child’s interaction  

with screens?

How do they react 

when you give them a 

device?



User Interviews: Insights
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Gives kids a device 

because he needs to 

keep them busy to 

have time for himself.

A digital device really 

messes up their 

posture, but it gives 

him a lot of control to 

keep them calm.

Children ages 2 & 5

Parent 1
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Child age 5

Parent 2

No tech in the morning 

and no tech allowed 

during dinner.

TV is nice .. when I need 

to do my own thing.
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Children ages 8mo & 2yo

Parent 3

Child uses mobile 

phone to learn 

language.

Mom only gives iPad 

when she is traveling 

alone with kids.
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Twins age 3

Parent 4

Her child loves screens. 

However, she’s trying 

to moderate the  

screen usage.

Children are still able to 

enjoy playing with their 

toys and going outside.



User Observations
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During her live Zoom lesson call, she was sitting really closely to screen when the teacher was 

showing something on a whiteboard/sharing something on the computer. Occasionally she would 

yell to get the teacher’s attention and she didn’t get it, she would get visibly upset. She was 

excited to color when lessons were over. When her break ended, she a bit upset returning back. 

She was reluctantly going back to her table and going back to her next Zoom lesson.  

She was upset at someone during recess/open gym time where she was mad at other student 

who threw her sister’s toy and broke it. She was upset and couldn’t explain her thinking. Although 

she was a lot happier when he said sorry and that we could try to fix the toy but couldn’t.  
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Time 8:45-9:00 9:00-9:45 11:00-12:00 12:45-1:00

Activity Zoom Math Lesson Brain Break Recess Brain Break

Emotion



Participants 
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Cultural Probes
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Activities were given out to parents that asked them to observe their children as they 

interacted with screens in order to get a better understanding of their behavior in that 

moment. We put together a three panel package that contained five questions for the 

participant to fill out when giving their child a device. These were about the emotions and 

actions of the parent and child during the exchange. One thing that we validated through this is 

that parents don’t necessarily want to give them a screen, but it seems like the best 

option because children love it and it is convenient.



Cultural Probe
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We made a Korean version of the cultural probe kit because many of 

our participants’ first language was Korean.



Cultural Probe: Insights
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It’s a struggle as her child loves 

screens. However, she’s trying to 

moderate the screen usage.

Willing submission from child 

after telling him that he will 

have to stop soon.

He asked for it once but knew 

it was time to go home so he 

didn’t ask again.



Affinity Mapping
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After gathering primary research we were able to affinitize our data points into various themes, 

and gather insights from the reoccurring patterns. We discovered a lot of interesting qualities 

about parents, kids and their relationships with technology.
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Parents need time for 

themselves and other tasks.

Parents are using screens to 

keep their child still.

Children have an appreciation 

for other activities outside of 

their screen time.

Affinity Mapping: Key Insights
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How might we reduce excessive 

screen time while keeping children 

engaged without supervision?



User Archetypes 
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From all of our insights we then created a user 

archetype that best represented our target 

audience, their attitudes towards technology, 

their goals, needs, snuggles and motivations.
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Tech Attitudes Key Behaviors Struggles

Motivations Goals Related to Product Needs

Understands the advantages 

and disadvantages of screen 

time for their children.

Occupied at most times, even 

at home.

Knows it could be harmful, 

but it’s convenient. 

A replacement for the 

existing "easy solution".
To develop a system/routine 

that ensures less screen time 

usage.

Want the best for their 

children.



Personas and Journey Map
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Since our topic revolves around more than one target audience we created 

personas that represent a working mother, a couple, and a child. We highlighted 

many of the aspirations and potential concerns that were addressed in our User 

Archetypes, and generated storylines to provide some context. From there we 

created situations for which the personas encounter devices day to day, and how 

they thought/felt about those specific instances. 
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Unaware of what her 

child is watching on the 

tablet

Child acts out when TV 

time is over

 Learns language on Duo 

Lingo

Child watches 

educational show on 

Youtube

Child listens to an audio 

book in the car

What if they stumble 

upon something 

inappropriate?

How can I ease this 

transition?

I like when my child 

practices their language 

skills

Is there another 

medium they could use 

to learn?

My child is very 

intrigued with this 

story.

F
e

e
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n
g

T
h

in
k

in
g

D
o

in
g
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Children play games on 

devices on the way to 

school

TV is put on in the 

mornings

Music plays on the car 

ride home

Children watch TV while 

we work after hours

Nanny takes the 

children to the park

Always sitting still in 

the car when they have 

devices.

Are we using technology 

too early in the day?
They have more energy 

when we play music

Find a more stimulating 

replacement when we 

are busy. 

Physical activities wear 

them out

F
e

e
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n
g
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h
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g

D
o
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Competitive Research 
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After finding out what the biggest pain points our target 

audience had, we were then able to research companies 

that currently met many of their needs directly, and some  

that indirectly met their needs. From there we compared 

which aspects each company had that would translate 

well into generating our own concept. 



Codi, an AI learning system by Pillar Learning, is a storytelling robot that children can enjoy 

without a screen. The content is fully controllable by the parent and could be downloaded to be 

played offline. Many users complained it wasn’t what they expected it to be because there was 

a lot of wifi connection problems that couldn’t be solved and there wasn’t an actual interaction 

with the child.

50

Codi
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Ability to create and edit content for child

Option to buy outfits and dress the product

Can work offline after content download

Best Capabilities

Frequent wifi problems within the app

No real interaction between child and AI

No option to pause once turned on

Poor Capabilities
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YouTube

YouTube is used for a vast variety of purposes. It is super easy to access and works as a fun 

stimulator for the child’s senses. Because of YouTube’s premium subscription system, if it isn’t 

upgraded, children are exposed to inappropriate content. As a parent, YouTube can be a good 

educational service but dangerous at the same time concerning health.



Best Capabilities

Poor Capabilities
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Wide variety of cultural content

Easy go-to for educational videos

Multi-stimulus with child’s senses

Inappropriate advertisement without upgrade

Can lead to possible screen addiction

Longer watch times can damage eyes
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Woobo

Woobo has a concept similar to Codi, but it is more interactive. It involves a screen which 

features touch and voice recognition for games and stories. Woobo can emotionally connect 

with the child by helping them learn emotional vocabulary. The downside of this product is that 

users complained about some privacy issues with the microphone and it was the most 

expensive out of all our competitors at $249.



Best Capabilities

Poor Capabilities
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Interactive role-play with games and stories

Collaboration with top kids brands

Emotionally intimate interactions

Privacy issues with voice identification

Too expensive

Additional payment for certain features
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3 ways to solve the problem

Transition Screen Time into the Physical WorldEliminate Screen Time Reduce Screen Time
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Eliminate Screen Time

Baloo is a storytelling stuffed animal that not only tells a story, but holds children's 

engagement by involving them in the story. It would use voice input or multiple choice decision 

making to diverge the narrative in a unique direction with every play session. You would get to 

play out a story that you and Baloo are characters in and you would also be able to add your 

existing toys as secondary characters in the story. 

One of the big things for us to remember is that the parent must understand and trust the 

product in order to submit the child to the product. Similar to Codi, a management app would 

accompany the toy, giving curation control to the parent to tailor content and learning goals to 

their child. 

Baloo
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Tommy, 

play with Baloo 

while I make dinner 

for us!

Baloo and Tommy are 

walking down the road. 

What do we find at the end 

of the road? The ocean or 

the forest? The ocean!

Storyboards
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Parent App: Initial Wireframes



Snappy, an AR camera, would transition screen time into the physical world by putting children 

behind the lens. This would allow them to experience the preliminary journey of a photographer. 

It would require them to look for something to capture in physical world. The camera would 

include object recognition (speaking the name of the object.) It would also send parents photos 

that their child has captured allowing them to print photo books or outlines to use as coloring 

book pages. 
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Transition Screen Time into the Physical WorldSnappy
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Photos made into coloring book

AR Point and shoot

Identifies objects in the photoSpeaks the name of object



Tori would be a AR enabled coloring book that allows children to interact with their coloring 

pages to explore new words and concepts. It would require the child to color in the pages of the 

coloring book in order to activate its digital component: when they would scan a page, the 

image would come to life in the form of a short animation and educational video. Tori would 

teach children about colors, shapes and words and would encourage reduction of screen time. 
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Reduce Screen TimeTori
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Image comes to life

Teaches the child colors, shapes and words

AR only works when page is colored in
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Develop

Chapter 3

Baloo
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Why Baloo

Parents often need to take time out for their own tasks. Baloo was created in order to provide a 

safe and unique experience for both the parent and the child in such situations. Baloo is an 

interactive storytelling platform that makes your child a part of the narrative. Baloo gives 

children a role in the story by engaging them in key decisions for the progression of the stories. 

Decisions can be made using multiple choices from Baloo’s buttons or through voice input. The 

immersion continues with the ability to place their own toys within the story as characters. 
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Main Features

Compared to other podcast or storytelling toys, the main feature that makes Baloo unique is 

the intractability of the child within the stories to keep them engaged through the end. It uses 

an artificial intelligence for voice recognition to understand the child’s answer choices 

throughout the prompt of the stories. For the younger end of our user group, the children who 

are unable to provide clear voice input, Baloo’s limbs function as button, thus providing fool 

proof interactivity.
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Methods of Evaluation

We built a short storyline flowchart that would involve the child by having them give input into 

the story at decision points. We tested the children’s level of ability to interact with the story 

and the duration of their attention span. 
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Questions to Answer

How do children interact with choice based 

story telling?
How long is a child's 

attention span? 

How do children like to tell 

their own Story? 
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Lo-Fi User Testing

Tested all our users with an 

interactive PDF for feedback with 

components such as storyline, flow, 

complexity, and child’s attention 

span. Also received feedback from 

parents to see if it seemed interesting 

enough for their child.
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Feedback

Our first prototyping sessions yielded mixed results. While a few of the older children 

(5 year old) grasped the story well and answered the questions quickly, the younger 

children despite their interest and engagement, struggled to answer the storyline 

prompts due to complexity.  

Words and storyline was harder for younger children while the complexity of the story 

seemed appropriate for the older children. However, neither lost focus because of the 

characters’ voices and storyline kept them engaged. 

For the appropriate age group, the child wanted the story to be longer. The parents 

suggested breaking up the story into sections so there aren’t too long of breaks with 

the child’s interaction  
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Lofi-User Testing: 2-4 year olds

Our 2nd round of user testing focused 

on complexity level for 2-4 year olds. 

This was because in the 1st round, we 

received feedback from parents with 

children below 4 that the story was 

too complex for children to follow and 

answer prompts.
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Feedback

Parents suggested the storyline to find a balance between ease of the story and the complexity 

of the child’s engagement with each prompt. Activities seemed to be somewhat too easy for the 

child compared to the first story for testing.  

We then created different type of storylines for kids from the range of 2-4 years old. 
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Potential Storylines
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Potential Storylines
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Deliver

Chapter 4

Baloo
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Initial Concept Sketches
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Charging Capabilities
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Parent App

Parents get to control what 

content they want to expose 

their child by setting up a profile 

on Baloo’s parent app. The 

platform showcases various 

interactive storylines some of 

which are educational, and 

others that are purely for 

entertainment purposes.
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Parent App

Stories can be queued up to play for 

hours, and can be downloaded 

offline so that you use Baloo 

anywhere. The platform also allows 

you to incorporate your child’s own 

toys as secondary characters into 

Baloo’s storylines. Parents simply 

add the name of the toy, a photo, 

and what type of character they are.
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Parent App

On the settings page, you can 

edit the characters, add more 

profiles, customize the age 

range, and filter out the many 

topics shown to your child. 
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Mid-Fi

With our insights from our first round, we crafted a new 

story interaction for the younger children in our age range 

from 1-4. The interaction was a sequenced audio matching 

game that went through farm animal sounds in order to 

find the correct cow sound.  

After our testing with 3-4 year olds we experienced similar 

problems as the first but on the opposite end of the age 

ranges. The children had moved beyond the learning 

concepts creating the same boredom as we saw when the 

concepts weren't able to be understood in the first round.  
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Narrowed Down Form

From the feedback we gathered from 

participants, we were able to finalize a form 

that most clearly communicated the decision 

making aspect on each limb of the teddy bear. 

By putting each option on a separate limb, the 

child would be engaging with Baloo more 

naturally, then if the choices were simply 

placed on the chest or on only one limb.
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Hi-Fi

Sound effects and background music 

was added for an additional stimulus 

for storytelling. It kept children more 

engaged and held their focus better 

than stories without a separate music 

component. 
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Finalized Form

Defined colored limbs for children’s 

perspective. Additional sound effects 

such as birds chirping, ocean waves and 

various sounds were added into the audio 

component.
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Vision Video

https://vimeo.com/480514480
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Look Book
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Poster
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