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I am a student researcher, focusing my studies on the equitization of society and workforce through
development of accessible and inclusive technology. Users are the star of a process and I wish to systemize
systems which encompass value-centered design. Specifically, I want to work towards amelioration of
marginalized groups and underserved communities, allowing them utilize equal opportunity and foster self-
reliance and dependability.

Throughout the tenure of my undergraduate studies, I have attempted to assimilate knowledge and
experience, enabling me to produce and design accessible technology. I aspire to go into the depths of
empirical research and understand how Behavioural Science and Technology can meet one another, and what
trade-offs shall be systemized.

I have worked as a UX Designer and Engineer to understand accessibility, inclusion and automation, and how
they can impact a human life. Human Emotions are what drives a system, and my work has majorly dealt with
the engagement and socializing processes of marginalized communities with their environment. I believe that
systems must have the ability to learn and perceive spoken and unspoken needs of the users to be able to
understand how they can reduce the user’s cognitive load and remain ‘invisible’ as part of a person’s life and
lifestyle.

Further, I intend to work towards making systems responsive and trustworthy, so that users are able to provide
correct information stress-less, to derive accurate context and learning.
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My Role
User Experience Design, Prototyping, Visual Design

Practices
Human-Centered Design, Design Thinking

Why This Application
The COVID-19 pandemic had everyone cooped up
in their houses. One takes time out to exercise,
relax, work; but no time is given to actually looking
into mental health. Being indoors, essentially
limits physical social encounters to family
members or flat-mates. Even though technology
assists in easily keeping in touch with others, it is
bound to have an effect on people's mental health.
That is why, this application is important; to give
people the personalized care and support they
deserve.

Strategy

Existing Systems (What’s inadequate in other people’s work?)
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CLEARMINDS
A PROJECT

Understanding Potential users

(Individual Project)

Defining the Problem Statement
Create an application for users who are motivated to move forward in their life, but are finding it difficult to cope up with their 
fast-paced lives and careers; thus require the help of a professional to help them through this.

User Journey Map to redefine needs

Story Boards
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CLEARMINDS
A PROJECT

User Flow

(Individual Project)

Logo – Developing Brand Identity

Affinity Diagram

Shaping the Application – Paper Wireframes
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CLEARMINDS
A PROJECT

Shaping the Application – Digital Low Fidelity Prototype

(Individual Project)

BASED ON USABILITY STUDIES - Elements to be included:
• A dashboard, showing progress at a glance, and asking how happy the user feels at a given time.
• A daily task board, which tells the user what to do throughout the day, and tells him the rating for every task.
• A Task review board, where the user can easily view all tasks done on a particular date (along with notes and therapist 

suggestions).
• Facility to message and call the therapist.
• Option to take a second opinion.
• Payment subscription (annual/monthly)

Testing of Low-Fi Prototype - Findings

Testing of Mock Up - Findings
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CLEARMINDS
A PROJECT

Modification of Mock-Up based on Usability Studies

(Individual Project)

Users did not want to give 
numbers or estimates to 
feelings hence percentages 
were changed to “emojis” as 
emotions are better 
quantified using visual 
depiction. 

User needed a stacked 
view to order their daily 
tasks (time-based) and 
ratings for every task 
needed to be separate. I 
aligned tasks with 
ratings for the user and 
therapist to better 
evaluate individual tasks.

Resulting High-Fidelity Prototype

Accessibility Considerations
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CLEARMINDS
A PROJECT

Challenges
The users are not comfortable with the therapist at first and need time to start trusting her. Users need transparency and need
to know why the therapist is recommending certain routines and methods of venting out. Without knowing this, they feel that
they become uncomfortable with their therapist and are not able to create a workable rapport.

Users are also stuck in a loop wherein they are not able to rapidly understand their compatibility with the therapist. Further, they
are not able to accept advice at face value. Due to lack of an impersonal relationship with the therapist, users spend a lot of time
questioning the therapist’s advice and intentions. Sometimes, when the therapist, through professional experience, stems the
user’s problem, the latter has difficulty in accepting that the reason for their emotional baggage might be deeper than he/she
envisioned which is difficult to handle via an interface and taints the data (happiness rating).

(Individual Project)

Future Scope and Additional Research
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My Role
Prototyping, Interaction Design, Lingual Diversification

Practices
Accessibility, Inclusion, Design Thinking

Methodology for Design
I began my internship with the task of User Research and my final deliverable was the High-Fidelity Functional Prototype of the 
Simplified User Interface and the Voice User Interface
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DIYA VOCAL BIOMARKER
A RESEARCH INTERNSHIP

(Remote Internship at Pucho Inc)

Persona Generation (to test for hesitancy to use technology)

Why This Application
People across India are from diverse backgrounds and ethnicities. Not all of them are Financially stable, or similarly abled.
With the hit of the Global COVID-19 Pandemic, it was necessary for the populace to stay alert and take care of their own health
with the strain on the resources provided by healthcare systems. Hence, this application delved into telemedicine; to inform
people of the impending dangers of COVID-19.

Further, Testing for COVID-19 was also getting extremely tough and people were in a frenzy. The methods for testing were
intrusive as well. Hence, the purpose of this application was also to help users understand their ailments and get tested in a
non-intrusive fashion – using Vocal Biomarkers, which used breath-analysis when users spoke pre-determined optimized
syllables (which were easy to pronounce for even the Deaf and Hard-of-Hearing and those with speech impediments).

Establishing direct contact with healthcare professionals near users was made possible as well.
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DIYA VOCAL BIOMARKER
A RESEARCH INTERNSHIP

(Remote Internship at Pucho Inc)

Regular Simplified Interface (for regular users) Voice User Interface 
(Video couldn’t be shared due to confidentiality reasons)

Intended Audience
Major focus was shed on rural India, since the paucity of resources hit them with amplified rigour than to those in the metropolitan.
The design also caters to accessibility and making the process as easy as possible for the differently-abled. 1414

Translated to

(For BVI)



My Role
Data Preprocessing, Dependency mapping, Knowledge 
Discovery

Practices
Data Analytics, Derivative Thematic Analysis

Importance of this study
This Study aimed to identify the seeding factors in a person’s life which are responsible for the formation of a person’s opinion,
and determine if their alliances with society, race, culture, upbringing, education, and life requirements shape their opinions
about themselves, their social environment, their interaction with other members of the society within their vicinity, and their
stance on how the ideal and optimal life should be, and how they fit into the same. I appropriately categorized opinions to
define if a person believes that they should live their lives in an ambitious fashion or stay ethical and leave opportunities to
bag larger incentives due a strong and heavy, conscientious, moral compass.

Methodology
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ROLE OF UPBRINGING, EDUCATION, CULTURE, AND SOCIETY IN SHAPING OPINIONS
A STUDY

(Study as part of a Research Team of Two)

Visualizations Derived

People who have been to Lt Schools, have a 

higher tendency to be employed (especially 

self-employed) and those who have 

completed their bachelors and graduate 

degrees have the least tendency to find 

employment, and are also more likely to be 

self-employed. The male gender has a 

slightly pronounced tendency to be self-

employed.

People in the 1970s, showed a higher Family 

Size, which ensued a relatively higher income 

which does not change dramatically over the 

years and people who were predominantly of 

black and white race were superseded by the 

those of other races in family income and 

size (consequently number of people in the 

house who are earning).
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ROLE OF UPBRINGING, EDUCATION, CULTURE, AND SOCIETY IN SHAPING OPINIONS
A STUDY

(Study as part of a Research Team of Two)

Insights Derived

People who are working for someone else and 

have been widowed, lie in the higher age bracket 

and are ubiquitously spread. Those who are 

unmarried, are the youngest and are not 

especially decided about their happiness status.

People of all races are likely to understand if 

they have satisfactory relationships or not. 

There are a limited number of people who 

cannot ascertain whether they are happy. If they 

are especially satisfied with their life, and 

relationship, they are more likely to admit it.
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My Role
Algorithm Design, Interface Design

Practices
Accessibility, Inclusion, Lean User Experience

Use Case Diagram Why this Project
This project was conceived to incorporate the needs of
the differently abled; aiming at making PCR/Vaccine time-
slot booking for them, a bit easier. Research was
constrained to official government websites and allowed
for derivation of insights which inspired a priority list
within the user group. The novelty of the priority list is,
that it helps single out high risk patients, and cater to
them faster, and more efficiently.

The user shall enter some data since access to his/her
medical records was not possible, due to lack of access to
a dynamic Government database; the entered data was
analyzed by the automated system and stored
appropriately.

No such Priority-Based application was found.
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OPTIMA
A PROJECT

Entity Relationship Diagram

(Project as part of a Team of Three)

I developed the design and accessibility 
considerations for this project by developing a 
Proto Persona. I also systemized the 
prioritization algorithm having thirteen 
parameters to optimize time slots so that users 
could easily book their appointments for testing 
and vaccination. Further, I designed the interface 
to be single touch so that differently abled users 
could be comfortable with it.

User Characteristics
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OPTIMA
A PROJECT

(Project as part of a Team of Three)

Application

Data Entry Data Validation
(through users)

Instructions/intents/purposes were informed to the user, and he/she had to adhere to them methodically, to obtain best

results with a tolerance range for error. Certain slots for the PCR/Vaccine Centers were reserved for priority users. The slots in

both cases (priority or not), were first come first serve. Twelve hours before the slot booking, the user had to confirm his/her

slot. If not done, then the user’s slot was transferred to the next person depending on his/her category. This is how the traffic

on the application was handled, to help resolve difficulties observed in a non-automated system of working.

Usage Procedure
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OPTIMA
A PROJECT

(Project as part of a Team of Three)

Success Message Challenges

Since we have the BVI as a target demographic, it is

necessary to help them easily understand what the

application demands. Through development, beta-

testing was done by individuals who blindfolded

themselves, hence there is heavy reliance on

theoretical research made previously in the domain,

leaving room for a possible taint in practice.

This application inputs medical information inputted

by the user. This would mean that people could, in

theory, enter falsified information to get earlier slots.

This would lay a lot of faith in the moral of the people,

rather than the system.
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My Role
User Research Algorithm Design, User Experience 
Design

Practices
Design Thinking

Why this application – Understanding through an Empathy Map



M. Hostels
A PROJECT

(Project as part of a Team of Five)
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User Profiling

NEED PREDICTION



M. Hostels
A PROJECT

(Project as part of a Team of Five)

24

BUSINESS MODEL



M. Hostels
A PROJECT

(Project as part of a Team of Five)
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SITE MAP



My Role
User Research, Framework Development, Application
Conceiving

Practices
Design Research, Child-Centered Design, In-person Interviews

Findings of user research
• Students find it difficult to concentrate for long, and therefore find reading cumbersome, as it requires deliberation,

acumen, and focus.

• It is often observed that the Fine Motor Skills of autistic individuals remain underdeveloped as they move into the

workforce, and they find it difficult to instill it in the later stages of their life and must work much harder since they find it

is essential to functioning.

• Autistic individuals have heightened sensory needs and LSA’s and parents must take steps to ensure they are catered to.

(This includes speech therapy, which unfortunately many parents cannot afford)

• The need for attention is also more in this demographic, and they expect to have the LSA focusing on them, even during

group activity, which is not possible.

Technological Intervention in Autistic Learning – and why 26



LEARNING THROUGH TECHNOLOGY AS A TOOL TO ENHANCE DEVELOPMENT OF 

SKILLSET IN AUTISTIC EDUCATION

A STUDY

Persona Development (based on interaction 
with users)

Generated user story shows that while a huge
obstacle to autistic students is their inability to
learn as fast as normative students, it also
includes anxiety growing in this demographic, due
to lack of regularized engagement with their
surroundings. The inclusion of technology in the
learning experience of autistic children, shall be
equivalent to including a neutral study buddy in
their learning regimen, which will help them
evolve and support their erudition.

User Flow 
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LEARNING THROUGH TECHNOLOGY AS A TOOL TO ENHANCE DEVELOPMENT OF 

SKILLSET IN AUTISTIC FEMALES

A STUDY
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1. CHILD-CENTERED DESIGN - Modular Lessons to focus more on intellectual cognition development, social interactions and

methods of engagement. The application shall have several independence stages, adjustable by either the LSA or the

Parent, so that students begin thinking on their own.

2. OPPORTUNITY - Students would be able to develop their fine motor skills through plain scribbling (for young/beginner

students), writing words of the alphabet, sketching and even writing/typing. (Financial and Portfolio Management included

in course content)

3. ACCESSIBILITY - Simulated situations would require students to record their answers (typing/ voice recordings), which the

LSA would evaluate. Voice Recordings of students’ responses to be encouraged as a lesser alternative to speech therapy

and for Pronunciation testing to discern between sensible/non-sensible words in their speech, including analysis of speech

to check for stuttering and excessive repetition of words.

4. CONTENT MODULATION - The syllabus of theoretical learning, must be adopted but modified from a pre-established board

and curriculum, and altered to fit the unique needs of autistic students.

5. HONING SKILL - Each specialized interface focuses on a particular skill as required for every unique child.
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Contact: kamath.sanchita@gmail.com


