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The brief for us:
DCDC-9 – Interaction Design
Design Challenge:
Design of a Covid-19 System to manage 
crowds in public spaces
Creative Interaction Design/Service Design 
solutions to find appropriate solutions to 
manage people in public spaces in view of 
the infectious Corona Virus Epidemic
- to be deployed in shopping centres, 
hospitals, airport/railway/bus/shipping, 
banks, etc wherever a group of people need 
to access services
- the solution needs to take care of all the 
safety features to be followed in view of the 
infectious virus.
- even after the epidemic, these preventive 
measures could still be operational
- make use of interactive technologies 
including ICT, mobile
- do consider aspects of time management, 
booking a time slot, queuing up, etc.



Our Design Process

Communication



Guider



This work was created by a Chinese student, Haili, and a Japanese 
Student, Ruka, in Glasgow. We wondered what positive things we 
could produce in this pandemic as a designer. We first started by 
researching and analysing what measures have already been 
introduced in public spaces to prevent the spread of the Covid-19 
(coronavirus.) We analysed our own countries as well as in the UK 
and other Asian countries. Discussing the good and the bad points 
and its effects in preventing the virus, we defined an insight.

As I indicate grocery shopping as an example, we reckoned the 
already existing supermarket apps are not efficient because they 
are changing people's behaviour to adapt to their system. On the 
app, people could buy things and get them delivered, but it doesn't 
work perfectly because the delivery dates are too late or the 
customers are announced they can't get what they want.

Therefore, our app 'Guider' does not change customer's behaviour, 
but our app is here to become the customer's 'Guider' to adapt to 
their lifestyle. By doing this, we believe this app could still have the 
demands after the pandemic. In 'Guider' customers can purchase 
what the shop there has now. Some shops could have 100% of the 
things they want but with a higher risk than another one, which has 
80% of the things. Customers make the decision, but we will be the 
'Guider' to indicate the risks, durations and time. They also will not 
need to walk in the buildings. They can purchase from the app and 
collect products at the entrance. This lowers the risk for the 
customers and even the workers by avoiding direct contact and 
people constantly touching objects. 'Guider' has the potential of 
being used after the pandemic in a busy-life environment.

Design introduce

Some research processes

Final outcome screen shot



User Experience Story 
Board











Final prototype link:

https://www.figma.com/p
roto/OVNAU5HLHF6L6
Bhsl24lgZ/Haley-and-

Ruka?node-
id=88%3A33&scaling=s

cale-down



The End

Contact Method:

Ruka:r.kameda1@gmail.com
Hail: Haili.haley@gmail.com
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