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Connect abstract 

concepts to everyday 

life experiences
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Many Science, Technology, Engineering, and Math (STEM) topics are abstract

Children find them boring, irrelevant, and disconnected from their lives



Óskarsdóttir , G. PhD Dissertation, 2006
Schmidt, C.K. Issues in Comprehensive Pediatric Nursing, 2001





Students in the 

United States are 

falling behind in 

STEM achievements, 

resulting in a need 

for new methods of 

learning STEM 

topics.

Program for International 

Student Assessment (PISA), 

2012





òéHelp students build a cohesive understanding 
of scienceover timeó by thinking and acting like 

professional scientists and engineers.
www.NextGenScience.org
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SharedPhys Current Research
Future 
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BodyVis
LPSV + Personal 

Relevance
Multi-day 
Workshop

What if our clothes revealed how our 
body functions?

How could this changethe way children 
learn about and understand their bodies?

Could a t-shirt be a platformfor 
experimentationand inquiry?

LPSV



Participatory Design 2

Informal Evaluation

Prototype 1
Plush, Colorful, Interactive

Prototype 2
A New Lightweight Design

Prototype 3
The Current Design



SharedPhys Current Research
Future 
Work

BodyVis
LPSV + Personal 

Relevance
Multi-day 
Workshop

Pouch 
Inside 
Shirt



Heart Rate: 
60 bpm

Breathing Rate: 
15 bpm

SharedPhys Current Research
Future 
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Relevance
Multi-day 
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Detachable Organs
Prototype 3



Digestive System

Digestive System
Prototype 3

>>x3



His heart 

started 

beating faster.Did you 

build that?

Is that shirt 

connected to 

that belt?

Whatõs under 

the heart?

His heart is 

òbeepingó 

really slow.

Do those 

things come 

off?

SharedPhys Current Research
Future 
Work

BodyVis
LPSV + Personal 

Relevance
Multi-day 
Workshop

BodyVisUsability Study



Wearers and non-wearers 
worked togetherto explore 
and play

Promoted inquiry questions
and observations

Removable organs allowed 
for exploration

SharedPhys Current Research
Future 
Work

BodyVis
LPSV + Personal 

Relevance
Multi-day 
Workshop

Findings



Does not support 
comparisonacross learners

Hard to see data over time

Need more support for 
quantitative analysis
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How can we compareandanalyzebio-data

over time?



large display

kinectcamera

physiologi

cal

sensors
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Findings

SharedPhys Current Research
Future 
Work

BodyVis
LPSV + Personal 

Relevance
Multi-day 
Workshop

Tight couplingbetween 
actions and visualizations

Interplaybetween wearers 
and non-wearers

The shared environment 
afforded social interactions


