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Medical Communication

Provider’s piece -
activates dictation software
to promote eye contact
between provider and
patient. This piece also
relinquishes access to
certain tasks such as,
prescribing prescriptions.
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Medical Assistant’s Piece - connects tablet to EMR
and thus, automatically updates visit information to the

medical database.

Vitals
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o Pain 2-3 weeks
o Tired

O Complaining of joints
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Blood Pressure { 120/80 | ™mitg
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Tablet - contains an interface that
passes on from patient to MA to
medical provider. The interface
contains visual aids to guide MAs
through the information collecting
process.



Medical Communication Project: Design Goals and Research

Communication 1s a tool to be designed.

The Goal of this project was to create a device that
emphasized the importance of the various roles of
medical staff and patients while strengthening their
ability to communicate with one another.

A team of five people were assigned a 56 year old male
physician and a 46 year old female medical assistant to
focus on throughout the design process.

Existing Technology

Interviews

46 yr old female MA

Danbury Medical Group

October 2011

October 2011

56 yr. old male physician #1

Danbury Medical Group

56 yr. old male physician #2

Danbury Medical Group
October 2011

What are your responsibilities? What

A screen acts as a barrier between the patient Proeosaeiovobet

and the physician, which can prevent the
patient from feeling comfortable enough to

share information.

Electronic Medical Record (EMR)

Contains charts

Tasks for each office member to finish
(communication tool)

Scheduling

MD Charges

I treat depression, heart disease, asthma,
emphysema, bipolar disorder, anxiety, and
diabetes.

[ would say an
appointment consists of
70% listening and 10%
explaining and talking.

Athena (billing software)

* CPT Code (diagnosis code)
e does NOT contain medical information
* physician signs note electronically

Dragon Dictation

¢ Used by physician post-appointment for
extra notes
* recognizes voice over time (mistake prone)



This prototype is intended
to replace laptop use in
appointment rooms by

utilizing a dictation software.
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The design contains three parts, each with a function
intended for either the patient, medical assistant, or medical

[ttach to each other for the purpose of leading to the next

ﬁprovider. Throughout the appointment, the components

task, a form is completed; thus, the form is 2 manifestation
of the completed tasks.

%a Ay o

O\CE RECORDE RS

/vﬂ




Medical Communication Project: Field Testing and Feedback

A visit to a
doctors office
revealed crucial
flaws in the

design of the
prototype...

Medical Assistant’s
Piece

e use visual aids

Patient’s piece Provider’s piece

consider geriatric

patients

use technology to

aid patients with * incorporate billing tasks
impairments e consider Dragon

Dictation

Images from visiting the New Milford branch
of Danbury Medical Group.




Medical Communication Project: Final Design

Patient uses tablet to MA adds piece and activates Provider’s piece activates dictation
enter information EMR to collect more info and lifts security features.




Medical Comm

1. Patient

WESTERN CONNECTICUT
HEALTH NETWORK

Contact Information:
Patient's Full Name: @ Raven, Kiona DOB: @ o06M12/1939

Address: @ 1454 WoodlandRd O [ Norwalk swe ((oT | 2e (pBSSO
Sex: (F  Age (72 sS# @ 145855555 Marital Status:  ( Widow

Home Phone: ‘ (555) 678-3876 = Work: ‘ Cell; ‘ (355) 608-8379

O Camplaining of joints
o Pain 2-3 weeks
o Tired

Vitals

Waight 122 les

Height (5 )& (3 i

Ternperature )%

Mathod

Blood Pressure ( j g

3. Provider

| WESTERN COMNECTICUT
!‘l EALTH NETWORK

OANBURT ROSFITAL - NDW MELFOAD HOSPITAL

Follow- Up

rx: DOXY 100- 2Dx30
Pharmacy: CVS
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Board Game Project: ¢\ xers Mino Frame ( (o))

Four players - Ages 8+
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While sleeping, people work many of
their problems out within their dreams.

The entirety of the game is set in one
night’s sleep. Sandmen and Boogie men
compete to either resolve or confuse
these different problems. To do this,
mcguffins are collected, barriers are
created and overcome, and identities
are revealed.

The board is dry-erase; this enables

the players to create the board and
thus, create the dream world. It is a
strategy-based game and therefore,
there is a balance between structure and
flexibility within the rules.




SIUMBER'S MIND FRaME /|

Gl

The board game becomes the container when not in use
(above). Below is an example of how the board looks when
set up to play.

Board Game Project:

Four players - Ages 8+
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Board Game Project:

S1uMBER'S MIND FRaME (/

Four players - Ages 8+
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To Begin:

Place the large deck of cards on the
left side of the board. Choose one
problem card to place on the right
side. Randomly position the
macguffins in the cutouts on the
board.

Each person chooses three problems
to work towards. Also choose a
ldentity card. There are two options:
Sandman or Boogie Man.

Sandman - collects macguffins to
move knobs towards resolved.

Boogie Man - collects macguffins to
move knobs towards confused.

Do not share your identity or the prob-
lems you chose with anyone. Write
your favored problems on a piece of
paper to keep with your identity card
to be revealed at the remainder of the

game. K“ u\n
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Each Knob represents a component of a
dream. Throughout the game the knobs can
be moved between confused and resolved.

Your Turn: Either choose a card and follow

it's directions

EXAMPLE:
Make a barler

For this card, use the dry-erase marker
provided to create a barrier anywhere on the
board. Until an “open path” card is chosen,
the barrier remains on the board.

OR
roll the die.

Win when the three problems you chose at
the beginning of the game reach the
resolution corresponding to your assigned
role.







Thus, the Living Lantern was

created. Inspired by caterpillars

and lightning bugs, the lantern
This project consisted of the collaborative uses EL wire, magnets, and a hall
effect sensor to turn on when

effort of four people who were tasked with opened and off when closed.

designing an electronic object as well as,
the manufacturing process.

OFF

Tinkering

NS ON
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This sketch was done by a group member.
Component Price per lantern Total Price
S L] 12
Nagnets 52 b
Eler L5096 53576
Total pees Barich: § 100,76
Papsr 54 24
it Price: § 1346
Wood LT 42
Tt Pasanargl
[T ) LET
Bl 52 sz
Battery clips a1 b1
Cirguit Board L350 $1
Relay, trangista, free Free
e relalon
Adhevey 53 518

The hall effect sensor deactivates the
relay (thus deactivating the el wire)
when the north side of the magnet is
in proximity of the sensor. (Left)




EL wire

Paper
Jig collapses to aid
Paper wrapped with EL the removal of the
wire over jig. finished lantern.




Circuit board is color coded

to streamline process.

/

Frames are laser cut
and hold lantern in place.

North facing magnets

Hall Effect Sensor and
south facing magnets

EL wire converter

and power supply




This process was used to make

a batch of six lanterns.







The purpose of this project
was to demonstrate Solid
Works modeling skills and
Key Shot rendering abilities
by modeling a pre-existing
object.

The floss container was intended to

perfectly match Oral-B’s “Glide” (upper
left).

The original object was PET and the
printed model is ABS, but the parts still
snap together (right).

The renderings of the floss container
(below) were created in Key Shot.




Floss Container: Design Schematics
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Things I've Made: Sketching
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Ideation sketches: sliding
display for workspace.
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Things I've Made: Sketching

Rendering Exercise

Label maker.



Things I've Made: Welded Hinge
and Felting

Felting Process

The finished bowl was
made with Cascade 220.
The final hinge was made t
of steel and leather. It is
about 2 x 2 x 3 inches. A plate was used to block

the formfof the bow

Progression of design




Things I've Made: Molds and Plastics the assignment was

to create a sculptural
assemblage from
petroleum-based
wax. This is a mutant
dinosaur chess set.

This project is a work in progress. The
process involves making a blanket mold
to cast an object that has been altered
in some way. Aluminum foil was placed
in a teacup to give the finished cup the
appearance of shattered glass.



Things I've Made: Molds and Plastics
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