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1. Relational Savoring App
I was asked to design an app that implements traditional relational savoring, which is a novel practice grounded in
psychological science that involves exploring and augmenting the feelings and thoughts associated with moments of
emotional connection. Developed by Jessica Borelli, a clinical psychologist and professor at UCI, relational savoring has
been used as a brief, theoretically-informed intervention in therapy among at-risk parents and patients with eating
disorders. My role was to help experts in clinical psychology translate this traditional therapy technique to a digital
intervention, which will then be used in studies to test the efficacy of the intervention and engagement with the tool. I
acted as a liaison from psychology experts to computer science experts - articulating and translating needs in a language
that could be understood by everyone in the team. I worked with psychology experts in order to translate the in-person
and paper-based intervention to an app, and I helped them understand the problem space, including contextual factors
that could impact the success of the app long-term.
First Priority Needs
1. Role-Based Access
a. Different patient groups (e.g., NICU parents, eating disorder patients, etc.)
i. Intervention vs. control group for each
2. User Profile
a. Select time ranges for prompts (if applicable)
b. For parent patient group:
i. Mother’s and baby’s FIRST names
ii. Genders of baby (notifications / text can refer to name and gender to be personalized)
c. Allow user to add avatar or something to profile to personalize
3. Two Primary Interfaces (*Content based on patient group)

Figure 1. Laying out requirements for intervention
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In an iterative process, I developed low-fidelity prototypes of the app based on the intervention
requirements, the vision of the team, and my experience as well as literature in design. After multiple
iterations, I then created the general flow of the app using Axure in order to articulate the intervention
needs effectively. Alongside computer scientists, I worked to translate these prototypes to a fully
functioning app, which is still in progress as it is continually is refined.

Figure 2. Low-fidelity prototyping by Eikey

2. Evaluation of Visualizations Used in Health Apps
Grounded in prior framing research, I conducted a quasi-experimental study to test the effects of different
design elements and information presentation on self-efficacy for completing current and future exercise
goals by simulating health app exercise progress bars. Results led to design recommendations for framing
exercise to improve users' self-efficacy. For example, for immediate goals, we may be able to increase
users’ self-efficacy by making their goal appear more reachable through either different visualizations or
more information about how to reach those goals (for instance, tell users, “You can walk another 1,200
steps in only 10 minutes or the time it takes to listen to less than 3 songs!”). This research was published
in iConference 2015.

Figure 3. Feedback manipulation, example feedback, number of participants
Eikey, E. et al. 2015. Information presentation in health apps and devices: The effect of color, distance to goal, weight
perception, and interest on users’ self-efficacy for accomplishing goals. iConference (2015), 1–12.
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3. Lifestyle Challenge App
Partnered with the local health services, I helped design an app for a rural community in Iowa. Many of
the community members have chronic illnesses, obesity, and mental health concerns. The town only had
one fitness center, and it was a place where many of the locals would gather to feel a sense of belonging
and community. Every year, they held "Lifestyle Challenges" to get community members to engage in a
healthier lifestyle. The community was very interested in translating this type of challenge to a digital tool
in order to promote engagement, especially among younger members. I conducted a site visit in 2015 to
build rapport with the community, understand the workflow required during the in-person aspects of the
challenge, and scope out opportunities and potential obstacles before diving into the actual design of the
app. Alongside my team, I conducted interviews and focus groups and analyzed all of their paper
handouts, charts, etc. used for the challenges to gather user needs. These findings were translated to
workflow diagrams and user personas, which I used to develop low-fidelity prototypes. These were
iteratively revised based on stakeholder feedback. Unfortunately, the center ended the project early due
to time and financial constraints.

Figure 4. Workflow diagram

Figure 5. Low-fidelity prototypes
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4. CarbonChallenge App
I participated in a project to develop a sustainability app. I used scenario-based design to develop and
evaluate an interactive social gaming app prototype called CarbonChallenge alongside graduate students
in computer scientist. It entailed a 4-phase project that included conducting surveys and interviews to
understand user needs, developing personas, scenarios, and claims, designing an app, and evaluating the
app using surveys and a think-aloud activity.

Figure 6. Example themes from interviews
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Figure 7. Iterative prototyping
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Figure 8. Example screenshots from interactive design prototypes

