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he aim of the project was to create a
recovery app for women, who suffered 
from an emotional abuse in romantic 
relationships. The app should support 

the victims of the abuse in their recovery journey, 
have a step-bystep professional recovery program 
directed to healing from emotional abuse and an 
internal community forum, which would allow the 
victims of domestic emotional violence connect 
with each other.

To see how the survivors of emotional abuse and 
mental health experts would respond to the idea, 
I conducted usability testings and interviews with 
mental health professionals. Results showed that 
the eMotion app has a potential to help survivors 
of emotional abuse on their recovery journey. 
According to one of the mental health experts, 
eMotion creates “a good environment to believe 
in yourself”.

I started this project by exploring the literature 
related to the recovery and healing programmes 
from emotional abuse and selfhelp methods of 
recovery. I studied people who will be the core users 
of the app to understand their needs and behavior. 
I used a human-centered design approach at each 
stage of the design process.
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Recovery app for women
eMotion

IT University Bachelor project . eMotion is a recovery app for women, who suffered from an emotional and psychological abuse (June 2018)























oodzz app is a gamification mobile 
application for the food image lovers. 
The app  is used to stream food pictures, 
find new lunch places, and defeating 

challenges to gain as many points as possible to 
exchange them for real food vouchers.

For example, to collect points, you have to post 
aesthetically pleasing photos, otherwise likes will 
be scarce. In order to post nice content, you have 
to constantly eat out and try new places often 
to snap new photos. Players are encouraged to 
achieve goals due to feedback in the form of points 
and vouchers. Feedback is constant, positive, and 
both short and long-term.

Users are able to keep record of their scores, which 
refers to the amount of people that have liked the 
photo of their food. These points are rewards, a 
gamification feature that helps satisfy human 
needs. The execution of a challenge help players 
feel a sense of achievement. Scores can be turned 
into vouchers, virtual goods that allow players to 
express themselves when used in participating 
restaurants.
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Gamification app
Foodzz

University of Technology Sydney project in Engagement, Participation, Gamification (November 2016)











ity Sleuth is a fictional mystery game 
app. The user’s goal is to deduce the 
perpetrator by piecing together evidence 

gathered along the way. The case begins at the 
courthouse in Nytorv with a description of the 
victim and crime scene, as well as the first suspect, 
the victim’s boyfriend. From there, the user is 
guided to various real-world locations and learns 
of others related to the victim, such as her employer, 
her best friend, and her neighbor, learning of their 
alibis and feelings about the suspect. The user also 
collects evidence in the form of audio clips, images, 
and videos including, for our example case, an 
anonymous Tumblr account for which they must 
find the password. By making decisions along 
the way, the user alters the course of the game. 
By the end, the user is rewarded with correctly 
determining who the killer is, affirming the user’s 
problem-solving skills and creating an aura of 
fantasy around an often-frequented location.
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Locative media game
City Sleuth app

IT University project in Locative Media. The City Sleuth app uses the location based technology to solve a fictional crime (May 2017)











he aim of Design Thinking journal is to 
develop attitude, behaviour and thinking 
as designers. This journal is my final 
assignment in Design Thinking subject at 

University of Technology Sydney. It aims to show 
what the field of design looks like from the inside 
and to challenge preconceptions. Design Thinking 
developed my knowledge of design processes and 
design research techniques that are common to all 
design disciplines.

I learned a range of strategies for working in 
teams, defining design problems, researching 
design contexts, generating creative responses, 
evaluating proposals from different perspectives, 
and visualising the arguments for proposals.

This is an excerpt from Design Thinking research 
journal that closely documents my progress 
through the Design Thinking subject. The journal 
documents my thinking and findings through text 
and images, reflects on my progress and identifies 
important moments of development.
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University of Technology Sydney project in Design Thinking. Design Thinking research journal. (November 2016)






































