
Project ideas PGT 19/20  
 
Some project suggestions - I'm interested in games, sustainability, ubiquitous computing 
and the disruptive or harmful possibilities of the Internet of Things, and new opportunities 
for experiences or experiments with hybrid physical-digital products, particularly food. 
 
The projects detailed below should be read as starting points for projects that can be 
tailored to your own specific skills or interests, and some are more specific than others. 
Please also feel free to suggest your own ideas. 
 
Summer 19/20 I’m principally interested in supervising MSc HCI students, but am open to CS 
students who have an idea in line with the above. 
 
Sustainability and the Circular Economy 
The circular economy is an idea that seeks to be an alternative to the traditional linear 
economy (make, use, dispose) in which resources are kept in use for as long as possible, 
extracting as much value from them as possible whilst they are in use, then recover and 
regenerate products and materials at the end of each service life. 
 
To enable this we need to understand consumers in their homes, what they waste and why, 
and how to help them reduce waste. 
 
Design, prototype and evaluate a digital intervention or technology probes that engages 
consumers in a conversation around food, water and waste. This could be delivered via 
intelligent packaging, or a smart home appliance.  
 
Drinking from the Internet of Things 
A large amount of consumer research around food and drink product consumption is 
undertaken by sensory scientists, who typically conduct hedonic testing in central locations 
or sensory booths, and these do not represent natural eating experiences. Hedonic 
response is used by the food and beverage industries to predict consumer acceptability for 
new products, and this could contribute to the high failure rate of new product 
development. Testing products in real life situations provides a much higher external 
validity, but it is challenging to control variables and capture data. 
 
Using IoT or ubicomp technologies, design, prototype and evaluate a smart drinking vessel – 
for example a bottle or glass – that captures a user’s drinking behaviour. 
 
This project will require ubicomp development (sensors, Arduino, Raspberry Pi) and 
programming. 
 
Paying Attention to VR 
We have built a virtual reality game – the Corrupt Kitchen – in which players must prepare, 
cook and serve as many burgers as they can while still meeting food hygiene legislation, or 
alternatively choosing to ignore it. We have also built a virtual reality bar simulator in which 



participants taste beers and decide which one they like best against the backdrop of a real 
bar. 
 
These two contexts raise an interesting challenge for researchers using VR, which is to 
understand how to measure which features of a VR environment players and participants 
are paying attention to. It’s a bit different from a real-world situation in which we might use 
an eye tracker, as the headset makes people behave in a different way. 
 
Design and conduct an experiment that measures attention in virtual reality environments, 
and as a follow-on explore how the context changes this attention. 
 
This project will require 3D programming and game development skills (Unity, C#). A range 
of VR hardware is available for use (HTC Vive, Gear VR, Oculus Rift). 
 
Serious Virtual Reality Games 
Virtual Reality is popular again, but arguably suffers from similar problems to 15 years ago 
with it being not clear what the killer application is. However, games have long been used 
for training and education, and the realism and immersion of VR potentially makes it more 
effective in these contexts – the Corrupt Kitchen is an example of this. Moreover, many so-
called serious games are exercises in gamification rather than games, and often lack the free 
interaction or sense of play that would make such a game successful from the player’s 
perspective. 
 
Design, prototype and evaluate a virtual reality game that involves interaction in a “serious” 
context. Some example contexts to consider might be the criminal justice system – what 
happens when you get arrested, or what happens in a court room, or the maritime industry 
– ships are dangerous places. 
 
This project will require 3D programming and game development skills (Unity, C#). A range 
of VR hardware is available for use (HTC Vive, Gear VR, Oculus Rift). 
 
Human-Computer Interaction with Interval Interfaces 
Intervals provide a powerful mechanism for capturing data from people, because the range 
that they encompass can tell us, for example, about how certain the person is about their 
preference. Interval data is often captured using pen and paper. Devise and conduct an 
experiment to determine the effect of various digital interface modalities on participant’s 
ability to express uncertainty. 
 
This project will involve the development of representative interfaces either natively (i.e. 
Java for Android) or browser based. 
 


