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Project  O verview  

As the recession drags on, retail space vacancy rates continue to increase all across the country. According to Reis Inc., a New York real-estate research firm, 
2009 vacancy rates at enclosed malls rose two percentage points to 8.6%, the highest rate since Reis began tracking mall data in 2000. Furthermore, the outlook 
for a near-term recovery appears bleak; Reis anticipates that retail rent levels will not return to 2008 levels until 2016 (WSJ, October 9, 2009). 
 
When faced with such a forecast, shopping mall owners can make one of two choices: do nothing and let this prediction become a self-fulfilling prophecy, or 
decide that, as the age-old proverb goes, “When life hands you lemons – you make lemonade.” KidMallUSA (KidMall) is a value proposition designed to do just 
that, to take your empty retail space and leverage it to bring more and better people to the mall. 
 
The model for KidzMall is inspired by the classic lemonade stand, the nostalgic drink booths that represent so many children’s first business venture. Modern 
circumstances often make it difficult for children to participate in this rewarding rite of passage because they lack an appr opriate location or safe environment 
where they can set up shop. Shopping-mall owners with vacancies have the space to provide a safe, supervised environment where entrepreneurial “junior 
retailers” can come to sell their unique, handmade wares. Hosting these junior retailers at a KidMall event will bring them, their parents, and other friends and 
family to your shopping mall, drawing potential customers that would not otherwise come to the mall. Additionally, KidMall  works to strengthen your 
relationship to your customers and improve public perception by providing learning opportunities for children and raising funds for local charities.  
 

 

IA  & UX Overview 

The KidzMall website is designed to be a comprehensive web-based system that integrates the external website, participant registration, in-store kiosk, inventory 
control, and event management by utilizing a carefully designed Information Architecture (IA). The web-based system will serve the general public, registered 
participants, mall visitors, and the KidzMall staff members who run the  events. Integrating all of the logistics and retail functions into a single advanced 
information system creates cost-savings and ease-of-use for shopping mall owners. 
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Strategic goals for the site 
 

Bring more and better people to the mall 

Creating value for the customer will create value for the shopping mall owner by bringing more and better people to the mall. The website, and particularly the 

in-store Kiosk screens, will encourage KidMall participants and visitors to explore and enjoy all the mall has to offer. Users will be educated about participating 

malls and the stores located within those malls. Links to promotions, such as store discounts for KidMall participants, and mall events will be highlighted 

prominently in the content. Mall information such as store maps, directions, and food options will be easy to access. 

 

Strengthen community relations and public outreach 

Partnerships with local charities are a highlight of KidMall and will be emphasized on the website. Hyperlinked logos of the sponsored charities will be displayed 

prominently and a description of KidMall’s matching contributions will also be explained clearly. The website will also visibly reach out to local schools, girl/boy 

scout chapters, and other youth oriented community groups to engage them.  

 

Feel young (again) 

The website will feel intuitive and fun for both children and adults, employing the use of cheerful primary colors in text and images, layered against a simple 

white background. Pages will avoid placing too much content on a page and will keep language as simple as possible to make it accessible to users of all ages.  

 

Facilitate Family Bonding 

Processes such as completing registration forms and uploading inventory will facilitate joint participation by the junior retailer and their parent. Instructions will 

encourage junior retailers to perform as much of the process themselves as they can, with oversight and assistance from their parents. Junior retailers should 

have a sense of pride and ownership over their online experience, prompting parents to feel good about being a part of their child’s success. 

 

Promote Youth Entrepreneurship and Creativity 

The website will provide an educational experience that teaches entrepreneurship and other applied skills in a fun and creative way. The marketing activities will 

teach junior retailers to cultivate their personal ‘brand’ by expressing themselves creatively.The social networking component will improve techno-social skills by 

engaging children in a KidMall game embedded within a youth-specific social networking site.  
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Research Findings and Design Implications 

To support our design decisions, we conducted preliminary research on aspects of the requested technology and potential KidMall participants.  Using the 

insight we gained from this research, we evaluated user scenarios and created personas that helped us to refine our IA strategy. 

 

Research methods and intent: We conducted internet research to evaluate the feasibility, cost, and general appropriateness of using RFID tags for tracking 

products in the inventorying and sales process. 

Research findings: Our research indicates that RFID technology is not yet widely developed or widespread enough in retail environments to justify the cost. The 

cost of the most affordable type of RFID tags typically ranges from 7 to 20 cents each [source: RFID Journal (http://www.rfidjournal.com/)], where as barcodes 

would cost less than 0.02 cent each (www.barcodesinc.com/, www.adazonusa.com). The equipment needed to encode and read RFID tags is also more 

expensive than the equipment needed to read and print bar codes.  

Design implications: The use of barcode technology can be easily adapted to the KidMall process and is less expensive than RFID tags. Because the intent of 

KidMall is to improve shopping mall owners’ bottom line, the inventorying and sales process was designed for the use of barcodes. 

 

Research methods and intent:  We conducted internet research to characterize the usage of social media by our target junior retailer age group to ensure that 

the KidMall social media application reaches the junior retailers, not just the parents. 

Research findings: The popular social networking sites Facebook and MySpace require users to be at least 13. Kids in our target junior retailer age group may be 

using these sites but are doing so in an unauthorized way by falsifying their age. Kid-specific social networking sites such as Whyville and Kidswirl exist and are 

thriving.  

Design implications: Although KidMallmay also use social networking sites intended for adults to target parents, the social media application was designed to be 

hosted on a youth-specific social media site such as Whyville.  

 

Research methods and intent:  We conducted phone interviews to gain insight into the KidMall user groups so that the website and IA strategy are based on 

realistic ideas of users. We interviewed three parents, two kids, and two friend/family members.   

Research findings: Parents were enthusiastic about KidMall but said that if the logistics were time-consuming, it would be difficult to fit into their busy 

schedules. Kids were confident about their computer skills and exited to show them off. The prospect of having a storefront to sell their items was exciting, 

especially if they could get their friends to do it too. Friends and family users liked the idea of being able to support the junior retailer in a convenient way. All 

parents and friends/family users said they do not see themselves using an online marketplace to purchase items but thought it would be useful to be able to 

browse items for a variety of reasons.  

Design implications: An online marketplace where items are sold was not included in the IA strategy because it is a low priority for users. It also does not clearly 

serve the purpose of bringing more people to the mall. However, the website will enable users to search and view items that will be available at KidMall events. 

Research findings were also used to develop the following personas. 
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Architectural Strategies and Approaches 
 

 

 

A. Site Map and Flow Diagram 

 

Profile Management is the flow that registered users will 

follow to manage their KidMall account. It starts with 

clicking on the ‘My Account’ tab in the global navigation and 

logging in with their credentials. If users do not have an 

account they will be prompted to sign up. Then, the system 

takes users to the profile page that shows account details – 

profile picture, business description and contact 

information. Users decide what information will be publicly 

visible by managing privacy settings. Clicking on ‘My events’ 

in the local navigation allows users to manage their Events; 

they can register for a new event, click on an existing event 

for details, or manage an active event on the day of the 

Event. Clicking on ‘My Products’ allows users to add new 

products to the inventory or edit existing ones. The 

‘Marketing’ link takes users to a page where they can print 

posters, invite friends and families, and connect to social 

media.  

 

General Information is the flow users will follow to access 

various information about KidMall. The user does not need 

to login to access this information. Users can also search for 

products and upcoming events in this flow. 

 

The Employee Access flow can only be accessed by KidMall 

employees and provides access to a subsite that houses the 

functionality used to manage in-store events such as the 

checkout counter and kiosk management. The in-store kiosk 

is securely activated and deactivated in this flow to ensure 

that customers using the in-store kiosk navigate only within 

the kiosk-specific screens and are not exported out to the 

main website.  The detailed flow for the subsite is not 

included in the flow diagram. 
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B. Product Categorization and Inventorying 

 

              
 

To upload their products at any time, users access ‘My Products’ from the local navigation within their account. This is where users categorize their products and 

upload the image, description, and price of each item so that it is added to the junior retailer’s general inventory.  The page also shows a list of each product 

already in the current inventory. Users can click on existing products to edit product details and categorization.  

How do you classify imaginative creations like the “Smiley Guy Bean Bag” or 

the “Walnut Shell Skunk Magnet” in a way that can be browsed and 

searched? To capture the myriad of imaginative creations, the KidMall 

classification scheme is based on descriptive “themes”, materials used to 

make the products, and if applicable, a related holiday or time of year. To 

allow for more flexibility, users can select up to two themes and materials 

that describe the product. The product descriptors were developed from 

various comprehensive ontologies, primarily The Open Directory Project 

(dmoz.org). 
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C. UI for Enrolling and Scheduling 

 

                                    
 

Although the ‘My Account’ link will include contextual navigation that directs new users to where they can create a new account, a separate ‘New User’ link is 

also included in the global navigation to eliminate confusion. Once the user has created an account, they can click on “My Account” to manage their account and 

events. Clicking on the “My Events” link in the local navigation displays the events that the user is registered for as well as a filterable list of other events they 

can select and add. Clicking on a Registered Event brings up an event page that shows event details and allows users to make products active for a particular 

event by moving them between their general inventory and event inventory. Once products are added to an event, website visitors can browse and search for 

them in the General Information flow of the KidsMall website. If the user is present at an event and is checked in, an Active Event will show up in the user’s 

account. Clicking on the Active Event takes the user to their sales and receipting page used during the event. 
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D. UI for in-person Sales and Receipting 

 

               

button corresponding to the item the customer wants and confirms the purchase by clicking “Print Receipt” in a pop-up window that is activated. The item will 

become grayed out in the event inventory. A small barcode printer will print out a perforated label for the item that contains two adhesive barcode labels. The 

junior retailer places one barcode label in the top portion of the KidCoupon and one in the bottom portion and then tears it along the perforated line. The junior 

retailer retains the bottom portion for their sales records and the customer takes the top portion along with their item.  

 

When the customer is done shopping, they bring their items and barcoded KidCoupons to the checkout counter. A KidMall employee will scan the barcoded 

KidCoupons, make sure the customers items match the descriptions shown on screen, and charge the customer’s credit card for the total amount purchased. 

The KidCoupons will be returned to the customer along with the credit card receipt. When the customer checks out, items that have been paid for are removed 

from the junior retailers’ event inventories. 

 

 

 

 

When junior retailers and parents arrive on the day of a 

registered event, the KidMall employee checks them in, 

confirms that all products for sale have been added to 

the event inventory, and activates the event in the 

junior retailer’s account. At their storefront computers, 

participants log in to their accounts through the KidMall 

website and navigate to the sales and receipting “cash-

register” page for the Active Event. This page shows 

each product in the junior retailer’s event inventory, 

along with an image and description of the product. In 

line with each product, there is a green ‘Sell this item’ 

button. 

 

When KidMall customers arrive they are given a 

handful of KidCoupons. To make a purchase, the 

customer gives the junior retailer a KidCoupon. The 

junior retailer then clicks on the green ‘Sell this item’ 
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E. UI for In-store Kiosk 

 

 
 

The in-store Kiosk features a simple UI intended for use on a touch screen to give the users a quick and easy interactive user experience. Buttons and links are 

large to increase the size of the touchable target area for each link. The main Kiosk page can be broken down into two major sections. On the left hand side of 

the page, there is a rotating marquee that shows special offers available in the mall and mall information such as a store locator map. Offers will be displayed 

prominently and will rotate between different offers to give Kiosk users maximum exposure to mall promotions. The bottom of the page contains the Kiosk 

navigation, providing links to information that is of particular interest to Kiosk users.  When a user touches a link, the associated content is displayed in the area 

above the navigation. Users can browse the businesses and products featured at the day’s event and the charities that the particular event is raising money for. 

A sign-up button is prominently displayed in the Kiosk UI because people experiencing a KidMall event for themselves might be especially motivated and excited 

to register at that time. Making it easy to register through the Kiosk will minimize the risk of users forgetting or getting too busy to register once they have left 

the KidMall event. 
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F. UI or App in Social media 
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The social media application will be primarily hosted with Whyville, a 

social media website specifically for kids under 15 that is “taking the 

training wheels off the internet”. Whyville is a virtual world where the 5 

million registered “citizens” chat, shop, and visit places around town 

where they can engage in science, health, business, and other activities. 

Sponsors of Whyville can create customized ‘adver-games’ that reside 

within Whyville. The KidMall social media application will be an adver-

game based on the concept of the real-life KidMall experience. Citizens 

will visit and go inside the KidMall building where they set up a storefront 

and compete with other Whyville citizens to sell or buy different types of 

items in various scenarios. The game would be publicized on a Facebook 

fan page intended for parents and if logistics permit, the game will be 

added as a Facebook application 
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