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INTRODUCTION
In this project we have worked as a group
of industrial designers to design an
interactive system, product and related
service to promote social interaction
on the workspace. This project is done
in relation to the department ‘Play
to learn, Learn to play’ at the faculty
Industrial Design from the TU/e in
Eindhoven. Throughout this project an
iterative design process has been used
and the project scope will include the
five iterations: pressure cooker, ideation,
conceptualization, realization, and
validation.
In the office, as well as in team sports,
social interaction has become a crucial
skill. Although social interaction
is promoted, often inefficient, time
consuming and above all ineffective team
building activities are used to force coworkers to interact with one another.
In this project, we attempt to promote an
effective and long term social interaction
by creating mutual dependence and
encouraging the own initiative of users.
With as final goal to change the overall
atmosphere in the office: creating a
welcoming place where one can share with
and depend on one another.

PROJECT GOAL
PRESSURE
COOKER

IDEATION

CONCEPTUALIZATION

During this project, our goal is to gain
a professional design attitude, necessary
in our design career. To do this, we will
develop an overall competency of design
by developing a product that fits into
our design vision and connects to our
professional identity.
This means to substantiate our vision and
professional identity, and to integrate those
in our design and education choices. To
accomplish this, we will reflect periodically
on our progress.
During the project we will develop
competence of designing by integrating the
expertise areas into our design process and
deliverables.

REALIZATION

Keywords:
		
		

New team player ∙ social
interaction ∙ integration ∙
Play to learn, learn to play

VALIDATION
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PROCESS
During the project an iterative design
process was used. This includes five
iterations: pressure cooker, ideation,
conceptualization, realization, and
validation.
Pressure cooker
During the first week of the project
competency in the iterative design process
was developed through the pressure
cooker.
Ideation
Throughout the second to the fourth
week of the project, the team worked on
the ideation phase. The expertise area
Creativity and Aesthetics was explored by
creating new design concepts. In this week
the design vision and identity was further
developed by creating design values.
Conceptualization
During the fifth to the seventh week, the
conceptualization phase began. Personas
were created to develop the expertise
area User and Society. Afterwards the
concept and process were presented on
the midterm demo day. In the ninth to the
tenth week, the expertise area Business
and Entrepreneurship was tackled to make
the project marketable. Consequences for

enterprises were studied, a business plan
developed with the business model canvas
and the design was pitched before a jury of
investors.
Realization
During the eleventh week, the Realization
phase started and the expertise areas
Technology and Realization and
Math, Data and Computing were
developed. Electronics were soldered
and programmed and 3D designs and
eventually models were created.
Validation
During the twelfth to the thirteenth week
of the project, the design was validated.
Additional user tests were performed
to develop the expertise area User and
Society. the electrical components were
compressed and a prototype for the user
test was made, developing the areas
Technology and Realization and Math,
Data and Computing.
Final deliverables
During the fourteenth, sixteenth and
seventeenth week of the project, a
representable prototype was made,
focused on aesthetics and interaction.
The prototype was presented on the final
demo day and a report and portfolio were
created.

First Iteration

Second Iteration

Realization

User testing

Final product
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ITERATIONS
Pressure cooker
In this week interactive sportswear was
created to integrate a new player into a
team and strengthen the already existing
bonds in that team. First the situation was
defined, then one idea was selected and
finally, a prototype was made and tested.
Target
After determining the stakeholders, the
target group was chosen as adolescents
from 15 to 20 years old because we empathized most with them. Research was done
to find the context and state of mind of a
new player. (See appendix 2) To illustrate
the troubles of and opportunities for the
player and the team, personas were created. (See appendix 3)
Goal of the design
According to the personas, the origin of
the problem lies in the lack of initiative
to communicate, not in the fact that the
players dislike each other. The goal of the
design is to help the two parties take the
first step towards conversation. Opportunity for mutual dependence and collaboration is key to break through the existing
bubble of the team. However, the design
can’t oblige socialization. Additionally, it
has to enforce team spirit at all times.

Environment and constraints
Most team sports are played in a field or in
a sport hall. To help the player take initiative, the choice was made to stimulate
the player directly on the court/field. The
details about the implementation of the
design can be found in appendix 4.
The design should be easy to notice, sturdy
and waterproof or easy to clean if worn,
to be able to be implemented in training
regimes of sports teams.
Ideation
After coming up with possible design solutions, one design solution was chosen by
comparing the results from an anonymous
vote, FO-matrix and a Criterion based
selection. See appendix 5, 6, 7 and 8.
Most suited for this situation was the
concept with a shirt that shows a color on
the back and/or front to indicate in which
team the player is going to be.
Conceptualization
The concept of the ribbons, some lighting
up only on the front and others only on
the back, encourages different teammembers to communicate and find out their
team. The ribbons are also able to change
color fast, creating a fast pace interactive
game where teammembers get to work together with different team members each
time.
5

Prototype
With the prototype the following question
will be tested: does changing teams with
this method make the new player take initiative to talk to another team member?
Important where the clear and visible
color differences, indicating the different
teams. Additionally, it was crucial to be
able to change the colors freely and quickly display colors on the back and the front
of the shirt while following the safety regulations. For this blank shirts and pieces of
fabric with sewn on velcro tape were used
as shown on the pictures.
User-testing
The user-test was done with the female
basketball team at the TU/e sport centrum. Before the user test, the coach and
players were fully verbally informed and
it was confirmed that it was allowed to
capture the user test on video.
During the user test a “new member”
was introduced to the team. The picture
shows the players searching for their team

members. Four out of five members are
communicating. The new player (second
from left to right) is asking which team she
belongs to.
A video, interview and the conclusion of
the user test can be found in appendix 9,
10 and 11.
Final prototype
The final prototype is a full working
LED-ribbon shirt, made after the user test.

first VS final prototype

The design and color of the shirt was
changed aesthetically to represent the
sports ribbon and to make the LEDs
stand out. The shirt incorporated an RGB
LED-strip that could change color when a
button on the console was pressed.
Estimation of Costs
The final prototype costed us 22 euros. In
the estimates, the shirt could be sold for 30
euros, which is a reasonable price. The full
costs and estimates are in appendix 12
Presentation and pitch of the design can
be found in design in appendix 13.

user-test
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IDEATION
This week the decision was made
to start specifying a professional
workspace/surroundings as
our target group for the social
integration problem.
Initially we wanted to design
for big workspaces where
people are not inclined to start
conversation with one another
and therefore could be isolated
in their own ”bubble”. As a result
we were particularly interested
in new office workers and feeling
welcome in a new environment
especially in big corporations.
We were also curious why forced
teambuilding activities didn’t
achieve the desired results, in
cases where workers migrate
teams or companies due to a wide
variety of reasons.

Goal

Our goal was therefore to make the office workers feel more comfortable in new
environments or new teams. Above all it was important that we didn’t create some
forced friendship.

Brainstorm
sessions

Because we had limited time for the ideation part, we found ourselves having
brainstorming session that didn’t particularly lead to any desired results. Also
a problem we encountered was: Do we want to let the person take initiative to
interact with the device, or do we want the device to take initiative to react to
you? Due time shortage, in the end, we reluctantly chose the interactive mugs
concept.
Then we participated in a user-test for a research project from some senior
students about the concept “Storytelling“. Here we were told to put our idea in
different contexts. This sparked new creativity in our idea and from there on out
we were able to confidently make the decision to finally choose the interactive
mugs concept. The session was above all eye opening, as we found ourselves with
tunnel vision at a certain point during the ideation fase.

Final concept

The final concept we chose was the interactive mug system. Here, office workers
will all receive their own personal coffee mug. By cheering with another co-worker,
they will be able to earn points to get coffee or any other treat. The product is also
very much customisable to any wishes of the particular company. E.g. the mugs
can be programmed in such a way that when a new office worker is introduced the
other workers will be guided to him or her. The coffee prize could also be changed
to treats like smoothies, frappuccinos etc., in this way workers can still get coffee
in order to be productive when they’re busy.
Although this was the final concept, we were still struggling with the final target
group, because the concept could be used for more than one specific target group.
Our current picks were: students, refugees or office workers.
7

Squad brainstorming sessions

Group brainstorming sessions

User-test “storytelling”
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CONCEPTUALIZATION
Fase 1: User-research
During the fifth to the seventh week, the
goal was to decide the final target group
and develop an identity for the user that
could be used to develop the design with.
The current choices were: refugees, students or office workers.
We wanted a user group that we could approach in their design context. This is why
refugees were not chosen as target group.
The expectations were that students would
be the most suited target group, because
there is a coffee system already implemented in the student association Lucid.
Interviews
To specify the target group, interview were
held with students, as well as office workers.
The conclusion was that the best target
group were office workers in big companies with closed workspaces. According to
the results, there are more office workers
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who drink coffee or tea. Office workers
generally wanted more social contact
while students were satisfied with drinking
water and with their social activity. BeER
M
cause office workers were more willing to
IM
T
pay for their coffee and wanted to spend
Y
R
N
more effort to get it, office workers were E
chosen as the target group. For the inter-H
views see appendix 16 and 17.
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Research
Short research was done to prevent the
forming of a bias. This can be the case
because only a few locations were used to
conduct an interview. During the research,
no conflicting information with the interviews were found. The research was used
to determine the nature of the personas.
See appendix 18.
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Personas were made to create a clear face
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CONCEPTUALIZATION
Fase 2: Business Model
This week the goal was to develop the
design in such way that the product was
marketable. Initially the concept was to
create a wireless chargeable ceramic designed mug with integrated electronics and
patterns that would change after toasting
with co-workers.
Business model canvas
Because this was the first time that we
implemented the business model, we
focussed too much on the details of the
production process. This made it difficult
to decide on the production and startup
fees. Because the expenses of the first year,
more than 288.000 euros, would require
selling more than 80.000 mugs to break
even, it was decided to reduce production
costs. of the mug.
The business model canvas can be found in
appendix 20 .
Market proof concept
To make the product marketable it had to
compete with cheap regular mugs. This is
why the focus was put on developing the
technology to connect the mugs and create
feedback for the user. As implementing
changing patterns would require more

electronic components or expensive materials and increase labour costs, this idea
was rejected. see appendix 21.
To keep the market price of the mug under
the 30 euros, it was decided to use a small
battery to power the mug instead of implementing a wireless charging system.
Additionally we decided to create a double
layered mug with electronics hidden in the
bottom. This was a solution to fix production errors because there would be an option to open up the mug for re-programming or wiring etc. This also increased
the customizability of the mugs, because it
would be easy to change the programs.
As material for the mug, heat resistant,
food-safe plastic was chosen. This was chosen to reduce the production costs.
The business pitch intended for fundraising can be found in appendix 22.
Pitch
Feedback we got back from the pitch was
that we’ve been focussing too much on
doing everything ourselves. The more you
let others do the work, the less responsibilities you have. Which means that basically
we should only be the ones delivering the
concept and design, not necessarily the
electronic assembly and production part.
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REALIZATION
During the eleventh week, our project
entered the Realization phase. We worked
on the expertise areas Technology and Realization and Math, Data and Computing,
while we developed our prototype technically and worked on 3D modelling.
This week we realized a working prototype
of the interactive coffee mug. This meant:
to allow product/system experience and
representing all the core values inside the
product. As final goal, to be able to do user-testing with the prototypes and find out
if we have succeeded in connecting people
and creating comfortable workspace environments.

LDR

Specifics
The product-system experience includes:
- creating a mug that could indicate coffee
could be taken after coming in contact
with another similar mug.
LED

- This mug should be portable, not
connected to the computer.
Components
3D modelled housing: this material was
chosen because of the intricate shape we
wanted for the mug. It could therefore not

A LOOK INSIDE
OUR MUG
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be made of wood or any other material.
Also ABS was chosen for its high temperature resistance as well as its strength and
flexibility.
The communication components chosen,
was the RFID communication. Consisting
of a RFID reader module and tag. These
were chosen due to their relatively cheap
price and easily programmable nature.
Lithium batteries were used, because of
their small size and flat form, but surprisingly long lasting nature compared to
their size. Additionally LEDs were used to
reduce energy costs and a LDR sensor was
implemented to turn the light on if triggered. This saved more energy because the
lights wouldn’t constantly be on.
Process
We started out with making the electronics work on a arduino uno. Afterwards we
began trying to reduce this in size, purchasing Arduino mini pros and soldering

all the parts on to a circuit board instead
of the breadboard. Which also make the
electronics significantly reduce in size.
In a parallel manner, we also started working on the 3D model. This however took a
bit of time due to several bumps we faced
on the road. First of all, calculating the 3D
model and getting to know the Solidworks
program took a bit of time. Then we found
out we could print it at the university, so
another alternative had to be found. We
eventually found a commercial 3D print
website and printed it there. Due to a few
miscalculations of the design, it also took a
little longer than expected.
As a result the prototypes could not have
been used for user-testing in the way we
initially wanted. We managed to produce two full working mugs, but initially
planned to produce four. However, the two
mugs were still enough to demonstrate our
product and concept and test our product
to a certain extend.
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VALIDATION
We did multiple user tests. The first user
test we did was with a low fidelity prototype and the second user test was with a
high fidelity prototype.
Low-fi user test
This user test took place in a company specialized in flow meters, in this company
worked about 30 employees. In this user
test we looked at four representative employees. The participants were older than
18 years and highly educated. The study
was taken in their work environment.
The prototype was made of four mugs
each with a strip of Velcro at the outside.
On this strip of Velcro at the outside of the
mug we had for each mug a different collar
of little pieces of Velcro. So each mug
had a special different collar so you could
easily identify each different mug. If the
participants wanted to cheer, they needed
to put some of their collared Velcro on the
other mugs and so did the other participant. This way they could earn a ‘’drink
point’’. If they wanted to get some drinks,
they could put the different collared Velcro
they had earned back on a strip of Velcro
places at the coffee machine.

This user test began with a short questionnaire, followed by an observation in
the field which consists of two parts. Both
observations take 30 minutes in which we
noted the amount of time and frequency
the participants had social contact with
other colleges in their work environment
and with whom. After the first and second
observation the participants were asked to
fill in similar questionnaires about their
personal contact and experience of drinking a cup of coffee. So, these questionnaires measured whether the participants
feel more happy when using Wjoy than
before. Finally, the participants were asked
to select some adjective cards to measure
whether the user experience contributed
to a positive contact.
High fidelity prototype user test
For this user test we went to a different
company and did our user test with 25
highly educated employees (participants).
At this company worked about two thousand people. We did this study in groups
of each four participants in a room within
their company.
After we explained the product Wjoy the
participants are asked to use the high-fidelity (final prototype) mugs. Then we
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asked them to fill in a semantic differential scale. This semantic differential
scale was used to gather quantitative
information on the user experience.
Also, by comparing the quantitative
data with the qualitative data, we got
a better view on the overall user experience. Finally, we took a small open
interview in which we asked the groups
of participants whether they would use
such a product which gave us some
qualitative data.
Results
After the user test the curtains opened
to some new insights.
It is not important that employees have
very long talks with each other to feel
comfortable with each other. Just a lot
of nice, friendly faces is sometimes
enough to feel welcome and excepted.
That is why we didn’t want a system
where people were forced to talk to
each other. We had some discussion
if we needed to lengthen the time that
users should connect with their mugs.
After all we decided to do not because
of the results of the user test.
We found out that some users would
take a second mug on their desk so

they never needed to connect with
someone else, but just connect their
two mugs every time. That is why we
will program our product that it is not
possible to connect to the same mug
every time. This is the same solution
for the fact that some users would only
connect their mug with their neighbour and not with someone else’s on
the department.
Their where more users who not drink
from the machine on their office, but
get their own drinks or drink water.
This would lead that some people
would not user our mugs. Their for we
did a little survey in the same company
and found out that this was less than
four per cent of the employees. So we
took that in account but decided that
this was not a to big problem to make
changes.
We also found out that people did not
feel the product as a punishment. But
where generally positive about the concept of Wjoy.
Last interesting thing was that someone give us feedback about the prototypes, she liked the low fidelity product
more than the high fidelity prototype,
14

because there was more interaction
between the mugs of the low fidelity
prototype because of the Velcro, this was
something we were not able to take in
our design choices because of the time
limit we got, but is something what is
very interesting for a upgrade of our
product in the future.
Bias
For the results of our user test results it is
important to take the following possible
biases in to account.
Our product is made and designed for
long turn use. We were not able to test

our product on this long turn base because of time limit we got for this project.
So our test results do not describe what
will happen with the product on long
term base.
Social pressure, we showed our product
to participants in this way we can also
influent the participants so they will be
more excited about the product and give
more positive feedback than if we were
not there.
Users who are aware the moderator is
taking notes and observing behaviours
may become more self-conscious about

the actions they are taking, and feel they
are being scrutinized or judged. This
could affect the user’s decisions and
behaviours because it might make them
uncomfortable since people are not accustomed to being monitored.
The first office we did the user test was
a company where only 20 employees
worked. This is a much smaller company
which we designed our product for. This
was a company where everybody already
knew each other.
Lastly, the user were aware of the fact that
we were observing, so they could have
possibly changed their behaviour because
we were looking.
User evaluation methods
Maxime did the elective User evaluation
methods in Q4 in. For this elective he
used also this project to do user tests, to
analyze that data for that course. In that
elective, he focused on data analysis, both
qualitative and quantitative data, but that
data was not analyzed yet while we made
this report. So unfortunately we could
process that data in this report. However,
we could use a lot of feedback of those
participants in our process, this feedback
is also described in the part results.
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MID-term demoday

Final demoday

OVERALL RESULTS
This part of the report features a summary
of the final aspects of the concept.
The final concept is a interactive system
of mugs that makes workers meet at the
office. After workers toast, they get points
that they can use to get coffee or other
drinks. Social alienation at the closed office
is tackled by sharing little moments together. Knowing co-workers by face creates a
welcome atmosphere that brings conversation and movement to the office. The
toasting gesture is associated with fun and
friendship and emphasizes the connected
feeling. Above all we’ve found out during
the process that it isn’t necessarily being
good friends with everybody that makes
the environment feel welcoming. It’s knowing everyone by face and heart and comfortably being able to step up to somebody
and have a small chit-chat, what makes the
difference.
System
NFC chips and green LEDs on each side
of the mug provide simple feedback about

the amount of points the worker has left.
The mug can be programmed to prevent
or allow toasting with the same co-worker after a certain few times. The former
can be used to make workers know more
faces, while the latter promotes deeper
friendship. The rate at which the points are
gained for every worker can be changed to
increase contact with the socially inactive
worker.
Future
The system is not limited to coffee and
can also be used in vending machines to
provide treats for workers. In the future
the concept of sharing by using interactive systems can be developed to promote
social interaction at refugee camps and
on festivals: instead of coffee mugs, soup
bowls or festival cups and food containers
can be used.
It is also possible to use the system to
promote interaction between two groups
in the office or in society by providing the
reward only after contact with each other.
However, limiting the costs will stay a lasting problem in all cases.
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CONCLUSION
The design conclusion aims to provide a
reflection and overview on the fulfilment
of the project goals.
The report discussed the development of
design to create a welcoming atmosphere
at the office. With this, a mug system was
developed to bring workers together at the
workplace. The conclusion can be drawn
that the design fit its short term goals and
made workers meet on the work floor.
During the project we have worked in a
team with conflicting visions, which made
clear that different expertises can provide
the project with valuable new insights.
Michelle, a former group member, brought
knowledge of textiles during the pressure
cooker, while Maxime played the chief role
in user testing at later stages.
This taught us that developing a specific
and coherent design vision as a group became key in the early stages of the project.
This creates efficient communication within a team.
During a slump, a feedback session from
non-group members has helped us to gain
insights and enthusiasm. Because of this

we started to analyse and utilize feedback
more efficiently in our projects.
The project also taught us that good design
does not equal an original concept. Good
design consists of a series of effective developments. This includes the right attitude
when approaching users and technology.
However the long term contribution to social contact and a welcoming atmosphere
remains unknown. Vulnerable to exploitation in long term, the design needs constant development through research and
requires an established user community to
communicate their idea back to designers.

Making use of trends towards individualization, feedback can be gathered through
apps or social platforms. The goal to make
workers take initiative by providing extrinsic motivation remains controversial.
Therefore the long term effect have to be
tested.
The design should go through additional prototyping improve the look and feel
better and the 3D holder could be modeled to protect the electronics better. Due
to rapid development of NFC technology
established in Dutch public transport, implementing a similar design system at low
costs may be plausible in near future.
17

GROUP-REFLECTION

Reflection project 1
Play & learn		

Dan Vy Vu
B1.2 15-6-2017

Overall project reflection
For the project process, I feel like we
managed to proceed without having
to turn back too much. Meaning that
although we had a few set-backs, we
were always fast to overcome these and
proceed with the project. Everybody had
different abilities and therefore it was
very easy to work together, because we
could all complement each other and
bring something to the table. Also I really
feel like the project was a very good way
to test the knowledge and skills we’ve
obtained from the courses I’ve followed.
From implementing UCD-techniques,
to using the business model canvas and
working with data. As for organization
and planning, that remains one of my
weak points. I always just work with the
flow, meaning I don’t plan… like ever, I
just start working. Luckily this has not
been that much of a major issue yet, but
I am aware I’ll have to fix myself in the
future.
(Now for the real part) Personal reflection
This semester I did a project in the Play
to learn, learn to play squad. This was not
my first pick, but I was too late for the
Lighting squad and therefore chose this

squad. An issue I had with the squads
was that none particularly spoke out to
me that much. Therefore I’ve been having
a hard time putting my own values and
beliefs within the project. Everybody has
an opinion about everything and therefore everybody can come up with their
own values and beliefs for about every
subject matter. But, I find some values
and beliefs more important than others of course. I feel like this project I’ve
therefore used the values and beliefs that
are not really what I think is important.
They are my beliefs and values on the
subject matter, but not my real passions
or vision. I therefore have a hard time
connecting about everything I do to my
vision and identity.
I found myself desperate and immerged
myself in the deliverables of the project
to make up for the fact that I didn’t have
passion for the product or believed in its
significance. What I wanted to make up
for the most, was not wasting my time.
Which meant I tried to do and learn
as much as possible, I worked with the
electronics, programmed it and learned
Solidworks to make the 3D model. Even
though people tell me my graphic design
skills are already very good, I myself have
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a hard time believing that. I really still
have lots to improve and I don’t feel nearly as experienced in graphic design as
some seem to think of me. Above all my
lack of trust in others is quite a big issue
and I always try to take too much responsibility on myself. Although I said it
was an issue, I’m actually pretty fine with
it, because I’ll learn more things that way.
The issue is more that I kind of take that
chance away for others, but most of the
time I’m just not happy with the quality
that is delivered by others. I therefore
did all the graphic design for the project,
which I guess is good for me improving
my skills. But, very bad for others if they
would want to improve their skills.
The reason why I’m quitting Industrial
Design next year, is that I don’t feel like I
can reach or fix the things I really think
are important. As cliché as it sounds,
I want to help improve the world and
I want to make technological breakthroughs and advances, but I just don’t
think that the technical level of ID will
bring me there. I’ve also been told that
I can change the bachelor to my liking,
since it’s ID, but the squads are already
not to my liking and the amount of
elective space have reduced to 4 in the

whole bachelor. This would mean that
I would have to do everything next to
the ID bachelor I’m already following as
extra-curricular activities. On top of that,
I’m not learning the things I want to at
ID. Therefore I feel like I’m wasting my
time if I continue ID and that’s the one
and only thing I can’t accept.
That said I actually don’t think that I’ve
wasted my time this first year and above
all I have no regrets of choosing to go
study Industrial Design. The open-minded environment has made me develop
as a person and finally found out what
my future plan will be and also that I can
pretty much do and learn everything if
I put effort in it. The most important
thing I’ve learned is that studies themselves mean nothing really, it’s what you
as a person develop on the side is what
makes the difference. Next year, when
I’m going to study Applied Physics, I’ll
probably keep on improving my graphic
design skills. My aim is to become something like an all-round system manager
and I’ll definitely be able to use my ID
knowledge there. That’s why I definitely
don’t regret choosing ID.
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Reflection project 1
Play & learn		

Maxime Vallentin
B1.2 15-6-2017

We started with the pressure cooker
method. In one week we elaborated the
complete project.
This contributed to my insight that so
much can be achieved in such a short
period. It was also an eye opener that the
examination of the different stages could
be in such a short time span. After all, It
could be difficult to keep the overview
clear in a long process period.
After the pressure cooker process we
redesigned our project en restarted our
thinking process. During this process
I learned better to structure the brainstorm process and improved the brainstorm method. A valuable new method
was the insight that a concept could be
placed in a new dimension causing the
start of a new thinking process with result complete new insights in the design
process.

about age, social and work behavior and
interaction characteristics. Next to this I
learned more about the user group by interviewing, creating more precise persona’s and designing more precise different
scenario’s. Working this way added al lot
of experience.
During the whole design process we
gathered a lot of information en did
much research. The results we all documented very elaborately. Looking back I
realise that we should have more reflected during the process. We did not always
studying the gathered data again. By
every step we focused more on the next
step instead of going back to the design
process and evaluate the earlier taken
decisions and reviewing the results of our
research again. If we had followed this
path it could have probably lead to a balanced final product. I will improve this in
future processes.

This discovery generated a new energy
which could be applied again in the project development.

Furthermore this project gave knowledge
about creating a sound business model
and to pitch it for a potential investor.
This is at the same time a goal for my
PDP. This is for sure a skill that is sound
for future use.

Besides I got more knowledge of the user
group, by gathering more information

In this project I personally focused a lot
on user tests. I attended an elective user

evaluations, which I immediately could
apply in this project. Therefore I could
approach the user test on a more scientific way. One aspect I understood better, is
being conscious about dealing with bias
in research circumstances. This is important for my PDP as well.
I got a lot of practical skills from this
project, as there is 3D software, printing,
using 3D products and materials in a 3D
printer ,the use of a mini arduino, NFC
technology, cutting and gluing posters
and cards for a demo day and how to
design an attractive presentation and
demonstration stand.
The last aspect a want to pay attention to
is the group dynamics. We started this
project with four group members. In
the first of stage of the project the group
dynamics were difficult. One of the
members had a different approach which
delayed the process extremely. The person left the study during our project. This
speeded the process on enormous way.
We really worked well together en we all
learned al lot from each others expertise.
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Reflection Project 1
Play & Learn		

Rong-Rong Zhang
B1.2 14-6-2017

In the following paper I will discuss my
development during Design Project 1,
which includes my troubles and findings.
During the process I developed myself as
an industrial designer by working on my
overall competence of designing and scientific and professional skills. This included ideation, pitching, working in diverse
groups, user testing, programming and 3D
modelling in autocad.
Since last year, I have been awed by mobile
augmented reality and the social changes these playful applications brought.
Wanting to play a part in the creation of
something similar, I applied to the design
project Play and Learn.During the project a mug system was created that functioned similarly to the application called
Pokémon Go. This made me realize a small
difference in context can change approach
and product to be vastly different.
• Connecting with people
However, looking back to the user tests,
I found myself disconnected with the big
target group as I missed a personalized approach in the project. For me sympathiz-

ing as a designer requires sympathizing
with a person. As result I have realised that
I might design better for a ethnographically small target group.
• The mentality of a tinkerer
As I am a perfectionist, who’s easily awed
by electronics and code, I tend to get stuck
in the thinking phase. During the project
however, I discovered that creating electronics requires doing: while acknowledging the inevitability of mistakes when
building circuits one should, instead of
becoming depressed, learn from them and
move on. For me this results in a handson, active and adventurous, but not reckless approach.
• Originality and quality
In discussions with a group member,
whose preferences diverged from mine,
I developed a vision on creativity and
aesthetics in design. For me, beauty is the
elegant, effective integration of functionality in a product or service. This means that
it becomes a lasting medium of interaction
for the user. In my view, the originality
of the concept does not matter. It is the
approach in development and values that
makes a product unique.

• Working with diversity
Our group had difficulties bringing our
visions together. Due to the leave of one
group member, I realized that working
together requires a group vision, clear
communication and honesty in feedback.
A good group vision states a goal and
consists of equal parts that suit each team
member. This makes it easier to divide
tasks to utilize strengths in a team and
bring visions together in meetings.
• Pitching the project
During the project I have continuously
tackled my stagefright and become more
comfortable with presenting before a audience of judges. I learned that presenting is
about communicating ideas, inspiring the
audience and connecting with the listener. This requires one to be to the point,
be a storyteller and to be themselves. In
the future I plan to develop myself to be a
designer who intgrates the needs of society
and the features of technology into marketable concepts.
To conclude, during this project I developed myself as a designer, set future goals
and renewed my enthusiasm for user, technology and entrepreneurship.
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