
P R O C E S S   B O O K L E T



Visiting playground

In order to get some inspiration, we went to visit a playground. 
This helped us while ideating about how to contribute to an 
existing playground.

Playground 

A playground is a perfect location to stimulate physical activity 
within the target group of children



Brainstorming

After visiting the playground, we started brainstorming. We like 
to create playing equipment which is based on open-ended 
play, to stimulate children’s creativity.

Interactive playing equipment

We noticed some interactive playground equipment integrated 
with sound. These products were developed by Playnetic so 
we tried to contact Playnetic to gather more information.



Building first prototype

We decided to build a maquette of our first concept, because 
we wanted to get feedback on our design concept. 

Programming

We started programming the different feedback systems. One 
of these functions was a random light which the child could 
follow.



Maquette

We integrated all electronics into a maquette so that interaction 
is possible.

Insights

When building the maquette we noticed that the floor could be 
used to fit our design in a certain context (eg. fantasy world).



Limits of concept

Our concept consists of lights, which is difficult to program 
straight away. So therefore we decided to do a low-fi user test 
at a scouting group.

Low-fi user test

Coloured cards were used to represent the feedback of the 
light. However it turned out that the low-fidelity of the user test 
did not encourage the children to explore different options.



Biases

This  age group was probably too young to form a discussion 
about new made up games. Moreover, in this setting (scouting) 
they were not used to making their own games, because their 
group leader creates games for them every week.

Standard games

The children did not want to make their own game with the 
cards in the circle. Therefore, they preferred already made up 
games.



Feedback    INPUT       

Haptic  

 
 

Consistent Vibrations 

 
 
Vibration in shocks / pulses  

 
Pushing a button  

 
 

Deforming object 
 

Kicking object 
 

Hit with a ball 

   

Lights 

 
Blinking/Flashing  

 
On or off 

 
Glowing 

 
 

     

Sound 

 
 

Melody 

 
 

Music 

 
 

One sound 
 

Recording 

     

Form          

 

 
Round pillar 

 
Rectangular pillar 

 
 

Pillar with curve 

 
 

Arch 

 
 
Deformable 

 
 

Climbing frame 

 
 
Trampoline Fantasy figure 

 

Material          

 

 
 

Wood 

 
 

Plastic 

 
 

Foam 

 
 

Steel 

     

Field     CONTEXT     

 

Round 
 

Ellipse Rectangular 
 

On a hill 
 

lighthouses 
 

Fantasy world 

 
 

‘apenkooien’ 

  



Morphological Chart

We used a Morphological Chart when brainstorming about form and feedback. In our final 
design, we chose to use a push button as a means of input. The output of our design 
includes both RGB LEDs as well as music. We chose to use a rectangular form, because 
we wanted it to be used in soccer as well. The materials which were chosen to be used 
in the final design are steel and rubber, because Playnetic used these materials to make 
their products hufterproof and withstand different weather conditions. We wanted a round 
field, because then all pillars have an equal distance to the middle panel.



Building second prototype

Since our low-fidelity user test did not gave us useful feedback, 
we decided to build a high-fidelity prototype which could be 
used to get better feedback.

Colourfull pillars

The pillars were spray painted to give the prototype a colourful 
and playful appearance.



Pilot testing

Because it is difficult to get access to a lot of children, we 
decided to pilot test our prototype together with industrial 
design students.

Securing electronics

Since we wanted to test our prototype, we needed to make 
sure that children will not hurt themselves when testing our 
prototype.



Mid-term Demo Day

At Mid-term Demo Day we presented our second prototype 
and gathered useful feedback.

Enthusiastic audience

Our audience was enthusiastic about our prototype and 
motivated us to test our prototype as soon as possible.



Improve interaction

The child can only react to the system, so we got the feedback 
to improve the interaction within the prototype.

Different stakeholders

We received feedback on involving parents within our design 
decisions, because parents could prevent the child from 
playing with our product.



GlowSteps

GlowSteps is an open-ended playing product, so therefore we 
wanted to experience how such a product works.

Integrated games

Some games were integrated within the product. These games 
switched while playing. One game included music, which we 
found a very interesting element.



Feedback

We found the different colours as means of feedback 
interesting. Using only three colours at three different locations 
gave diverse options.

Insights

Testing GlowSteps gave us a better insight on our concept. We 
saw that programmed games are helpful to create a nice open-
ended playing experience.



Visiting companies

We have visited InnoSportLab Sport & Beweeg because they 
have access to different interactive playground equipment 

Yalp

Yalp has developed an interactive playground product. The 
child can select a game by pushing the button. Sound is used 
for instructions of the games.



Disturbing sound?

Yalp uses a loud voice during games. A sound is used to invite 
children when detecting some movement. However, these 
sounds may be disturbing within a neighborhood.

Limited time interested

Children like to play at the interactive product of Yalp, however 
they get distracted easily. So therefore we need to make the 
product interesting enough to be played at a longer period of 
time.



Human-powered

All products developed by Playnetic are human-powered, 
which means that you first need to generate electricity by for 
example jumping or turning a wheel before you can play.

Visiting companies

We have visited Playnetic, because they have developed 
interactive products which we have seen in a playground.



Hufterproof

Although Playnetic uses electronics within their products, their 
products endure different weather conditions. They used steel 
and rubber to make their products hufterproof.

Business aspect

By visisting Playnetic, we learned that there is a market for 
interactive playing obstacles which is able to grow further. 
However, one should keep in mind that the end-user is not the 
actual client.



High fi-user test 

We tested our prototype at a primary school. The children were 
asked to test the product which gave us many new insights.

Creating games

The children used the pillars immediately when noticing the 
design and they soon created their own games. These games 
were played including the whole group.



Who is winning?

The games of the children varied a bit, because they had a 
different game in mind, however, they did not notice this. When 
playing competitive games the children did not know who was 
winning.

Roles

Children switched roles of being a leader, the one who is 
in charge on deciding the game to be played. The children 
listened carefully to the one who creates games and tried their 
best to follow the rules.



Stakeholders

Since our end user (the child) is different than our client 
(playground companies and municipalities), it is important to 
map the values of each stakeholder.

Values

While children want the product to be fun and use creativity to 
create their own games, parents and playground companies 
do not understand open-ended play. Parents and playground 
companies are interested in playground equipment which can 
be used to develop skills and promote physical activity.



Competitors

We have visited InnoSportLab Sport & Beweeg and Playnetic. 
They both have developed interactive playground equipment 
which are hufterproof, promote physical activity and could be 
used to develop skills. However, they have no (successful) 
products addressing open-ended play.

SWOT analysis

By doing this analysis, we learned the importance of including 
the parents’ and companies’ view to prevent them from not 
understanding our interactive playing object. An opportunity 
could be to adapt the games when a game is not favored by 
children or other stakeholders. 

Opportunities
Adaptable
Not many comparable products

Threads
Too expensive
Not recognized as playing object
Too difficult

Strengths
Multi-functional
Encourages physical activity
Developing skills
Team building

Weaknesses
Not yet environmentally friendly
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Music box

Push button

Resourse deliverers

Customers

Sales personnel

Marketing

Manufacturing

People

Selling products



Business strategy

Our strategy involves producing our interactive playground equipment and selling it to 
playground companies and municipalities. To make our design accessible, a website 
will be published with all information of the values and possibilities of the interactive 
playground equipment. Besides, we want to visit playground fairs to show our product 
and attract clients. While Playnetic sells products and do not improve products if they 
failed, we aim to learn from our clients. So therefore, we want to create a platform where 
stakeholders are able to give feedback, because we think this helps us to improve the 
product which also benefits the stakeholders.


