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Week 1

The 3 applications we chose were an ipad, jamhub 
and monopoly. 

iPad

We placed the ipad in the experience economy. 
It promotes the brand lifestyle, the ipad promotes to 
have more apple products that are all connected. 
It has a product service mix, with the apple products 
come a lot of services. for example itunes, icloud, 
etc.
it is global, you are everwhere easily connected with 
the world. (other people and information).

The basic human needs

Autonomy: you are free to choose your own apps 
and it can be used everywhere.
Competence: easy to use, accessible technology.
Relatedness: makes it easy to get in contact with oth-
er people, but with a screen between people.
Stimulation: it’s innovative, the technology can be 
used everywhere.
Popularity: apple has a certain status.
Security: you get used to it easily, it is very personal, 
it’s easy to relax for a moment. you are not safe from 
threats because you have less privacy.
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Jamhub

We placed the Jamhub in the knowledge economy.
It persues aspirations: the system helps you to get 
better as a band, you get better in understanding the 
dynamics.
There is indevidual empowerment, you have con-
trole over the soundlevels.
it enables creativity, it supports making music and 
being creative in the way you make music.

The basic human needs

Autonomy: freedom to make music with others, 
wherever and whenever.
Competence: you develop skills in playing in band 
setting.
Relatedness: the jamhub makes it easier to play to-
gether en to express emotion with your music.
Stimulation:the jamhub doesn’t change much about 
the activity.
popularity: it has no impact on others, it doesn’t give 
more status.
Security: NA
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Monopoly

We placed monopoly in the industrial economy.
Productivity and family life: you play the game to-
gether with your family.
Product: er is no service, what you buy is what you 
have.
Local: you play it at home, its a physical boardgame.
follow cultural codes: every country has it’s own 
board.

The basic human needs

Autonomy: there are rules you have to follow.
Competence: if you win or have a lot of money it 
gives a feeling of satisfaction and fulfillment.
relatedness: it is a game you play together.
Stimulation: the basis and the rules are every time 
the same but every game can turn out different.
Popularity: If you win it could give you status.
Security: NA
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Individual

iPad    Max Bogers

The iPad is transferred to the 
knowledge economy.

Enabling creativity and easy cus-
tomization are ways this could be 
achieved. 

More open-source tools should 
become available for people to 
customize their own experience 
and to make it easier to create 
your own personal layout and ap-
plications. 

Jamhub   Lester Moorman

The Jamhub is transferred to the 
transformative economy. 

Making the Jamhub also available 
online will allow users to develop 
potential and have a meaningfull 
contribution. Now people can play 
together from all over the world. 

Placing Jamhubs in public area’s 
and playgrounds allows children 
to get together and jam. This will 
enhance the meaning of the de-
vice as it will help children fulfill 
their need to belong to a group, 
musicians in this case. 

Monopoly      Anouk van Kasteren

Monopoly is placed in the knowl-
edge economy. 

Anable creativity by giving the 
opportunity to design your own 
board every game, the board can 
be changed. you could also con-
nect it to your phone and the 
board will change to places where 
you have been. 

enable self development, when 
you become better and richter you 
could buy stocks in the for exam-
ple house market, you now get a 
part of every house sold and have 
the ability to give houses a new 
design.
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Week 2

Comparing phone calls to emails

The application domain that we chose was making 
phone calls and sending emails. We wanted to know 
how they compared in terms of easy of use and rich-
ness of experience. Our research question was “How 
does a phone call compare to sending an e-mail 
in terms of ease of use, experience and appeal?”. 
Our hypothesis was that emails would score better 
in terms of ease of use, while making phone calls 
would perform better in terms of experience and 
appeal. 

Method

An EQ, HQ and Appeal test was used to ask 18 par-
ticipants (6 per team member) to rate phone calls or 
emails on various aspects on a scale from 1 to 7. Out 
of these 18 participants 9 conducted the experiments 
on phone calls while the other 9 did it on e-mail. We 
chose the EQ, HQ and Appeal test because in this 
way the mediums could be tested on multiple as-
pects. The full test can be found in the appendix. 
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Week 3
HQ Test

Appeal Test

Results

To analyze the data from the tests a Whitney U-test 
was used since the test involved two products that 
were compared by two different groups of partici-
pants. for every participant we took the average score 
for each test and divided them in two groups. 
The data was analyzed in SPSS and provided the fol-
lowing output. 

EQ Test
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From our findings we conclude that there is a sig-
nificant difference between phone calls and sending 
e-mail in the HQ test. There was not a significant 
difference in the appeal and EQ test. The phone 
scored better on the HQ test than e-mails from 
which it can be concluded that calling someone on 
the phone is more exciting than sending an e-mail.

 To perform the power test we took the average test 
score for each participant where a score higher than 
4 meant they didn’t like the product and a score less 
than 4 meant they did like the product. We found 
that 88.8% of people liked making phone calls and 
50% liked sending e-mails. The power would be 
81% if we would have had at least 20 test subjects.

Our hypothesis was that making phone calls would 
perform best in the EQ test while making phone 
calls would perform best on the HQ and Appeal 
test. this turned out to be wrong. the only signifi-
cant difference was found in the HQ test. 
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Week 4
Before entering this lesson, we read 3 papers on a 
few research methods: Cultural Probes, Diary Stud-
ies and Contextual Inquiry. These were the strong 
and weak points as well as the proposed use of the 
methods we abstracted from the papers:

Cultural probes

Strong points
Users are engaged in a fun way that won’t be much 
of a burden
Designers of the probes have a degree of control, but 
it also leaves a lot of room for personal interpreta-
tion and “free-styling”
Is a method to collect inspirational data, rather than 
being guided by any “objective” 
problem statement, they might get a lot different 
data than expected

Weak points
Takes a lot of time to prepare and carry out
May not give you the information you are looking 
for, when targeting a specific problem
Participants will not return all of the assignments, so 
info that may be important to the researcher might 
be lost. Or the participation level could be too low in 
general

Proposed use: It could be used to design a 
product for urban purposes that is going to be sold 
in multiple countries, a playground for example. It 
requires an understanding of the surroundings, how 
their children play e.g. Cultural probes would be a 
nice way to gain inspiration on this matter.
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Contextual inquiries

 Strong points
The researcher has a high degree of control on the 
actual research and can choose what to focus on and 
ask the subject to elaborate if needed
The research gets an insight into every detail a sit-
uations in which a problem might occur, what they 
entail and how people solve them

Weak points
Difficult to scale up to research many users
Takes a lot of preparation and you can’t adjust much 
if you have forgotten anything during the actual re-
search, since it’s mostly a session of one day
It may stifle the person having someone observing 
that they might actually change their usual routine

 
Proposed use: When designing a safety device, 
for mineworkers for example, it’s trivial to know 
their surroundings and the work they do in detail. 
Contextual inquiry is the right method to do this.

Diary studies
 
Strong points
The researcher has the opportunity to ask for an ex-
planation later for submitted data
It’s not a lot of work to set up and carry out

Weak points
It might be hard to find the right balance between 
accurate recall and burdensome logging
Since explanation on the logged data is later than the 
actual moment, some info might be forgotten.

Proposed use: This is kind of like a cultural 
probe, but with more detailed info and more focused 
approach. It could be used for gaining insight in the 
way people drink their coffee if you want to set up 
a coffee service of some kind, for example. It might 
give insight when and where they drink their cof-
fee or what prompts them to buy coffee at a certain 
place.
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Chosen method

We chose to work on how to improve communica-
tion between lecturer and students in a large lecture 
room and we chose the contextual inquiry method 
to do so. We believed this to be the best method, be-
cause we could observe every detail that way of how 
a student participates in a lecture and also watch 
what the lecturer is doing and the response of the 
other students.

Plan of Approach

Case study subject: “How can we improve commu-
nication between lecturer and students in  a large 
lecture room?”

Method: Contextual inquiry
Research question: “Which factors influence the 
communication, the asking and answering of ques-
tions, in a large lecture room?

Goals: We are looking trying to gain insight on the 
factors that are of influence on the problem to see 
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which we can improve to solve the problem

Hypothesis: We think that it’s harder to ask and an-
swer questions in a large setting because it makes 
people nervous to have 200 people looking at you
 
Detailed plan:

Pilot

- Decide on main topics and questions 
- Observe user & ask questions 
- Document results 
- Discuss results, make a presentation & get feed-
back

Final inquiry

- Incorporate feedback in plan of approach final in-
quiry 
- Observe user & ask questions 
- Document results 
- Discuss results & make a presentation

Main topics and questions:

- Ask why the participant did or didn’t answer ques-
tions from the lecturer
- Did you have any questions during the lecture?        
- Why did/ didn’t you ask them?
- Where you happy with the answer?
- What do you think that causes people not to ask or 
answer question?
- What can be done to improve this?
- Can the lecturer do anything to improve this?
- Do you think you would have asked the question 
in a smaller setting?

What to observe/ how to document?

- Size of the room, illumination of the room.
- Do the participants raise their hands when asking 
or answering a question?
- Distance between the lecturer and the participants
- What are other participants doing during the lec-
ture?
- Try to take pictures if at all possible
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Week 5
In week 5 we started with presenting the results of 
our contextual inquiry, the main outcomes were:

- The participants agree that students don’t ask ques-
tions because they might be afraid that they ask stu-
pid questions. They rather ask the question to others 
first
- The first few rows always seem to be empty
- All questions answered are by the same persons in 
the first few rows

We got some feedback of our coach and other stu-
dents, mostly to ask more open questions, because 
the first time I started out with: “Did you have any 
questions during the lecture?”. It’s beter to ask an 
open question that i very “neutral” in a sense that 
the interviewer is not pushing the participant in a 
certain direction

Affinity Diagrams
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We used affinity diagrams to analyze the date since 
it proves to be very usefull in sifting through large 
amounts of data and discover patterns quickly. We 
wrote quotes, observations, problems, etc. on post-it 
notes, then put them into clusters without talking to 
each other to not influence one another. We made 
headers for each cluster and discussed the setup to 
see if some post-it’s should be moved to a different 
cluster or if a cluster should be renamed, e.g.  From 
this session we  identified a few questions that we 
wanted to address  in the final contextual inquiry 
session:

- Why did you sit where you were sitting during the 
lecture?
- What were you trying to get out of the lecture?
- Why did/didn’t you take notes?

Final contextual inquiry

With the new feedback we set out to do another, 
larger contextual inquiry, this time also focussing on 
the questions mentioned above. We performed an-
other affinity diagramming session and these were 
the themes that we uncovered:

- Students feel that the teacher is greatly responsible 
for the amount of interaction in the lecture room
- Students prefer asking personal questions rath-
er than raising their hand during the lecture as it 
makes them feel uncomfortable
- Sitting in the back of the class is more comfortable 
than sitting in the front
- Sitting in the back of the class provides more dis-
traction and thus less attention to the lecturer
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Week 6
This week we did a workshop to get from our data to 
design ideas. We did this by creating a story to find 
the problem and the solution.  Our background and 
description on the experience is stimulating and the 
objective is learning.  We had to define the situation 
and the actor.

in our case of the student and teacher the situation 
was easy to describe, because we are familiar with 
the lecture setting. the location was in a lecture hall, 
there were students and a lecturer in the room, and 
it takes place during lecture hours. Our actor is a 
student, his goals are to gain knowledge about a cer-
tain subject to pass his exams and get a degree. 

From here we had to create a scenario of the prob-
lem, which was that students lost their attention 
during a lecture and weren’t involved because of 
that. From this problem we had to make a propos-
als scenario and a scenario to where we improve it. 
in the improved scenario, the lecture stays interest-
ing and all students keep their attention and are in-
volved. 
Possible solutions we came up with were anonymous 
feedback or questions on the screen in the back, so 
the threshold to be involved becomes lower. or a re-
ward stystem where students who pay attention and 
are involved in the lecture are rewarded for extra 
motivation 
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Personal Reflections
Annouk van Kasteren

My goal for this assignment was to gain more insight 
in techniques to emphasize with the user in design 
projects. In my vision the experience users have 
with products is very important, so I wanted to gain 
knowledge on how to make their experience and 
interaction with product optimal.

During the lectures methods to evaluate user experi-
ence with products and services were explained and 
we had to try them ourselves. I have learned that it 
is important to set your goals straight on what you 
want to get out of the test, this way you can pick a 
test or questionnaire that is most fitted to reach your 
goal. Our goal was to test the ease of use and if peo-
ple thought the use was pleasant. For this we picked 
EQ, HQ and appeal evaluation. I am now able to get 
a better insight in the experience people have with 
my design with the help of these questionnaires and 
evaluations.
I’ve also learned about the methods Cultural probes, 

diary studies and contextual inquiry. These are use-
ful methods to gain insight on peoples everyday life, 
what is important for them, what are their goals, 
what are they doing to get there, what are their 
beliefs. All these insights can be used to evaluate 
your target group and find design opportunities to 
achieve my design goal, or improve the design I am 
working on.

I did achieve my goals although I wished I could 
have spent more time on the assignment, to get an 
ever better and deeper understanding of my us-
ers. Unfortunately because of my busy schedule 
this quartile I didn’t get the opportunity for this. 
Though I did developed myself on the subject in a 
way I could apply it in my project and try to gain the 
depth desired there. Understanding the user and de-
sign for an optimal experience is a subject I am very 
interested in so I enjoyed taking this assignment so I 
am planning to keep using the things I have learned, 
improving myself even more and work on realizing 
my vision in my designs.
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Lester Moorman

Goals

I believe  that good design is about 
understanding the user’s needs, 
not only the needs that are obvi-
ous, but also underlying motiva-
tions. I strive to design products 
and systems that add value to 
people individually and to society.  
To do this it’s important to create 
empathy with the people who will 
be affected by the design process 
and its outcomes.

My goal in this assignment was 
to gain a deeper  insight in the 
underlying needs of the user and 
learn techniques how to involve  
them in the design process and 
evaluate the data obtained in user 

research 

In this assignment I did achieve 
all the goals I wanted to achieve. 
The biggest gain would be that I 
gained  a lot of awareness. Nor-
mally trying to understand the 
user’s needs would basically be 
thinking about what it could be a 
lot for me. Now I am aware of the 
different economic paradigms, 
the different ways people can val-
ue products and service. I also 
learned about different methods 
on doing both quantitative and 
qualitative research and how to 
evaluate the results. These are 
good methods to involve users 
in the design process. I obviously 
didn’t get to try my hand at every 
method, but I at least tried a few 
and the other methods where 

done by the other groups, so I got 
a lot of information on different 
methods. In the future I would 
like to gain a more in-depth 
knowledge about the different 
methods and be more adept in 
using them

Likes

I really liked learning about the 
different economic paradigms. 
I’ve  never  realized that there are 
so many ways for people to value 
things, so that was really interest-
ing.

I also liked the fact that we 
learned about different techniques 
to involve users in the design pro-
cess and that we got to do them. 
Especially the qualitative data 
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analysis where were able to do both a pilot, get feed-
back, and then do a final version. I think you really 
learn a lot that way

Dislikes

I didn’t like the part of SPSS Statistics as much, al-
though I think it’s good to be aware of its existence, 
I thought everything in the tutorial was a bit hard 
to grasp. It’s not that we couldn’t carry it out, but I 
didn’t really understand how to draw conclusions 
from the data retrieved. Also asking the lecturer in 
our group didn’t clarify it much for me.

Max Bogers

One of my learning goals in my PDP was to have 
more user involvement in my project design process 
and to perform more user tests. I hoped that this 
assignment would give me a better understanding of 
what user tests to perform in what circumstances.

The scope of the assignment was broader than I ini-
tially expected. I thought we would mostly focus on 
qualitative user research but I was surprised about 
the amount of content. This was also due to the large 
amount of papers we had to read although I scanned 
through most of them since all the important points 
were explained during the lecture. It made reading 
them afterward feel somewhat unnecessary. In a pre-
vious assignment we had to read papers beforehand 
and prepare presentations ourselves. This provided a 
better incentive to read all of them.

The quantitative research part was a bit theory heavy 
in the beginning but it was great that now I am able 
to use many different methods for performing and 
analyzing research. In the past when I did some user 
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testing through questionnaires, the outcomes were 
always more interpretation heavy and it didn’t feel 
like actual research. Now that I can use SPSS and 
being able to determine the power I can make some 
actual claims and have the numbers to back it up.

I was already able to apply some of the knowledge 
in my ID project. To compare different prototypes I 
made, I performed interviews on people while they 
had interaction with the prototypes and I’m cur-
rently in the process of a diary study where users are 
actually using the products in their home environ-
ment for a couple of days. I plan to make an affinity 
diagram when the research is over and present the 
outcomes during the mid-term demo days.

I plan to also perform quantitative research later 
on in my project design process and hopefully it’ll 
prove useful. If there would be anything I would like 
to have done differently it would be to read the pa-
pers more thoroughly.  The papers, however, are still 
saved on my computer so whenever I might need 
them I have great referencing material. For instance, 
when I wanted to perform the diary studies I could 

read up on the material since I did a contextual in-
quiry during the assignment itself. So although I 
scanned through it initially it still proved useful later 
on.  

Overall I was able to succeed in my learning goals 
and even was already able to apply what i’d learned 
in the assignment. 
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Appendix
phone=1 email=2   
EQ HQ Appeal Persoon
1,63 4,27 2,50 1,00
2,75 5,43 3,25 1,00
1,75 5,29 3,25 1,00
2,88 5,43 3,38 2,00
2,13 4,57 3,00 2,00
2,25 6,00 4,75 2,00
2,25 5,00 2,38 1,00
1,88 4,71 3,50 1,00
2,63 4,14 2,88 1,00
2,63 4,43 3,00 2,00
3,88 4,14 4,38 2,00
2,38 5,43 2,38 2,00
2,38 6,00 4,00 2,00
2,13 2,71 2,00 1,00
2,25 3,86 3,13 1,00
3,63 4,86 5,00 1,00
3,50 6,14 4,50 2,00
2,50 5,57 2,75 2,00

Questionaire     Phone |    |  e-mail |    |

 1 2 3 4 5 6 7 
comprehensible      incomprehensible
supporting       Obstructing
simpple       complex
predictable       unpredictable
clear        confusing
trustworthy       shady
controllable       uncontrollable
familiar       strange
 - - - - - - - 
Interesting       Boring
Costly        Cheap
Exciting       Dull
Exclusive       Standard
Impressive       Nondescript
Original       Ordinary
innovative       Conservative
 - - - - - - - 
Pleasant       Unpleasant
Good        Bad
Aesthetic       Unaesthetic
Inviting       Rejecting
Attractive       Unattractive
Sympathetic       Unsympathetic
Motivating       Discouraging
Desirable       Undesirable
 1 2 3 4 5 6 7 




