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IDE Master Graduation

Project team, Procedural checks and personal Project brief

This document contains the agreements made between student and supervisory team about the student’s IDE Master
Graduation Project. This document can also include the involvement of an external organisation, however, it does not cover any
legal employment relationship that the student and the client (might) agree upon. Next to that, this document facilitates the
required procedural checks. In this document:

The student defines the team, what he/she is going to do/deliver and how that will come about.
SSC E&SA (Shared Service Center, Education & Student Affairs) reports on the student’s registration and study progress.
IDE's Board of Examiners confirms if the student is allowed to start the Graduation Project.

USE ADOBE ACROBAT READER TO OPEN, EDIT AND SAVE THIS DOCUMENT

family name de Jong de Abril Your master programme (only select the options that apply to you):

initials L. C. givenname Lucas IDEmaster(s;: () iPD)  (J)bfi)  ()spp)
student number 4367502

street & no. Haarlemmerstraat 49

zipcode & city 2242NB Zandvoort Honours Programme Master
country _Netherlands Medisign
phone +31626860395 Tech. in Sustainable Design
email l.c.j.a@hotmail.com Entrepeneurship
** chair  Annemiek van Boeijen dept. / section:  1D/DA
**mentor _Valentijn Visch dept. / section: ID/DA

Trompenaars Hampden-Turner Consulting

Amsterdam Netherlands

| wish to include two team members from the same section, since they are
both specialized in different and equally relevant fields: Annemiek van Boeijen
in 'Culture in design' and Valentijn Visch in 'Persuasive game design'.
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APPROVAL PROJECT BRIEF

To be filled in by the chair of the supervisory team.

chair _Annemiek van Boeijen date - - signature

CHECK STUDY PROGRESS

To be filled in by the SSC E&SA (Shared Service Center, Education & Student Affairs), after approval of the project brief by the Chair.
The study progress will be checked for a 2nd time just before the green light meeting.

Master electives no. of EC accumulated in total: EC . all 1*tyear master courses passed

Of which, taking the conditional requirements
into account, can be part of the exam programme EC missing 15" year master courses are:

List of electives obtained before the third
semester without approval of the BoE

name date - - signature

FORMAL APPROVAL GRADUATION PROJECT

To be filled in by the Board of Examiners of IDE TU Delft. Please check the supervisory team and study the parts of the brief marked **.
Next, please assess, (dis)approve and sign this Project Brief, by using the criteria below.

e Does the project fit within the (MSc)-programme of M) APPROVED[) NOT APPROVED )

the student (taking into account, if described, the

activities done next to the obligatory MSc specific ) APPROVED r) NOT APPROVED )
courses)?

¢ |s the level of the project challenging enough for a
MSc IDE graduating student?

e |s the project expected to be doable within 100
working days/20 weeks ?

¢ Does the composition of the supervisory team
comply with the regulations and fit the assignment ?

comments
name date - - signature
IDE TU Delft - EQSA Department /// Graduation project brief & study overview /// 2018-01 v30 Page 2 of 7
Initials & Name L.C. de Jong de Abril Student number 4367502

Title of Project  Playfully Cracking Cultures



z
TUDelft
Personal Project Brief - IDE Master Graduation

Playfully Cracking Cultures project title

Please state the title of your graduation project (above) and the start date and end date (below). Keep the title compact and simple.
Do not use abbreviations. The remainder of this document allows you to define and clarify your graduation project.

start date 04 -02 - 2019 05 - 07 - 2019 end date

INTRODUCTION **
Please describe, the context of your project, and address the main stakeholders (interests) within this context in a concise yet

complete manner. Who are involved, what do they value and how do they currently operate within the given context? What are the
main opportunities and limitations you are currently aware of (cultural- and social norms, resources (time, money....), technology, ...).

space available for images / figures on next page

Trompenaars Hampden-Turner Consulting is a consulting agency specialized in cultural awareness and competence. It
holds "the world’s most extensive database on cultural values, corporate culture and business dilemmas of
approximately 140,000 international leaders and managers". Trompenaars Hampden-Turner aims to coach their clients
(such as DHL, PepsiCo, DSM, Siemens, Shell, Philips, HSBC, Vodafone, IBM, Pfizer, KLM-Air France, Bombardier, Linde
Group, Texas Instruments, MTN Group, Standard Chartered Bank etc.) to learn about cultural differences between
countries and how to reconcile business dilemma's based on "The Seven Dimensions of Culture" by Fons Trompenaars
as described in his book "Riding the Waves of Culture" by Trompenaars et al (1993). The database could become a
powerful learning resource, but it is currently not that accessible.

To solve this, the company has launched an application which is able to match a user's personal profile to 140
countries and give the user personalised tips on doing business with those countries. However, this application asks
the user to read large amounts of text on a phone. The company is looking for a design with a better user experience
through which it can provide its valuable information.

The next idea aimed to develop a persuasive game which will have to include a better interaction structure and
engagement through playful learning. A few interns have been working on the project, but neither of them are game
designers. So, the company is currently in need of a game designer/expert to design the game concept for them. This
game concept will have to be based on the information that the user wants to learn about cultural values, corporate
culture and business dilemmas.

The main opportunities/limitations that | am currently aware of:

-The target group is not yet defined, and could include anyone who spends time with other nationalities, such as
migrants, tourists, international business people, international students. The most logical target group for Trompenaars
Hampden-Turner would be international business people who are doing multi-cultural projects, because of their client
list and that their current tips are already based on business.

-During the design process the target group should preferably be included by letting them participate in
brainstorming sessions and test prototypes.

-The final design concept will have to be delivered as an interactive prototype of a mobile application. The company
would like to create a product out of my design as soon as possible.

-l will be given "the opportunity to work with autonomy coupled with equal amount of responsibility".

-l will be given access to "the world’s most extensive database on cultural values, corporate culture and business
dilemmas of approximately 140,000 international leaders and managers".

-l will be given a place to work at the Trompenaars Hampden-Turner office in Amsterdam during the entire project and
provided with the necessary tools to create prototypes.

-Three interns will be able to help me during the project with research, interviews, etc.

-l will be guided by Annemiek van Boeijen (a 'Culture in Design' expert) and Valentijn Visch (a 'Persuasive Game Design'
expert).

-l will be able to work close to Fons Trompenaars, a renowned culture expert and co-writer of the book: "Riding The
Waves of Culture"; which is about a model for describing cultures in seven cultural dimensions and about the
reconciliation of cultural dilemma's.
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PROBLEM DEFINITION **

Limit and define the scope and solution space of your project to one that is manageable within one Master Graduation Project of 30
EC (= 20 full time weeks or 100 working days) and clearly indicate what issue(s) should be addressed in this project.

ASSIGNMENT **

State in 2 or 3 sentences what you are going to research, design, create and / or generate, that will solve (part of) the issue(s) pointed
out in “problem definition”. Then illustrate this assignment by indicating what kind of solution you expect and / or aim to deliver, for
instance: a product, a product-service combination, a strategy illustrated through product or product-service combination ideas, ... . In
case of a Specialisation and/or Annotation, make sure the assignment reflects this/these.

The main problem is that people need help for interacting with other cultures.

Trompenaars Hampden-Turner Consulting's vast database of information about culture includes the needed
knowledge to solve the problem. However, their current solution is provided in the form of a mobile application that
users are not motivated to use. One probable explanation is that users do not think that the information is easily
accessible, because they have to read large amounts of text and they would be more motivated by other types of
interactions. So, the partial problem is to find out which interactions motivate users to learn about other cultures
and/or what interactions can be used to teach the user about other cultures (in an entertaining manner).

on the user's prewouslv determined motivations.

At the end of the project, | will deliver a persuasive game design for a mobile application that learns users about
different cultures by providing them tips on how to reconcile cultural dilemma's. The tips on cultural dilemma's will be
described through the seven cultural dimensions from the Trompenaars model and the reconciliation approach,
which are both explained in the book: "Riding the Waves of Culture".

To simplify the types of cultures, national stereotypes will be used. The design will only include one culture per
country; a national culture. These national cultures have already been created by Trompenaars Hampden-Turner and
are backed by their impressive database of 140 countries.

Trompenaars Hampden-Turner would like to implement all 140 countries into the game. To keep the project feasible
however, my minimum viable game will concern three of these countries/cultures. | will choose countries that best
represent the variety in cultural tips and are helpful to the user. So, the perspective from one of the countries will be
taken; which will probably be The Netherlands, because of my accesibility to test and evaluate Dutch participants. The
other countries will include one similar in culture and one extremely different culture. The cultures will also be selected
on usefulness to the target grioup (i.e. business people would like to learn about cultures they do business with).

The design will have to be scalable so that Trompenaars Hampden-Turner can eventually include all 140 countries.

The final report will also include the evaluation of the final prototype and should be detailed enough for developers to
create the application from.
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PLANNING AND APPROACH **
Include a Gantt Chart (replace the example below - more examples can be found in Manual 2) that shows the different phases of your
project, deliverables you have in mind, meetings, and how you plan to spend your time. Please note that all activities should fit within

the given net time of 30 EC = 20 full time weeks or 100 working days, and your planning should include a kick-off meeting, mid-term
meeting, green light meeting and graduation ceremony. lllustrate your Gantt Chart by, for instance, explaining your approach, and
please indicate periods of part-time activities and/or periods of not spending time on your graduation project, if any, for instance
because of holidays or parallel activities.

startdate 4 -2 - 2019 5 - 7 - 2019 end date

parttime (with

ID5526) Fulltime (with 1 holiday week)

Calendar week 6 7 8 9 10 1 12 13 14 15 16 17 18 19 20 21 22 3 24 25 26 27
Date 4-2-20019  1-2-2019  18-2-2019  25-2-2019  4-3-2019  1-3-2019  9-3-2019  25-3-20019  14-2019  G-4-2019  15-4-2019  22-4-2019 23-4-2019  G-5-2019  13-5-2003  20-5-2019  27-5-2n9 3-6-2019  10-6-2019  17-G-2019  24-6-2013 1-7-2013
Project week 15

DISCOVER DEFINE DEVELOP DELIVER

Content research
Market research
User research
Define needs and interests

Create user persona

Define design goal

Define interaction vision

Generate ideas

Create prototypes

Test & evaluate prototypes

Choose concept direction

Define details o concept ﬁ
Create and test prototypes

Create minimum viable game

Write report
Prepare presentation

REPORT 2
CONCEPT
DIRECTIO
N

REPORT 1
REPORTS THE USER

DG& IV
GREEN

IMPORTANT DATES h';'é:f;; HOLIDAY JicLl G(RSI[S:EIN?JN
MEETING

| am currently also writing a paper for ID5526 'Submitting and presenting a Paper' (3EC), so | have noted the first two
weeks of the project as parttime. My project planning phases are based on the "Double Diamond"-method from
"Eleven lessons. A study of the design process" by the British Design Council (2005), and "A cookbook method for
Persuasive Game Design" by Siriaraya et al (2018).

For each "Double Diamond"-phase ("A cookbook method for PGD"-phase) | describe the activities --> the results below

Discover (Dish 1: Transfer Effect)
Literature study, interview and observe potential target groups, expert sessions, end-user sessions --> content
knowledge, current market explored, target group, transfer effect.

Define (Dish 2: User's World)
Focus group discussions, questionnaires, literature study --> user persona, user's motivations, gameworld
preferences, design goal, interaction vision.

Develop (Dish 3.1: Game Design)
Generate ideas with and without end-users; create, test and evaluate prototypes --> main gameplay
loop/userflow, game element & mechanic, game metaphor, concept problem space.

Deliver (Dish 3.2: Game Design and Dish 4: Evaluation)
UI/UX design; create, test and evaluate prototypes --> minimum viable game and evaluation.

Before the project started | had already completed a licensee programme about the seven dimensions given by Fons
Trompenaars himself, read the book "Riding the Waves of Culture" on the subject, filled in questionnaires through
which ' have created a cultural and corporate profile and | have used the current 'Culture for Business' application.
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MOTIVATION AND PERSONAL AMBITIONS
Explain why you set up this project, what competences you want to prove and learn. For example: acquired competences from your
MSc programme, the elective semester, extra-curricular activities (etc.) and point out the competences you have yet developed.

Optionally, describe which personal learning ambitions you explicitly want to address in this project, on top of the learning objectives
of the Graduation Project, such as: in depth knowledge a on specific subject, broadening your competences or experimenting with a
specific tool and/or methodology, ... . Stick to no more than five ambitions.

The main motivation for me is that this project gives me an opportunity to work with gamification. Over the past year, |
have been working on gamification projects and serious games during extra-curricular activities and for my internship,
and | would like to continue working on them in the future. | would like to explore it further in the sense of how to
motivate users by using gamelike elements. | am striving to go beyond the go-to gamification elements, such as
adding a leveling system or some sort of coin collection, as | seek more innovative solutions. | was therefore led to the
Octalysis Framework as described in the book "Gamification Book: Actionable Gamification — Beyond PBLs" by Yu-kai
Chou (2015), which describes the eight core drivers of motivation. | will be able to use this theory alongside others to
understand the target group needs and wishes. | hope to develop a user persona of the target group into a gamer
profile, which additionally describes the motivations and goals of the user within a game environment, and use that as
a guide for developing the game concept. | will use the Bartle taxonomy of player types introduced in the paper
"Hearts, clubs, diamonds, spades: Players who suit MUDs" by Richard Bartle (1996) as a guideline for this, which
describes four charachters of players and which their motivations are.

I think this software driven project is a great environment to test this plan in, since it allows for a highly iterative
process with much testing and end-user input. Besides, | have spent a lot of time programming outside of university,
which ' will use and already have used in past projects to build the prototypes and MVP(s). This project will give me the
freedom and allows me to use the tools to explore gamification further under the right guidance of Valentijn Visch.

The other major part is the 'Culture for Business' aspect. During the bachelor and master | have had the pleasure of
working with many different nationalities. | have seen many students work on projects in all kinds of ways (in planning,
listening to mentors, communication between team members, sensitivity in design, etc.). Comprehending where
people are coming from and their values can be hard and | would like to explore this area more. | am motivated further
by the expectation that this will be important for me in the future, as | expect to work in many international teams.
During the training by Fons Trompenaars, | learned how to reconcile cultural dilemmas between various nationalities
using his model. | believe that the model can also be used for the design process itself. Since the final design of this
project will be used internationally, | will also research how to make the design universally accepted and user friendly.
For that, | will be appropriately guided by Annemiek van Boeijen.

FINAL COMMENTS

In case your project brief needs final comments, please add any information you think is relevant.
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-I will be given a place to work at the Trompenaars Hampden-Turner office in Amsterdam during the entire project and provided with the necessary tools to create prototypes.
-Three interns will be able to help me during the project with research, interviews, etc.
-I will be guided by Annemiek van Boeijen (a 'Culture in Design' expert) and Valentijn Visch (a 'Persuasive Game Design' expert).
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	Project Problem: The main problem is that people need help for interacting with other cultures.

Trompenaars Hampden-Turner Consulting's vast database of information about culture includes the needed knowledge to solve the problem. However, their current solution is provided in the form of a mobile application that users are not motivated to use. One probable explanation is that users do not think that the information is easily accessible, because they have to read large amounts of text and they would be more motivated by other types of interactions. So, the partial problem is to find out which interactions motivate users to learn about other cultures and/or what interactions can be used to teach the user about other cultures (in an entertaining manner).
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	Project Assignment Elaboration: At the end of the project, I will deliver a persuasive game design for a mobile application that learns users about different cultures by providing them tips on how to reconcile cultural dilemma's. The tips on cultural dilemma's will be described through the seven cultural dimensions from the Trompenaars model and the reconciliation approach, which are both explained in the book: "Riding the Waves of Culture".
To simplify the types of cultures, national stereotypes will be used. The design will only include one culture per country; a national culture. These national cultures have already been created by Trompenaars Hampden-Turner and are backed by their impressive database of 140 countries.
Trompenaars Hampden-Turner would like to implement all 140 countries into the game. To keep the project feasible however, my minimum viable game will concern three of these countries/cultures. I will choose countries that best represent the variety in cultural tips and are helpful to the user. So, the perspective from one of the countries will be taken; which will probably be The Netherlands, because of my accesibility to test and evaluate Dutch participants. The other countries will include one similar in culture and one extremely different culture. The cultures will also be selected on usefulness to the target grioup (i.e. business people would like to learn about cultures they do business with).
The design will have to be scalable so that Trompenaars Hampden-Turner can eventually include all 140 countries.

The final report will also include the evaluation of the final prototype and should be detailed enough for developers to create the application from. 
	Planning Gantt: 
	Planning Elaboration: I am currently also writing a paper for ID5526 'Submitting and presenting a Paper' (3EC), so I have noted the first two weeks of the project as parttime. My project planning phases are based on the "Double Diamond"-method from  "Eleven lessons. A study of the design process" by the British Design Council (2005), and "A cookbook method for Persuasive Game Design" by Siriaraya et al (2018).
For each "Double Diamond"-phase ("A cookbook method for PGD"-phase) I describe the activities --> the results below

Discover (Dish 1: Transfer Effect)
             Literature study, interview and observe potential target groups, expert sessions, end-user sessions --> content 
             knowledge, current market explored, target group, transfer effect.
Define (Dish 2: User's World)
             Focus group discussions, questionnaires, literature study --> user persona, user's motivations, gameworld                                        
             preferences, design goal, interaction vision.
Develop (Dish 3.1: Game Design)
              Generate ideas with and without end-users; create, test and evaluate prototypes --> main gameplay 
              loop/userflow, game element & mechanic, game metaphor, concept problem space.
Deliver (Dish 3.2: Game Design and Dish 4: Evaluation)
              UI/UX design; create, test and evaluate prototypes --> minimum viable game and evaluation.

Before the project started I had already completed a licensee programme about the seven dimensions given by Fons Trompenaars himself, read the book "Riding the Waves of Culture" on the subject, filled in questionnaires through which I have created a cultural and corporate profile and I have used the current 'Culture for Business' application.
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	Project Motivation: The main motivation for me is that this project gives me an opportunity to work with gamification. Over the past year, I have been working on gamification projects and serious games during extra-curricular activities and for my internship, and I would like to continue working on them in the future. I would like to explore it further in the sense of how to motivate users by using gamelike elements. I am striving to go beyond the go-to gamification elements, such as adding a leveling system or some sort of coin collection, as I seek more innovative solutions. I was therefore led to the Octalysis Framework as described in the book "Gamification Book: Actionable Gamification – Beyond PBLs" by Yu-kai Chou (2015), which describes the eight core drivers of motivation. I will be able to use this theory alongside others to understand the target group needs and wishes. I hope to develop a user persona of the target group into a gamer profile, which additionally describes the motivations and goals of the user within a game environment, and use that as a guide for developing the game concept. I will use the Bartle taxonomy of player types introduced in the paper "Hearts, clubs, diamonds, spades: Players who suit MUDs" by Richard Bartle (1996) as a guideline for this, which describes four charachters of players and which their motivations are.
I think this software driven project is a great environment to test this plan in, since it allows for a highly iterative process with much testing and end-user input. Besides, I have spent a lot of time programming outside of university, which I will use and already have used in past projects to build the prototypes and MVP(s). This project will give me the freedom and allows me to use the tools to explore gamification further under the right guidance of Valentijn Visch.

The other major part is the 'Culture for Business' aspect. During the bachelor and master I have had the pleasure of working with many different nationalities. I have seen many students work on projects in all kinds of ways (in planning, listening to mentors, communication between team members, sensitivity in design, etc.). Comprehending where people are coming from and their values can be hard and I would like to explore this area more. I am motivated further by the expectation that this will be important for me in the future, as I expect to work in many international teams. During the training by Fons Trompenaars, I learned how to reconcile cultural dilemmas between various nationalities using his model. I believe that the model can also be used for the design process itself. Since the final design of this project will be used internationally, I will also research how to make the design universally accepted and user friendly. For that, I will be appropriately guided by Annemiek van Boeijen.
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