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Personal Project Brief — IDE Master Graduation Project

Empathic lourney framework

A framework for sodinl designoen & trama agum
. Problem Definition

(AR —— What problem do you want to solve in the cantext described in the introduction, and within the avallable time frame of 100
working days ? (= Master Graduation Praject of 30 EC). What appartunities do you see to creote added value far the described
stokeholders ? Substantiote your choice.

4 phitied

. -_ = {max 200 words)
: Pl X * ¥y © . . |
E . . g o ‘ . ;. In Eindhoven, where the population is increasing, the municipality has observed different growing tensions among residents
E- e "::':r: 1:‘:::_'“:” _‘:‘;; ':r':‘: "":::":I:“ “:.'I'::'::' in certain areas (allecijfers.nl, 2024)(Gemeente Eindhoven, n.d.). These tensions among residents drives them apart from
chalargng mean s s fhar sitiprabdn el by each other, which causes polarisation. This project is focussed on the reduction of tensions between opposing groups
aifuatine gkl e L L

(Heeswijk Visser & van Erp, 2023).
In the first weeks of this project the two target groups and their tensions will be determined.

AlleCijfers.nl (2024). Statisticken Gemeente Eindhoven. Retrieved on the 27th of june 2024 from

3 I - o https://allecijfers.nl/gemeente/eindhoven
Gemeente Eindhoven. (2024). Eenzaamheid. Retrieved on the 27th of june 2024 from
https:/ fwaww eindhoven.nl/bestuur-en-beleid/gezondheidsbeleid /feindhovens-preventieakkoord/eenzaamheid
Fi B Sleeswijk Visser, F. and van Erp, 1. (2023): Empathy building through Virtual Reality filmmaking In soclal innovation:
A P e 1 iven Ll PRIEEE | i
(i -l L - T decreasing tensions between socially opposed citizens.
. AR el Strategic Design Research Journal 16(1), Jan-April 2023. DOI: 10.4013,/5dr].2023.161.02
u-:.-:; £ 3] ik 1k -r-ume:l:

Figure & The fromework for designing Empathic Journeys with VR in societal challenges

image / figure 1 Empathic Jlourney Framework [Spek et al., 2024) Assignment

This is the most impartant part of the praject brief because it will give o clear direction af what you ore heading for.
Formulate an assignment to yourself regording whot yvou expect to deliver as result ot the end of vour project. (1 sentence)

As you graduate as an industrial design engineer, your assignment will stort with o verb [Design/lnvestigate/Valldote/Create),

ond you may use the green text format:

HFHADDDDDEDE DR DE DD DEDE DD DD DD DD D D D Design and test a non-YR intervention based on the Empathic Journey Framework to decrease tension between opposing
TCTOODNDoOoODDDOODODODOOD DD OoODODDDD DD NP OF oy Eving ini Ein chioven.
= == —-— —
SR =] — —
D = el =]
— — T
— — Then explain your project approoch o carrying out your graduation project ond whot research and design methods you plan fo
= = use to generate your design selution {maox 150 words)
— —
= - In the first weeks | am going to conduct fieldwork in Eindhowen to determine the two opposed groups with tension. | will be
—t - - - = = researching existing non-VR interventions and analyse what worked and what not, also in comparison with the empathic

ﬂ r— ] — - = [l journey framework (Spek et al., 2024). To gain a better understanding of the target group | will set up a target group panel
e — = 1 for the interviews and validation in next steps. Generative research methods will be used in these sessions for rich insights
e —— | e -— - : )

i E——— p—— (Sanders & Stappers, 2012). Analysis on the wall method will be used for analysis of sessions results (Sanders & Stappers,
E __ -= = 2012). The design of the intervention will be done based on my research, the Empathic Journey Framework and the
% -_ = = literature research. | will use generative research and prototyping methods to come up with intervention ideas (Sanders &

J | I . - Stappers, 2012). To validate the design | will contain sessions with the target group session pangl (multiple times), By
ey = = — analysing the results of the design | will also validate the empathic journey framework and see If this can be improved for
E _- — = = ? non-VR interventions based on my research.
=== — = Sanders, EBN., & Stappers, PI. (2012). Convivial toolbox: Generative research for the front end of design. Bis. // Spek, D.,
F—— Sleeswijk Visser, F. & Smeenk, W. (2024). It really touches me: How to design Empathic lourneys with Virtual Reality in

ﬂ [ e ] — societal challenges. 10.21606,/drs.2024.340.
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Project planning and key moments

To make visible how you plan to spend your time, you must make o planning for the full project. You are advised to use a Gantt
chort farmat to show the different phases of vour project, deliverables you have in mind, meetings and in-between deadlines.
Keep in mind that all octivities should fit within the given run time of 100 working days. Your planning should include a kick-off
meeting, mid-term evaluation meeting, green lght meeting and groduation ceremony. Please indicate periods of part-time
activities and/or perlods of not spending time on your graduation project, if ony (for instonce because of holidays or parailel
course activities).

Moke sure to attach the full plan fo this project brief.
The four key mament dates must be filled in below

In exceptional cases [part of) the Graduation
FProject may need to be scheduled part-time.
Indicate here If such applies to your praject

Kick off meeting 4 September 2024

Part of project scheduled part-time

Mid-term evaluation 5 Mov 2024

For how many project weeks

Nurmber of project days per week
Green light meeting /7 Jan 2025

Comments:

Graduation ceremony 13 Feh 2025

Motivation and personal ambitions

Explain why you wish to start this project, what competencies you want fo prove or develop fe.q. competencles acquired in your
MSe programme, electives, extro-curricular activities or other).

Optionally, describe whether you have some personal learning ambitions which yvou explicitly want to address in this project, on
top of the learning objectives of the Graduation Project itself. You might think of e.q. acguiring in depth knowledge on a specific
subject, broadening your competencies oF experimenting with a specific tool or methodology. Personal learning ambitions are
limited to o maximum number of five.

(200 wards max)

During the master course Exploring Interaction, | first learned to apply generative research methods to design and validate
ideas. Working closely with the target group enriched my creative process and motivated me to use these technigues in
future projects. | appreciate how their feelings, thoughts, and emotions are genuinely considered. During my internship, |
further developed my skills with generative tools and analysis an the wall, which gives me positive energy throughout the
design process.

The combination of working with the target group and focusing on empathy in this graduation project excites me to start. |
aim to improve myself as a sodal designer by applying these methods and learning more about the empathy-building
process to integrate it consciously into my designs. My personal goal s to make a positive impact on the target group
through this project.

Additionally, | am eager to understand to role of a designer within a municipality. | have done an internship at a design
company and now | want to experience another type of design environment during my graduation project to see if this type
of job would be another opportunity to work after graduation.

Appendix 2

- Background

information about the Bubble

Games project

This graduation project is a side track
of the Bubble Games project. The first
edition is carried out by the Bubble Games
consortium, consisting of Gemeente
Eindhoven, Fabrique, LB MGMT, TU Delft,
VR Gorilla, Fonkeling en Fontys. The test
to prove the impact has been done in the
Effenaar in Eindhoven.

The research questions of this project
were: how can we design with the eye on
empathy? and how can VR-technology
play a role in this? The goal was to let
two opposing groups step into the world
of the other to reduce tensions between
those groups. It is explored if VR (virtual
reality) can play a role against polarisation
(Fabrique, n.d.).
Theprojecttookplaceintheneighbourhood
Meerhoven where the youth and residents
experienced tensions. At that moment
there was no conflict yet, but high tensions
between the opposing groups could lead
to bigger problems (Fabrique, n.d.).

The outcome of the project was a journey
intervention with the VR film named ‘alsof
ik je al ken.." (translated: as if | already
know you...). The result of the intervention
exceeded the expectations. Within the
8 minutes (duration of the VR-film) the
participants stepped into the world of the

Bubble Games projecten proces deliverables

samen de wijkverbeteren

presentatie
&

stap inelkaars wereld

introductie context
VR bewoners
VR jongeren

conclusie

research
resultaten

stap1 : stap 2 ! stap 3

Figure X The process of the Bubble Games project and test in Effenaar with the VR film

other and understanding of the others
situation has been formed. After the
film the youth and residents together
developed ideas to tackle the problems
in their neighbourhood. These ideas have
been presented to the municipality of
Eindhoven (Fabrique, n.d.).

Because of the promising results, the
Bubble Games project is now further
exploring how VR interventions can be
used as a tool to reduce polarisation.
However, meanwhile they are interested
to see if a non-VR tool can be designed to
reach the same aim. As a side track of this
the municipality of Eindhoven has offered
a graduation internship to explore the non-
VR side of the project. One of the research
questions for this graduation project
therefore is if it is possible to design a non-
VR tool to reduce polarisation.

The municipality has a lot of knowledge
about the area, neighbourhood,

residents and professionals working
in the neighbourhood. The role of the
municipality in this project is to help me
get in contact with the right people to give
the project a kick start. If the outcome of
this project is positive for the residents, the
municipality can benefit from this.




Appendix 3

- Background

information about the Empathy

Framework

A3.1 Why design for empathy?

In this graduation project empathy is
taken as a possible mean to decrease
the tensions between the opposing
groups. According to Devecchi & Guerrini
(2017) designers nowadays should make
the shift from design WITH empathy to
design FOR empathic experiences: “The
empathic experience, in our view, is per
se an end to pursue, rather than a means
designers can use to gain insights about
end-users” (Devecchi & Guerrini, 2017).

There are a lot of definitions of the word
empathy, which can be seen as an
evidence of the importance of it (Devecchi
& Guerrini, 2017). This, however, also leads
to different interpretations of empathy.
In this project empathy is about imaging
the world from another’'s point of view,
or understanding someone’s situation
through perspective thinking (Sleeswijk
Visser & van Erp, 2023)(Kourpie & Visser,
20009).

Based on literature review, Kourpie and
Visser (2009) defined a framework for
empathy in design for designers. The
framework, see figure X, shows empathy
can be enhanced by a stepwise process. It
also includes with cognitive and affective
efforts. It consists out four phases,
discovery, immersion, connection and
detachment.

In this framework, by stepping in and
outs someone world, empathy can be
enhanced and the designer understand
the others perspective. However, this
framework is designed for designers. To
design for empathic experiences, the
users should be able too to complete this
journey. The above described framework is
used in the Empathic Journey Framework
of Spek et al.,, (2024), but designed for
users to step in and out the opposing
groups world. This framework will be used
this graduation project to let the opposing
groups step into each others world.

The framework will be explained more
detailed on the next page.

In the discovery phase the user’s world is
entered, curiosity is raised when making
the first contact which results in the
willingness to explore and discover. In the
immersion phase the designer steps into
the user'scontext andistaking the point of
reference of the other. It is important that
the designeristaking an open perspective
to absorb without any judgements. In the
connection phase the designer relates
to the person by reflecting on its own
memories. Recalling their own memories
creates the connection between the
empathiser and the other.

Discovery
Entering the user’s world
Achieve willingness

e

..// / QCO
% B U

Connection

Resonating with the user
Achieve emotional
resonance and find meaning

e

Inthelastphase,detachment,thedesigner
steps out of the others world and can use
the experience to better understand the
other thanks to reflection. To make the
process of empathy work, three points
are important to take into account.
Motivation is crucial to empathise with
the other, being aware the process both
includes affective resonance and cognitive
reasoning, flexibility has a positive effect
on the outcome and taking enough time
for this process is important (Kourpie &
Visser, 2009).

Immersion
Wandering around in the user’s world
Taking user’s point of reference

K 000

Detachment
Leaving the user’s world
Design with user perspective

Figure X Empathy framework of Kourpie and Sleeswijk Visser (2009)



A3.2 How to evaluate empathy?

Important during this research project is
the measurement of the empathy level
of the participants about the opposing
group. In literature there is a lot known
about measuring empathy by people,
but those are mostly focused on find
out if someone has either Aspergers or
autistic ticks rather than measuring it in
generative research.

However, during the previous Bubble
Games project, Sleeswijk Visser and van
Erp (2023) measured the empathy level of
the participants throughout the process
ondifferent key moments. Mixed methods
approaches are used to document their
empathic levels such as interviews,
observation and self-measurement.
During the process the researchers kept
fieldnotes to measure their empathy.

INLEVING

The participants were interviewed briefly
before the intervention and immediately
afterwards they were asked for reflections.
In the end the participants were asked to
draw and describe their ‘line of empathy’,
see figure X. Two weeks after the co-
creation session the participants were
interviewed about their experiences and
whether they have discussed them with
their community (Sleeswijk Visser & van
Erp, 2023).

Based on the research of Bryman, 2016,

the Bubble Games project reviewed the

empathy level based on four indicators;

1. Their motivation led to activation

2. Triggering curiosity by reflecting on
own beliefs,

3. Perspective changes

4. Shooting terms

L E

. b e
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; » Ly o
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s A o o

a2
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-

Figure X Measuring empathy during the bubble games project with the participants’

line of empathy (TU Delft, 2022)

Another research of Smeenk et al. (2024
paper referentie) did research to an
empathy compass as measurement for
empathic level by evaluating two case
studies. During the first case study of
this paper they used semi-structured
interviews to measure the empathy
students have towards the topic. They
used it at the start of the project, the
baseline measurement, and at the end
of the project, the final measurement.
The questions in both interviews were
asked around the four aspects of the
Empathic Formation Compass, personal
experience, sensitivity, emotional interest
and self-awareness. The transcribed
interview made it possible to place quotes
on the Empathic Formation Compass.
Their research state that mapping quotes
from the baseline and final interviews can
effectively illustrate empathic formation.
(Smeenk et al., 2024).

R

Self-documentation Sharing exper

Observation First person perspective

4R

The research of Smeenk et al. (2024)
received feedback from the participants
that sharing experiences, having dialogs
with each other and stakeholders are
impactful interactions contributing to
more empathy. Important here was a safe
and trustworthy environment. The first-
and second-person perspective helped
them best for gaining empathy. Third-
person perspectives such as desk research
and literature studies were less engaging
(Smeenk et al., 2024).

Both research projects of Smeenk et al.
(2024) and Sleeswijk Visser and van Erp
(2023) used interview techniques as a
tool to measure empathy. To integrate
interview question pre-, during and
post intervention the different stages
of empathy can be identified. For this
project | would like to integrate self-
documentation as well, as it fits into both
the use of generative research methods
and the reflection session with the
participants in the end of the project.

iences

Diaglogs with each othelﬁ Q

You

@ 0% Dialogs with stakeholders
\R’ L [V

q) Second person perspective

Safe and trusthworthy environment

Line of empathy drawiny

ilnterview as a tool to measure empathy

Questions pre, during ans post interviewﬁ
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Appendix 4

- Background

information about the Empathic
Journey Framework

The Empathic Journey Framework is
a framework for designing Empathic
Journeys with Virtual Reality (VR) in
societal challenges (Spek et al., 2024). The
phases in the framework are a guide for
the designers to make the participant,
from now on empathisers, able to follow
a empathic journey. This framework is
based on the empathy in design theories
of Kourpie & Sleeswijk Visser (2009) and
Smeenk et al. (2019) and three different
design cases featuring empathy-building
VR interventions (Spek et al., 2024).

The three cases varied a lot, from better
quality of life and work practices for
(in)formal caregivers and people with
dementia to decrease tensions between
youth and residents of a neighbourhood
toimproving the self-confidence and skills
of insecure detectives. The interventions
made varied from a VR simulation, VR
film and VR training with interactive or
3D elements (Sleeswijk Visser & van Erp,
2023)(Spek et al., 2024).

The framework consist of 4 phases where
the 7 elements are adapted, see figure X.

Empathic Journey framework

A framework for social designers & teams

v
&
_::0 Development System change
o
<
‘ - I
£ \ K 4
v v @
£ A B c D E F G
= Acknowledge Guide in Prepare for Evoke an Facilitate Generate and Internalize and
~ the opening (technological) emotional personal support sustain new
challenging up means spark reflection actionable  behaviour by
situation insights repetition
sensitive personal | . citive persanal personal | oo citve
(s) experience (s) experience experience (s)
¢ (PE) (PE) (PE)
emotional self-aware self-aware | emotional
(5A) (5A)

interest (El)

interest (EI)

Figure X The Empathic Journey Framework, a framework for designing Empathic
Journeys with VR in societal challenges (Spek et al., 2024)

In the first phase, onboarding, it is
important to guide the empathiser in
developing curiosity, emotional interest
andsensitivitywithothers. Theonboarding
starts by acknowledging their difficult
situation, guide them in opening up and
prepare them for (technological) means.

The second phase is immersion, here an
emotional spark is evoked through the
intervention. This causes the empathisers
being fully immersed, thanks to the
intervention of technology and design.
By attending their own experiences and
feelings during the intervention, the
empathisers allow connection with the
others perspective. In this phase they do
not judge or interpret, but experience and
connect.

The third phase is offboarding, here the
connection between the affective

Empathic Journey
Framework

<

Field Design

research direction
Discover ( Define
! A Y4
Interviews with

proffesionals

F

Desk Data
research | analysis

Interaction
vision
Interviews
with Design
esidents goal

Empathic Journey

experiences of the other and self are
reflected with them and another person.
This causes connection and detachment
from the others perspective, making them
self-aware. It is important to facilitate the
reflection in such a way the empathiser
can let go their first emotions to go back
to daily life with new insights.

The last phase is activation, here the
experiences of the first three phases
generate new insights which can
formulate new possible behaviour. To
stimulate the new behaviour into long-
term behaviour, reflection and repeated
affective experiences can lead to this
(Spek et al.,, 2024).

This framework will be used during this
graduation project. It will be used as the
base to create a non-VR intervention and
thereby tested if this framework can be
adapted to non-VR design cases too.

Empathic Journey
Framework

/

Deliver

d:va:::‘ng Concept
students direction

Ideas during Prototyping

interviews

Develop (4

Ideating
with

articipants

First

Testing
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ideas
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Framework
Figure X Empathic Journey Framework in the design process



Appendix 5 - Insights about the
interviewswith professionalsabout
possible tension areas
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Figure X Different area’s of fieldwork and its insights

Appendix 6 - Statistics of Woensel
West
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Appendix 7
information
research

The goal of generative research is to find
out what people’s values and needs are in
the future and how these can be served
through design (Sanders & Stappers,
2012). Generative research methods are
research methods to support participants
to map their everyday context, perceptions
and needs around a certain topic.
Those methods are often used next to
interviews and observations, to enrich the
research results. In gerentaive research
a combination of methods to discover
what people Say, Do and Make are used to
acces different levels of knowledge of the
participants. The strength of generative
research methodsisthatit helpstodiscover
the unconscious needs of the participants.
Designers learn from their participants
about the research topic and they gain

rich insights about the users unconscious
WHAT PEOPLE:

SURFACE

SAY
THINK

bo
UskE

KNOW
FEEL
DREAM

DEEP

about

- Background
generative

needs. It thereby helps designers to meet
the real needs of users (Sleeswijk Visser et
al., 2005).

Therefore it is important the participants

can tell their story, since they are the

experts of their experiences. To make these

future needs and values tangible for both

participants and designers, the use of the

path of expression is highly recommended

in generative research, see figure X.

The path of expression has four steps

(Sanders & Stappers, 2012):

1. Immersioninto current experiences

2. Activating feelings and memories
about the past

3. Dreaming about the possible futures

4. Generating and expressing new ideas
relating to the future experiences.

METHODS KNOWLEDGE
INTERVIEWS
EXPLICIT
OBSERVATION OBSERVATIVE
GENERATIVE
SESSIONS e
LATENT

Figure X Methods that study what people Say, Do, and Make (Sanders & Stappers, 2012)

FUTURE

NOwW

FUTURE

NOwW

PAST PAST

Figure X Path of expression (Sanders & Stappers, 2012)

Guiding participants through this journey
makes the participants able to visualise
theirfuturevaluesand needs.Itisimportant
to plantheir journey so that they only reach
the focus at the end of the journey and not
be aware of it before.

Prior to the session, sensitising takes
place. Sensitising helps the participant
to get a feeling for the topic and goals of
the study. It makes them familiar with the
topic by collecting personal experiences
to come well prepared to the session.

Participant
recruitment

——r
MET WE MAG KN
WERKE MIEKIREN
Fig. 4. Contextmapping J».L.«g‘ with the sen
(moter i oneof e parti
write their name on, tha: rl ,_l i *personal diary”
r., . The nm created 1o iny e partcipants on onlme platfoms . perposcly wsang a positive
............
i Shwein
Positive o What are P
the : Sensitising personal
tone of we looking ;
A research booklet diary
voice : for?
question
Analysis

Fig. 11. The designer diving deeper and decper into
combining data from the context cxploration.

the data, by clustering. comparing and

Data Ideation

Analysis
i clustering session

Concept
idea test

Analysis

Fig. 17. A family ||h omop idea of the lightbalh. Ih hael 80 write questions on small
canda sbeet i they Senied to ek eachother The questions could only be answered when all
lights were ta nu.uun

¢ fam Inlhnht:unl ‘membsr roccived a mwnlhmm video

Session Analysis

These sensitising topics are often called
homework (Sanders & Stappers, 2012).

An example of a graduation project using
generative research methods is explained
in the paper of van Nifterink et al. (2021).
They explored the possibilities of remote
context mapping and prototyping in
COVID period. The design process of this
project is inspiring for this thesis. In the
graduation project the following steps
taken in the design process, see figure X.

Sensitizing Session

Fig. 5.0 nnm. also participated during the  Fig. 6. The designer also shared her answers

g booklets and o selfic stick o r\unJL
sing the first a: gnm inthe i her personal booklet
qu-th\

1o getin 5 Also retrospective
Online 10 show them the

W intervriews e el
the subject into the outcome:

Low-fi
prototype Analysis
test

Fig. 15, A low-fideliny | | n. 16. A girl using & low-{ kl prototype, by
postes i sewiei w ing her wwn questsons 1o her (amaly members

Together Analyse
with the the results
participants here

Figure X Design process of graduation
project Nifterink et al. (2021)



Hoi, dit ben ik!

Appendix 8 - Sensitising booklet
used during the generative
interviews

Teken hier jezelf of plak een foto op

TK DENE oveeeeseannessesssnmssenssnasemsssssssassssssesssess

Een kijkje in mijn ervaringen
in mijn buurt

Teken of plak een foto op van jou en de mensen
met wie je samen woont

Wij zijn:

N

Dit boekje is van:

Dag 3

Mijn buren

Met welke buren heb jij contact? Plaats jou buren in de cirkel. De stip in
het midden zijn de buren die dicht bij je staan, hoe verder naar buiten, hoe
verder de buren van je af staan. Je mag zelf kiezen welke en hoeveel buren
je op de cirkels plaatst.

& Fho

@S ra

S

Met wie heb je het beste contact en waarom?

(
ANy yami
Voorbeeld \_/7

Dag 2

Mijn woning

Waar ligt jouw woning in de buurt? Markeer jou woning op de
(zelfgetekende of geprintte) plattegrond.

V4

Omschrijf in 3 woorden hoe het voor jou voelt om hier in te wonen.

Omschrijf hoe jij deze wijk ervaart. Dit kunnen losse woorden of een zin
zijn.

Dag 4

Contact met mijn buren

Hoe hebben jij en je buren contact? Knip de plaatjes op deze pagina uit en
plak ze op de burencirkel van dag X. Welke vorm van contact past bij welke
buur? En welke buren hebben ook met elkaar contact? Trek lijntjes tussen
deze buren.

9,
O

(™

AN Z

0 20
020

%
020

CRCECRGRS
1P QO

Z
Y

=0

Zijn er buren die je nog niet kent of hebt gesproken? OTA @ﬁ)
2

Bob @i/
&y

NS @

Voorbeeld \_/7 Any~—y s




Appendix 9-Recruiting participants

Mijn ervaringen

Wat is jouw favoriete plekje in de buurt? Is dit in jouw woning, tuin, buiten,
de buurtschuur, etc.? Teken of maak een foto van jou favoriete plekje in het Een kij kje in mijn erva ringen

foto vakie. in mijn buurt )
Mijn favoriete plekje van de buurt is: b Z Bed a n kt VOO r h et fij n e g es p re k n et!

Tijdens mijn afstudeerproject wil ik een manier ontwikkelen
om wijkbewoners zo fijn mogelijk samen te laten wonen
door in elkaars werelden te ‘stappen’. Het doel van dit

— . . onderzoek is om de ervaringen, behoeftes en ideeén van
5— Dankjewel voor het invullen Z .
T vandit boekje. Vergeet dit enkele buurtbewoners in kaart te brengen. Want u bent de
va\Gl boekje niet mee te nemen expert!
Dit is mijn favoriete plekje omdat naar het interview. Tot dan!
ﬂ
Waar kom je liever niet in jou buurt? Teken of maak een foto van de plek Be n ie UWd ? t -
=

waar je liever niet komt en plaats deze hieronder.
Hier kom ik liever niet: %

\

Lijkt het jou leuk om mee te doen of heb je vragen
over dit onderzoek? Stuur dan gerust een email naar

Bessswreree@usnirsssm <N hopelijk tot snel!

Hoi, mijn naam is Sarissa Bakker en ik ben bezig met mijn afstudeerproject aan de
TU Delft, waarbij ik ook samenwerk met de gemeente Eindhoven. Tijdens dit
ontwerpproject wil ik een manier ontwikkelen om buurtbewoners zo fijn mogelijk
samen te laten wonen in hun buurt door in elkaars werelden te kunnen 'stappen’.
Het doel van dit onderzoek is om de ervaringen, behoeftes en ideeén van enkele
buurtbewoners in kaart te brengen, want jullie zijn de experts over de buurt!

Lijkt het jou leuk om mee te doen aan een interview of heb je vragen over dit
onderzoek? Dan kun je mij een mailtje te sturen naar T

i £ L1 ol ft.n| Hopelijk tot snel! 09:

Lo
LA
(=]
N



Appendix 10 - Analysis of the found
themes

Ik denk dat er andere
buurten zijn die dit

Ik zie graag meer "
9 .g . project beter kunnen
speelvoomenlngen o
1 . gebruiken
voor kinderen in de
buurt
Ik woon Het zijn Er wordt Mensen
De buurt is hier heel fijne huizen goed op staan altijd o
Kindvriendelijk ii‘r:e:naeae: ominte elkaar open voor Overige irritaties
ijn, wonen gelet elkaar
|
Je hebt d i
MEEeE [Jenebtde Ik zie graag meer H { T ]
is fijn i «———— stadena: voorzieningen in de i
Het was nieuw en we © an |r:tde e i fvorete ek Ik vindt het fijn dat b 9 hool M e d Ik heb het idee dat De rol van studenten M‘?”SE" houden zich Oud woeqsel west
) fovo fer veel s 8 3
kenden elkaar nog uu hetgroen inersen i hier veel i, Sppieiisd el ensen letten goe eb het idee da ldelbutticler(nas) niet aan de regels mengt niet met
niet, dat zorgde voor el = supermarkt, discotheek op elkaar en geven mensen erg open et jammer dat niet dat zorgt voor woonontwikkeling
Een wisselend 0 elkaar steun zijn erde oplossing spanningen vredeoord
gevoel over Je spullen U2 e een hek tussen Hoe de huizen zijn
R worden S usiomensy ingericht heeft invioed
overlast van gestolen op de openheid om
kinderen ot i elkaar te leren kennen
i
- q I jd makkeljk
Mijn droom is om bContact met de | !\A:ar ik heb niet med b ges:::;?ﬂ‘ d";ﬂb:ree“:‘
ij - —— uren, maar vooral —————— iedereen even goe il i— il
S Ik maa'll< mij zorgen mensen in de buurt te K g door verschillende Na werk bgn ik moe
ijn spanninger om mijn buren en Medisch e dicht bij contact mstandigheden en heb ik geen
E— kil weet niet wat ik hier Goene | cenun gy oeloper Kemmisn EeR a1 =y energie om met
De spanningen in de Kinderen zorgen voor De buurt wil praten over de mee moet gezondheid mee kan praten mensen te praten
buurt zorgen ook voor overlast in de buurt, het is gezinnen zonder d ]
- getscaleerd engeefteen ——»  gezinnen. Er "
spanningen tussen negatieve denken over de negatieve verl l Iz :0 pr(;J:ct
het bestuur buurt ver Denk 0ok aan de Wereoben urenfiinuis|
Ik zie graag dat we bewoners zelf, veel zijn Ik zie graag meer groen samente iet meer
goed samenwerken nog bezig met overleven in de buurt, of de bt datis i
met elkaar verbinding met groen
makkelijker worden . /
De onrust in de buurt @ a over hier komen wonen/met
" Ik voel mij niet meer I—J l Van meer en deel
zorgt ervoor dat ik ocimi) N elkaar om gaan | _— provab g
. ~ veilig in mijn buurt C naar de rest van de
G Gl B e Lein | Hetis cen buurt, willen we dat?
bouwen we l et de burf n gaat v_ooral
%\ aan een P mondeling of via de
nieuwe wijk B — . worden app
e verschillende manieren e
a f = Weten wie je buren
Ik zou graag geen van inloten en informeren We zitten niet op 1lijn AphEREn e T
Zorgt voor v i over hoe we met i activiteiten, maar ik weet
overlast meer idgeén orwonen 'I‘I:""" 1 gesprekje te kunnen L e e e
ervaren elkaar om moeten WSEIED zijn vask op dezelfde dag
Vredeoord gaan wanneer ik niet kan
I Activiteiten om glkaar te
l l l l l l maar wel
passend bij de dulturen
. Door dd activiteiten R v e De bewoners van de
Inplaatsing Wonin o 5 X el ¥
pi;:ct CPO omdat het met 9 Loting via Het houten Binnen via kom ik ir| contact met ac‘i\m:;zi"k:':;::; 4o — koop en huurhuizen
i project ge::;:p:‘w:m g wooneasy huisje sollicitatie mijn buren buren mengen niet echt mengen minder
e ool s o
Niet iedereen denk N verschillende ~  dinopenvoor  ——— [P
hetzelfde over \panieren binnen iedereen
contact met buren
i De ruzies die met de wijkagent ;
Zorg dat de we hetzelfde We hebben niet i it . Ik wil graag dat
zijn opgelost kwamen uit in DeceersEllig v ) - i
denken over met elkaar dezelfde normenen ekaarnegeren. Nu probeer ik er oot boctuur s piot iedereen die iets wil
wonen en omgaan in de waarden en zijn o:;':ﬂ’:::’ﬂ;’::t're“iljengoze;‘;el representatief voor de doen voor de buurt
buurt daardoor gebotst irriteerd buurt weet dat dit kan en mag

De vorm van bestuur
of commissie werkt
voor mij niet om actief
te zijn in de buurt

De verschillende Mijn droom is om de

Bo ‘;"‘;" B culturen in de buurt ~_ verschillende culturen
multicultureel mengen niet met te laten mengen in de
elkaar wijk i
Ga met elkaar in

gesprek want we

kunnen leren van
elkaar

Taal is een barriere
om contact te maken

dezelfde mensen
die actief zijn in de wijk,

U AL Gll [ (P17 Ik heb niet altijd de

Verschillende type
zijn zorgt ervoor dat ik

groepen die er wonen
zijn bezig met andere
dingen in het leven

maar je wilt graag een

De kracht van
grotere groep bereiken

verschillende cultueren

energie om met

Mensen zitten niet
buren te praten

op 1lijn over hoe je

eerder een gesprekje
kan maken

in een wijk wordt nog
niet optinmaal benut

De verschillende
type groepen

met elkaar samen in
een buurt woont

mengen minder dan
gehoopt

Figure X Diagram of analysis of the results inclusing the found themes



Appendix11-Designgoal evolutions

The difficulty with formulating the design goal was finding the right words for what the
goal is. Since almost all interviews were in Dutch the design goal was first formulated in
Dutch. However, this lead to wrong translations in the design goal. For instance with the
words ‘mutual understanding’ a different meaning is given to it in English than in Dutch. It
was meant as the presentation of the different opinions are shared in a same way so that
they are equally expressed and not that the first story has more wrong or right than the
second story. But later | found out that mutual understanding in English does not mean
‘gelijkwaardig begrip’ in Dutch, so this caused confusion.

Another difficulty with the design goal is that these different ideas about living in
the neighbourhood are not worse or better than the others. Someone can live in the
neighbourhood for community and want to have good relationships with their neighbours,
but someone else can live in the neighbourhood for comfort and does not have te need to
speak to neighbors, where another lives in the neighbourhood for safety and the opportunity
to be financially stable because of the rent prices in the neighbourhood. These motivations
vary on a broad range, but all these ideals of living in Woonontwikkeling Vredeoord are okay.
Therefore having in the design goal to interact with each other is not correct for those who
do not need contact with their neighbours.

Therefore the design goal had several iterations, these are shown below.

‘e o=

| want to create mutual understanding of the different needs

and expectations of residents of woonontwikkeling Vredeoord
to lower the treshhold to interact with each other.

“Design and test a non-VR intervention based on the
Empathic Journey Framework to decrease tension
between opposing groups of people living in
Woonontwikkeling Vredeoord in Woensel West.”

4

3 | want to create awareness of their own and others needs of

% /- living together in a neighbourhood of residents of

woonontwikkeling Vredeoord to foster mutual understanding
| want to create awareness of their own and others needs of

of each others needs.
living together in a neighbourhood of residents of | want to create awareness of both their own and others needs
woonontwikkeling Vredeoord to acknowledge each others for living together in a neighbourhood, encouraging residents.

needs. of woonontwikkeling Vredeoord to acknowledge and
appreciate each others needs.
| want to create awareness of both their own and others needs
for living together in a neighbourhood, encouraging residents

of woonontwikkeling Vredeoord to acknowledge each others
needs.

| want residents of woonontwikkeling Vredeoord

open up to the variety of flavours of living
( together in Woonontwikkeling|Vredeoord.

Appendix 12 - Brainstorm session
with fellow students
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Appendix 13 - Scenario sketches
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Appendix 14 - Analysis with non
students about the three scenario
ideas for the brainstorm session
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De 13
fundamental
needs
gebruiken als
basis

zonder
voorbeeld
een vaag

begrip

Boehoeften

met plaatje Kan een
en tekst, aanleidin matchen op matchen op
werkdegoed 20 *¢9 dezelfde cen andere
tijdens de ! rok behoefte? behoefte?
sessie SSRIE
ze Kunnen Er zaten toen ze het ergens waren
ergens behoeftes @R herinneringen
9 tussen die ze eendbehceﬂe‘was aan het ophalen,
hangen om . ESasl e e
T o niet herkenden snapten atwerit
over te pratel herkenden ze het wel meer verbindent

uitleggen

welke het
minst

belangrijk is

Delen van deze
sessie kunnen
gebruikt worden
in het prototype

en die matchen

met iemand die
hem juist als
belangrijkste
had gekozen

Jullie belangen van
wonen in een buurt

er zitten goede

stukjes in om te
gebruiken bij
het prototype
als verhaal

Naar wat willen jullie de
drempel zien verlagen?

Wanneer is de opdracht
voor jullie geslaagd?

Het hebben
van een fijne
woonomgeving

mensen mee
kunnen doen

aan een deel
wordt ook

niet gevraagd
wat ze willen

vredig en
actief

vredeoord
hebben

schoon

democratisch

buiten de
bubbel leren
kennen

zij zouden
waarschijnlijk
wel gewoon
antwoord
geven

iedereen
mee doet

groen

mensen
kunnen mee
doen

dingen te
organiseren

als mensen
meer begrip
hebben voor
elkaars
leefwereld

De opdracht

de onderdelen
die ze noemden
sloegen terug op

cohesie de eerder
gekozen
behoeftes
elkaar helpen
stem laten inspraak
horen hebben

dat mensen
weten wat er in
de buurt is zodat
ze mee kunnen
doen als ze willen

Delen van deze
sessie kunnen
gebruikt worden
in het prototype

Appendix 16 - List of requirements

Feeling

Realising

|

Sustainability

Everybody
should be
able to join
the
intervention

It should feel
mysterious

It should make
them listen to
neighours

staries

It should be
realisable
within a
month

It would be
preferable to
take in account
the possibility to
scale up

no
thresholds to
enter

It should
encourage
curiousity to

enter the

installation

There should

be restrictions
done to be

vandalism proof

It would be
preferable to
design it to be
self explaining

open to everyonea,
the ones whao like
to speak out, but
also the ones wha
normally dont
speak out loud

It should feel
intimiate

It should stimulate
par

think about what
need is
to them

It should take in
account the
requirements of
placing object in

It should feel

It should feel open to
personal express
yourself

nulate

public space
rekening
geen houden met
vandalisme openbare
ruimte

It should create
an environment
where they
listen to others
perspectives



Aesthetic,
appearance
and finish

Materials

Product of
lifespan

The concept is

made made from

sustainable

sources if possible

The If possible
appearance vintage
should be items are
relatable to used
The gotes
The q
are
appearance .
P laserprinted
should
on wood
Societal and
palitical A CLUE
L liabili
implications =iy
The concept The concept
encourages
understanding of Is an
other neighbours innovative
needs installation
The concept The concept
encourages can be used as
respect of inspiration for
each others other social
needs design projects

The concept
encourage
opening up to
other
neighbours

The concept
stimulates to
think about
their own
needs

The concept
stimulates
about their

position in the
neighbourhood

The concept
will last at
least half a

year

Parts of the
concept
ould be

Ergonomics

The concept
should be
able to stand
in fora 2m
person

instuctions
should be
able to hear
clearly

Testing

Safety

The concept
should be
safe to use

The concept
should be
safe to talk

about

The concept
should not
harm
mentally

The use of
the product
leaves no
permanent
injury

The concept
is tested in
context

There are no
sharp edges,
all corners
are rounded

Life in service

Maintenance

The concept
should fit the
neighbourhood

The concept
should be
used for at

least a month

The concept
should be
movable

between Delft

and Eindhoven

The concept
should be able
to build up
from different
parts

Parts of the
concepts are
easy to replace
if they are
broken

The concept must
be easy to clean,
no heavy cleaning
agents are
needed to clean.

Transport

ns table
within a car

Environment

The concept
is executable
for one
person

on itself

The con
should

and english

The concept
should be
able to use

outside

The concept
should be big
enhough for
2m person to
stand in

The concept
can be used
within a space
of 3 meters

The concept
is designed
for adults

The concept
should be
weather proof

it must be able
to withstand
rain, wind,
snow and hail

The concept
should be
safe to let

alone

Quantity

Production
facilities

The concept is
designed for a
specific
neighbourhood

The concept is
not designed
for mass
production

The concept
should be
able to make
by 1 person

The concept
should be able
to make within

a month




] ] What happens on the phone?
Appendlx 17 - BralnStorm abOUt When you want to express yourself

different elements of Babbeloord ~
N @x\ O

How to keep the stories alive?

Audio uitleg door de
telefoon hoe het werkt Uitleg door het hele hokje,
iets aanraken om uitleg
2 0 Vraag erboven waardoor te beginnen
G je de tefefoon pakt
~ \! 6
o
N \\ O ) ‘/) j)(1
O O e
C L

Verhalen worden Hokje wisselt van QR codes voor de deuren @

verzameld in de plek in de buurt van wie het verhaal is Visuele uitleg in het hokje P
perkjes op de stoep
Vraag door de telefoon
waar je antwoord op kan geven @>
U
) 1
N \

>

.

1

\
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\ @ T
Op verschillende ¢ |
plekken in de wijk
zjin de verhalen
terug te vinden

Er wordt een podcast

van gemaakt
Bericht dat je een voicemail Keuzemenu of je wilt luisteren  Zelf aangeven hoe lang

in kan spreken of inspreken. Wanneer zelf je verhaal bewaard blijft
praten wordt er eerst voor je

/\ 0 / T geklapt
/7 / DDD ANSIE N 5%
~/L ; o ¢ o

(o

DG Q/&
3

Er wordt een gesprek Er kunnen 13 verhalen
Er wordt een boek Er wordt een spel gemaakt Een wandeling langs aangegaan over behoeftes opgeslagen worden,
gemaakt van alle verhalen =~ met de input van de verhalen verschillende verhalen door de telefoon daarna vervangt de

nieuwste het oudste



What happens on the phone?

When you want to listen

%@ o
6 ¢ ¢
( ~o

Fluister stem zodat
je beter gaat luisteren,
dan verhaal van een buur

117

Eindigen met een vraag

Knop in drukken welk
verhaal je wilt horen

Leaving

7

1

-—

—

Eindigen met een vraag
boven de deur

Eindigen met een vraag
voor het gordijn

Eindigen met een vraag
boven de deur en een
spiegel, wat doet dit met jou?

B/\__) // C\O\( (./\J‘(\\//

N\ /

N

’// C\ 0\( C\o\f "\

Lampen dimmen zachtjes Er wordt geklapt als je weggaat Er gebeurt niks bijzonders

De uitstraling

/ \
De 13 behoeften /[
worden afgebeeld | - J\ Dansende mensen
op de buitenkant ;o f{} met discobol binnen
b en je hoort muziek

\/
~.]

Klein gaatje door i_-
gordijnen waar
je naar binnen
kan kijken
/ ) \

— Lekkere geur uit
Deur staat voor je open met VIP het hokje

N
\\' /

g
- Lello

Verschillende kleuren
licht komt uit het hokje

e

S

Je kan alleen door
een sleutelgat gluren Binnen hoor je geluiden
dus je wordt uitgenodigd

om af te luisteren

\

Spiegelwand omdat het
om jouw behoeften gaat,

In de vorm van een cadeau
wat je open wil maken

Eris een bos en hangt
mist om heen maar je
ziet in het midden iets staan maar deel ook over buurt



Binnenkomst

~
S/

o) 4 o
o P

In het donker binnen
komen, lichtknopje
indrukken om te zien
wat er is.

Bij binnnkomst zjin de

13 behoeften aan het
zingen, als jij binnenstapt
moet jij hun liedje afmaken

Er hangt rook binnen
zodat je eerst niet ziet
wat er binnen gebeurt

‘o

/ /

Een vraag over wat zijn
jouw behoeften wordt
belicht, door de knop in te
drukken wordt alles belicht
—_—  —

/ s

Een spiegel met daarboven
een vraag over wat jouw
behoeften zijn

Je moet een gordijn door
voordat je ziet wat er
binnn in het hokje is

2 bubbels, 1 over je eigen
behoeften en 1voor de
anderern uit de buurt

te beginnen

Je ziet gelijk alles, <

How to keep it interesting?
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Od
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naar de buitenwereld

1 verhalen aangegeven worden
verteld of luisterd
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@ UM?

Tijdslimiet aankondigen

Met een meter
_ laten zien hoe
vol verhalen



Aankondigen ontwerp Entering and formulating your needs
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g Vragen over jouw Alvast een microfoon kleur, met jouw voorkeur mag je
behoeften verspreid neerleggen op de , een tekeningetje maken op een
Spraakwolkjesk door de buurt plek van de installatie iICEtecrjm e;: .'?"S.JGBO'O debbeflwé)efte canvas. Dit wordt het kunstwerk
statements verspreid door de buurt ! an krigje > voorbeciaen

te zien van de behoeften van de wijk



Appendix 18
Babbeloord

Now the scenario is designed it is time to
test if the idea would appeal to residents
and how to improve the scenario. Therefore
different prototypes were made to be
tested. Since this concept is designed for
Woonontwikkeling Vredeoord it is better
to test in the context as much as possible.
A plan for testing different aspects of the
concept is made to create an overview
of the tests that should be done in the
neighbourhood and the tests that could
be done with other participants than
residents too. In figure X an overview of the
tests is shown.

Test
number

In context

In context In context

Where? In context

Test
number

Where? In context

Figure X overview of the tests

The tests set up, their used prototypes
and results are shown in the same way.
First the goal of the test is defined, then it
is described how it will be conducted and
measured. The results are summarised in a
visual and the main insightsand todo's are
shown and improvements in the design
are made. The analysis of the tests can be
found in appendix X.

Prototypes of

Test 1- Testing the visual explanation of
the phone interaction

Goals:

1. Finding out which explanation is more
clear.

2. Finding out if the text is needed to
understand the explanation.

3. Finding out if the text is clear to
residents.

How is it conducted?

Participants are recruited on the streets
in the neighbourhood, they are asked in
person if they have time for the test on that
specific moment.

2 versions of the visual explanation are
drawn. Both versions have a version with
and without text. First one version of the
explanation is shown without text and
asked if they would understand how the
phone works when seeing the visual. Then
that same scenario will be shown with
text and asked if they understand the
explanation. When 1scenario is completed
the process is repeated with the other
scenario. Between participants the first
seen scenario is switched. Figure X on the
next page shows the two versions of the
explanation.

How is it measured?

Questions will be asked to find out if they
understand the scenario and what could
be improved. Their preferences will be
asked too.

Results

The test is conducted with 8 participants,
but 1 participant did not have Dutch as
English as their native language and could
not/wanted not express himself to me.
The insights of this test are summarised
in figure X. In appendix X the results and
analysis can be found in more detail.

Interaction of the phone

Pak de telefoon voor Uitleg hoe het Kies 2 behoeftekaarten Deel jouw behoeften
een gesproken uitleg werkt. die bij jou passen met jouw buren en
luister naar die van hen.

Toets 2 voor :
Inspreken verhaal
~

Toets 1 voor :
Gesproken uitleg

]

Toets 4 voor :
Luisteren vorig
verhaal buren

Toets 3 voor :
Luisteren verhaal
buren

> D

Toets 6 voor :
Luisteren volgend
verhaal buren

Interaction of the phone

Pak de telefoon voor Je krijgt uitleg Kies 2 behoeftekaarten Deel jouw behoeften
een gesproken uitleg hoe het werkt die bij jou passen

met jouw buren en
luister naar die van hen

)
@ D (1) ©) [@) 1dag
.f-i‘E \ 2
(v

Laat weten hoe lang
Jjouw verhaal bewaard
mag blijven door op
die toets te drukken

Toets het spraakwolkje om
jouw verhaal in te spreken

Spreek jouw verhaal in

@ Volgend
” @ verhaal
T% ®) e vernasl
@ (v

Toets het oortje om de Beluister meer verhalen
verhalen van jouw buren door op die toetsen
te beluisteren te drukken

Luister naar de verhalen

Figure X 2 versions of the explanation, on the left version 1, on the right version 2

people found the Order of Use of X Ry Some prefer
scenarlo based reading is colour can LETalee 1o not read
more clear when . 3 quickly .
not being that important to make it become everything to
good in reading make clear more clear unclear (v2) understand it
Scena_rio _ Working The lines , I\:Ilake sure TII B s i
explanation is ith looked uttons are clear, ;
Ve | 3x fondlcioar witl i for the others same image
’ also clear that i
when seeing colours T gt for a different
the visuals per button? them out belong there action
Think of Telephone Does it have
G EPEREIEm ] Do not cross tobea How do you
Without own was found clear counter
Ox | because all the telephone telephone? Is an
text € OU‘I' [ functions are in 1 cord with a line that clear to ary o
action picture everyone? messages:?
1did not . Short text Stimulate " . ;
Make it ) P With text it~ Forrecording
Total of 8 understood clear in 1 to make it positivity is more use
participants and did not iaht easy to with the | microphone
eyesi . Clear i
vote Eh translate design signrec

Figure X Insights and to dos after test 1

Improvement based on this test

Based on the results of the test the visual
explanation is improved and shown in
figure X on the next page. It is chosen to
go for an scenario based explanation, since
the ones who understood the explanation

with the telephone also understood the
scenario based explanation, but vise
versa it was not always the case. The tips
and insights for the visual explanation
of the interaction with the phone are
implemented in this version too.



Babbeloord
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B30 8@

OO o
2. 3. = ©

een gesproken uitleg hoe het werkt  jou passen en hang op jouw buren en luister
naar die van hen

Leg de telefoon terug en ga
(D naar de kaartjes links van je

Luister naar het verhaal.
Toets nog een keer 3 als

Toets 2 om jouw
verhaal in te spreken

Spreek jouw verhaal in

je nog een verhaal wilt horen

\5 @ " L

Toets 3 voor het luisteren Luister naar het verhaal.
naar een verhaal van je buren  Toets 3 als je nog een
verhaal wilt luisteren

Leg de telefoon terug en
kijk nog eens naar de vraag
op de spiegel

Figure X First improvement on the visual instructions

Test 2 - Quotes of stickers or poles

Goals:

1. Will it be seen?

2. Which version will be seen more?
3. Which version will be read more?

How is it conducted?

At the entrance of the medical centreinthe
neighbourhood first the poles with quotes
are placed around the entrance. 13 visitors
walking by are observed. Then the process
will be repeated for the stickers, which are
placed on approximately the same place.
See figure X for the setup.

How is it measured?

It will be counted how many times there is
looked and how many times it is read. This
is done by observation.

Results
The results are shown in figure X. Figure X
shows insights and to dos.

Improvement based on this test

The stickers are looked at more, and also
read morewhenseen.Stickersarealsomore
vandalism proof and can become bigger
without causing dangerous situations or
hinders. Therefore it is decided to continue
with the stickers.

Walked by
Stickers 13
Quotes on 13

poles

Lot of
people
just
walked by

More
people
have read
the stickers

Stickers can
be put on the
floor without
hindering the
public space

Figure X Insights and to dos

When looking
at the stickers
they also
stopped to
read

More
people have
seen the
stickers too

Stickers can
be made
really big to

stand out more

With the
quotes on
poles most

just walked by

Stickers
are more
vandalism
proof



Test 3 - Subtitle as catchy motivator to
attract to enter

Goals:
1. Find out which sentence is found most
catchy.

2. Test if it works as catchy motivator.

How is it conducted?

Participants are recruited on the streets
in the neighbourhood, they are asked in
person if they have time for the test on that
specific moment.

The name Babbeloord is given and the
4 versions of sentences are shown on a

paper.

How is it measured?

Participants have to put a sticker at their
favourite sentence. By counting the stickers
the favourite sentence can be determined.
The participants are interviewed about
why they choose the sentence and if it
would attract them.

Results

The filled in cardboard with stickers is
shown in figure X. The sentence with 50%
of the votes (4/8) is: Babbeloord - Heb jij
jouw buren al gehoord?

Improvement based on this test

The participants who chose this one
explained that this is explains the idea the
most. Therefore this sentence is chosen.

Test 4 - Catchy reflection question on
the mirror

Goals:

1. Find out which sentence is found most
catchytothinkaboutwhat theylearned.

2. Test if it works to reflect.

How is it conducted?

Participants are recruited on the streets
in the neighbourhood, they are asked in
person if they have time for the test on that
specific moment.

The name Babbeloord is given and the
4 versions of sentences are shown on a

paper.

How is it measured?

Participants have to put a sticker at their
favourite sentence. By counting the stickers
the favourite sentence can be determined.
The participants are interviewed about
why they choose the sentence and if it
would attract them.

Results

The filled in cardboard with stickers is
shown in figure X. Around 70% (5/7) of the
votes went to the sentence Babbeloord -
Wat heeft deze babbel jouw geleerd?

Improvement based on this test
Participants choose this sentence
because this sounded the least forcing
to do something, but it still stimulated
until action. The action they can decide
themselves (think, reflect, take action. etc.).
The arguments given convinced to go for
this sentence, even though the sentence is
unsatisfying unrhyming.

Heb jij
jouw

Wat heeft
deze
buren al
gehoord?

babbel jou
geleerd?

Figure X Results test 3 and 4

Test 5 - Interaction with the telephone

Goals:

Is the interaction with the phone clear?
Do the buttons feel logical?

Do they know which buttons to press?
Is the explanation not long-winded?

Is the explanation on paper clear?

Can it be done without paper
explanation?.

O UGN

How is it conducted?

The participants receive an explanation of
the idea of Babbeloord and are given an
assignment to conduct. The assignment is
as follows:

“You enter the phonecell and see a
telephone. You listen to the explanation in
Dutch. The story you are going to record
is about what you ate last night. After
listening, you listen to 1 story.”

The test will be conducted in two different
ways. Two participants will test with the
visual explanation, two participants will
test without the visual explanation. The
interaction with the phones will be donevia
the Wizard of Ozz method (DDGC. ....) where
the phone does not work, but it is staged
and | will press the sound effect fitting to
the buttons the participants press.

How is it measured?

During the test the participant will be
observed and notes will be taken of
the actions the participant conducts.
Afterwards the participants are asked to
fill in a questionnaire about the test and
interviewed for extra insights about their
experience with the interaction of the
phone. An video will be made of them to,
to evaluate afterwards to overcome things
are missed.

Figure X shows the measurement tools;
the observation sheet for myself during
the test, the questionnaire for participants

and the test setup.

Nederlands Engels

Figure X the observation sheet for myself during the test



Babbeloord test questionnaire
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Figure X the questionnaire for participants and the test setup

Results

4 participants conducted the test. In
figure X the results of the questionnaire
and insights and to do’s are summarized.
With the visual explanation the listening to
neighbours and telling their story scored
higher than without the visual explanation.
The introduction and explanation before
hanging up and hanging up after hearing
the story scored higher without the
explanation than with the explanation.

With visual Without With visual Lyt

- visual L visual

explaination L explaination L

explaination explaination

. i o
. B 4
. B B

. B

Figure X Results of the questionnaire

Improvement based on this test

By multiple participants the valid
argument was given that when listening
and reading the same time both things
are not understood. Therefore it is decided
that the next test will be done without the
visual explanation and see if this is also
understandable for them. T more test will
be conducted with this interaction of the
phone and afterwards the interaction of
the phone will be improved.

With visual Without With visual Without

. visual L visual

explaination L explaination L

explaination explaination
. i ’
. 5 b
. B -

. b

Without
visual With

explaination

With visual
explaination

Ja/nee

3,5

4,5

Figure X Results of the questionnaire

Test 6 - Pretest of the test for the whole
installation in prototype version

Goals:

1. Testiftheinstallation is understandable
without the visual explanation.

2. Test if the wall with needs is
understandable with only an explaining
sentence on it.

3. Testiftheywalkthroughtheintervention
as intended.

How is it conducted?

The participant is asked to enter the
installation without extra information
about the idea behind it. The phone rings
and the test starts. | will conduct both
Wizard of Ozz and taking notes and photos
during the test.

Figure X Set up test 6

Insights/to do's
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How is it measured?

During the test the participant will be
observed in his actions. Notes will be taken.
After the test an interview will be held to
ask to the experiences and potential tips.
In figure X the set up is shown.

Results
The insights are shown in figure X on the
next page.

Improvement based on this test

Based on this test and the previous test the
text of the explanation is adapted. Figure X
shows the renewed spoken text diagram
which will be tested in the next test.

It was asked what the participant learned
from the intervention and since the
explanationfitsthe design goalitisdecided
to ask this in the following test too.

give first
) . (el @ confused
Insights and to do's this by doing he 1
tring sound attl e_ st
again question
at time of self- nice that the T ead maybe a
talk not yet explanations . picture of the
) question - ’
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start sentences Lhenichoese installation
; after choosing wait
if you only had i i
ti’] h Y t visually not el i i between 1
e phone i necessarily phone should
would be be picked up month and
unclear though necessary again week etc

Figure X Insights test 6
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Figure X Improved speech diagram for test 7

Test 7 - Testing the whole intervention

Goals:

1. Testiftheinstallation is understandable
without the visual explanation.

2. Test if the wall with needs is
understandable with only an explaining
sentence on it.

3. Testiftheywalkthroughtheintervention
as intended.

4. Test what they have learned from the
intervention and ifit fits the design goal.

How is it conducted?

The participant is asked to enter the
installation without extra information
about the idea behind it. The phone rings
and the test starts. | will conduct both
Wizard of Ozz and taking notes and photos
during the test. The setup of the test is the
same as test 6.

Ophangen

How is it measured?

During the test the participant will be
observed in his actions. Notes will be taken.
After the test an interview will be held to
ask to their experiences and potential tips.
A questionnaire is created to evaluate each
step afterwards by the participants. Here it
is also asked what they learned from the
intervention. The questionnaire is shown
in figure X.

Babbeloord test questionnaire

Figure X Questionnaire test 7

Results

This test gave a lot of insights in the
interaction of the whole intervention.
Overall the participants understood
what they needed to do. Afterwards they
answered the question what they thought
of the experience with: “Quite funny”
and “It was fun to do". There were some
improvements in the interaction that can
be done. These insights are placed in the
speech diagram for an overview what to
improve. The insights are shown in figure
X.

Improvement based on this test

Based on this test the text of the spoken
explanation is improved again. This version
is extended with actions for a host before
and after the participants enters the
installation. This will be elaborated on
more in the test plan for Babbeloord in
the neighbourhood. Figure X shows the
renewed spoken text diagram which will be
tested inthe next test in the neighborhood.

This test is conducted with a cardboard
version, but forthe test in context itis better
to make a version which is water proof in
case the tent will leak by rain. Based on this
test and the following test a new version
for inside the tent will be made.

Figure X Insights of test 7
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Test 8 - Testing the needs wall and
questions the host can ask before and
after the installation

Goals:

1. Testing if the questions for the need
wall are clear

2. Testing whether people can tell a story

3. Retrieving stories for inspiration

4. Testing whether the measuring
empathy questions works

5. Closing empathy questions testing

6. Testing opening empathy questions

How is it conducted?

Participants are recruited on the streets
in the neighbourhood, they are asked in
person if they have time for the test on
that specific moment. Since there was
rain predicted for that day the prototype is
made from waterproof materials such as a
hard plastic board and laminated cards.
First Babbeloord will be explained, what
can you do with it and then asking the
guestions if they are curious about their
neighbours answers/if they have talked
about tis with their neighbours already.
Then ask them to fill in the board and
listen good to their answers for inspiration.
Afterwards questions are asked to find
out if they understand the exercise, how
the interaction was and what they have
learned from seeing the other cards on the
board too.

How is it measured?

The participants will be interviewed before
and after filling in the needs wall. With
the tips in mind of chapter 2.4 empathy is
measured by interviews.

The interaction of putting cards on the wall
is observed and asked afterwards and the
stories they tell are memorized and written
down afterwards. If a participant tells a
really nice story itis asked if they can repeat
their story to record is and use it later. They
have to give permission for that.

Figure X Prototype test 8

Results

As said earlier it was expected to rain
that day. Sadly the soft rain turned out in
continuous raining and therefore there
were no participants. Also the timing, 1
day before the christmas break was not
perfect, because when it was dry in the
evening all the christmas dinners at school
started so the parents had other things on
their mind. This is something to take into
account for another project, testing a week
before the christmas break is a bad timing
because everybody is busy and has other
things on their mind.

All the 7 tests gave useful insights to
improve the installation and thereby the
interaction of the experience. In the next
chapter whole idea around the concept of
Babbeloord is explained based on the new
insights.



Appendix 19 - Test plan Babbeloord

Testplan

To test Babbeloord in a structured way a
test plan has been set up. This test plan
is divided into three phases; before the
installation, during the intervention and
after the intervention. The test planissetup
for 2 people, since there were too much
tasks for myself alone.

Before entering the Before entering the
installation installation

At Building up Action Host.at ?he
Babbeloord beginning
w . w
Making Measuring
@l Babbeloord @l the emapthy
ready for level
the test behorehand
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Materials Tent Haringen Tiwraps Touw Materials pathy
platen related
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Needs
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GG Pj! Boxje Stoeltjes Paraplu's
How to ~ How to Asking
measure? measure? questions
Window of Taking Placing
Furthermore tent picture under s(r‘eet
towards when lantern if
the people ready possible
Writing down
the answers
Furthermore  when they are
inside the

installation

The test plan for before the installation
contains building up, taking the role of the
host at the beginning and taking photos/
videos of the interaction with the host and
installation. Person 1 (myself) takes the
role as the host to motivate participants
to enter, explain the idea of Babbeloord
and measures the empathy level towards
neighbours beforehand. Person two takes
the role of the photographer/filmer. The
more specific tasks are explained in figure
X.

Before entering the

installation
Taking Filming
Action photos of during the
the test test

w .
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shooting

terms like
we, they, etc,

Figure X Testplan before the participants enter the intervention

The second part starts when the
participant enters the installation. Person
2 is responsible for the interaction with the
phone. The Wizard of Ozz method will be
used to let the phone work and interact
with the participant. The first person will
be observing and capturing whether the
different parts are clear. This person also
records the stories told by the participants.
The more specific tasks are explained in
figure X.

The last part consist of the first person
taking the role of the host after the
experience. Questions to measure the
empathy after the experience are asked,
but also about what they have learnt from
it and whether they liked the experience or
not. The more specific tasks are explained
in figure X.
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Figure X Testplan during the participants enter the intervention

After the installation
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