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Project title 

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

PROJECT TITLE, INTRODUCTION, PROBLEM DEFINITION and ASSIGNMENT 
Complete all fields, keep information clear,  specific and concise 

Introduction 

Describe the context of your project here; What is the domain in which your project takes place? Who are the main stakeholders 
and what interests are at stake? Describe the opportunities (and limitations) in this domain to better serve the stakeholder 
interests. (max 250 words) 

 Name student  Student number 
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Personal Project Brief – IDE Master Graduation Project 

Then explain your project approach to carrying out your graduation project and what research and design methods you plan to 
use to generate your design solution (max 150 words) 

Problem Definition 

What problem do you want to solve in the context described in the introduction, and within the available time frame of 100 
working days? (= Master Graduation Project of 30 EC). What opportunities do you see to create added value for the described 
stakeholders? Substantiate your choice. 
(max 200 words) 

Assignment 

This is the most important part of the project brief because it will give a clear direction of what you are heading for. 
Formulate an assignment to yourself regarding what you expect to deliver as result at the end of your project. (1 sentence) 
As you graduate as an industrial design engineer, your assignment will start with a verb (Design/Investigate/Validate/Create), 
and you may use the green text format:  



Green light meeting 

In exceptional cases (part of) the Graduation 

Project may need to be scheduled part-time. 

Indicate here if such applies to your project 

Part of project scheduled part-time 

For how many project weeks 

Number of project days per week 

Project planning and key moments 

To make visible how you plan to spend your time, you must make a planning for the full project. You are advised to use a Gantt 
chart format to show the different phases of your project, deliverables you have in mind, meetings and in-between deadlines. 
Keep in mind that all activities should fit within the given run time of 100 working days. Your planning should include a kick-off 
meeting, mid-term evaluation meeting, green light meeting and graduation ceremony. 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 
course activities).  

Make sure to attach the full plan to this project brief. 
The four key moment dates must be filled in below 

Motivation and personal ambitions 

Explain why you wish to start this project, what competencies you want to prove or develop (e.g. competencies acquired in your 

MSc programme, electives, extra-curricular activities or other).  

Optionally, describe whether you have some personal learning ambitions which you explicitly want to address in this project, on 

top of the learning objectives of the Graduation Project itself. You might think of e.g. acquiring in depth knowledge on a specific 

subject, broadening your competencies or experimenting with a specific tool or methodology. Personal learning ambitions are 

limited to a maximum number of five.   

(200 words max) 

Graduation ceremony 

Kick off meeting 

Mid-term evaluation 

Comments: 


	PB student name: S.K.M.Vimukthi Gunatilleke
	PB student#: 6072013
	Project titel: Let's Play! A strategic framework for brands to effectively implement sporting initiatives and products for youth
	introductie textveld: This project explores how companies like W&H Sports can use strategy and branding frameworks to promote (urban) sports, enhance accessibility, and strengthen market positioning. The focus is on their circular, modular sports court flooring with integrated lighting, leveraging its innovative design to attract youth and keep them engaged long-term. By aligning with municipality's goals, the strategy aims to bring the product to market in an effective way while fostering sustained participation in urban sports.
 
Stakeholders & Interests: W&H Sports (Client): Expanding brand presence and product adoption through urban sports. Municipalities: Promoting youth vitality while addressing space constraints for traditional sports. 3X3 Unites: Growing urban sports like 3x3 basketball and fostering community participation in Netherlands. Youth / Parents: Seeking accessible and engaging sports opportunities.
 
Opportunities:
         •         Urban courts can address both space limitations and youth inactivity.
         •         Growing interest in urban sports like 3x3 basketball creates branding potential.
         •         Public-private partnerships with municipalities can drive long-term impact.
Limitations:
         •         Budgetary and zoning restrictions may limit court implementation.
         •         Engagement strategies are crucial to ensure sustained participation.
         •         Competition from major brands requires strong differentiation.
 
This project will develop a strategy / branding framework to determine the best (urban) sports, target audiences, and promotional strategies to maximize impact. 
 
	titel image 1: 
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	figuur 2 invoegen: 
	Problem definition: Many sports suppliers struggle with brand recall and impact, while municipalities face low youth engagement and space constraints in promoting movement and social activity. Poorly implemented initiatives often lead to wasted resources, highlighting the need for a targeted, strategic approach.
This project will leverage the USPs of interactive, modular, low-footprint courts to promote non-mainstream urban sports, making them more accessible and engaging for inactive youth. It aims to go beyond market entry by exploring how to increase long-term ownership, adoption of technology, and effective integration into urban environments.
Key questions include: how to drive positive adoption, who the priority user groups and use cases are, and whether these courts can promote social cohesion within communities. The project will also investigate activation strategies through urban planning and partnerships.
3x3 Basketball will serve as a case study to test these ideas in practice. The outcome will be a strategic branding and implementation roadmap, maximizing value for W&H Sports, relevant stakeholders, municipal partners, and the communities they serve.
 
 
	Assignment: Design a branding strategy + roadmap to better align and implement sporting initiatives among all stakeholders, promoting (alternative) sports among young people in the Netherlands.
	assignment vervolg: The process will include, but is not limited to:
• Branding Frameworks: Defining brand positioning for W&H Sports.
• Customer Segmentation and journey mapping : Identifying key user groups and identify key engagement touchpoints.  
• Stakeholder Analysis: Understanding stakeholder needs and alignment.
• Interviews: Gathering insights from key stakeholders.
• User Testing: Validating concepts through feedback.
• Trend Research: Analyzing trends in urban sports and youth engagement.
• Creative Facilitation: Generating innovative ideas through design thinking techniques / co-creation
• Roadmapping: Structuring the implementation process.
• Personas: Creating user profiles to guide decisions.
These methods ensure a strategic, user-centered approach to the solution.
 
	Date Kick off: 09/04/2025
	date Mid-term: 04/06/2025
	Date Green light: 30/07/2025
	Date ceremony: 30/08/2025
	project part-time: Off
	# of project weeks parttime: 
	project days week: 
	motivation and personal ambitions: Sports and vitality have always been central to my life. Growing up, I played various sports, and I remain active in rugby and slacklining. My bachelor’s degree culminated in a sports innovation project, and as I transitioned to the strategic and business side of design, I discovered a sweet spot where branding, storytelling, and sports intersect, which I am eager to explore further. I aim to use this project as a platform to apply the theory and methodologies I have developed over the past year as an SPD student.
 Learning Goals:
 
Implement a branding and product launch strategy in the sports industry.
Use techniques like journey roadmapping and creative facilitation.
Develop skills in using design elements such as typography, graphic design, branding, and logos.
Conduct research through design to refine the project’s approach and outcomes.
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