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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
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street & no.
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country

phone

email

** chair

** mentor

Your master programme (only select the options that apply to you):

given name IDEmaster(s): ( ) IPD) () Dfl) () spp)

Honours Programme Master
Medisign
Tech. in Sustainable Design

Entrepeneurship

dept. / section:
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Procedural Checks - IDE Master Graduation

APPROVAL PROJECT BRIEF

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

chair 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
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Personal Project Brief - IDE Master Graduation

Improving the return rate of a smart pillbox in a circular economy 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 13 - 02 - 2023 21 - 07 - 2023 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

The problem of electronic waste (e-waste) related to health is becoming increasingly pressing as technology continues
to advance at a rapid pace. One of the major challenges associated with e-waste is that it can be contaminated with
biological or chemical pollutants, making incineration, with or without energy recovery, the common viable disposal
option. This results in the destruction of all contents. To address this issue and support the transition from linear
"recycle-make-dispose” business models to circular and sustainable ones, the improvement of product reuse and the
recovery of components and raw materials are crucial.

The smart pill organizer, is designed to improve medication management for users, but many users do not return it for
re-manufacturing. The goal of this project is to redesign the pillbox or the systems around it to increase the return rate
by incorporating persuasive design and nudging strategies to make the return process more seamless, convenient,
and easy for users to understand. This redesign will support circular business models and the recovery of components
and materials.

The current challenges facing the collection of used pillboxs are a lack of motivation to participate in the process. In
addition, there is a lack of efficient and convenient collection strategies from manufacturers. This is attributed, in part,
to the perceived high cost in terms of time and effort required for product collection. To address these issues, this
project proposes to design a user experience that is aligned with a circular economy, aimed at encouraging users to
return the product.

In the re-manufacturing system of the pillbox, various stakeholders play an important role in the collection and
re-manufacturing process. Retailers and healthcare providers can influence consumer behavior and encourage the
return of used pillboxes. Third-party collection services, logistics providers, and professional recyclers also play a crucial
role in ensuring proper collection and recycling of materials, supporting the circular economy of the product.

As a smart product, it has inherent advantages in its product service system and continuous consumer communication
throughout its life cycle, thanks to its supporting mobile application. The integration of intelligence and software
interfaces allows for a wide range of user interactions, making it possible to apply persuasive design and nudge
strategies at various touch points throughout the user journey.

However, it should be noted that the smart pillbox is currently classified as a borderline medical product, which means
that laws and regulations related to its recycling and re-manufacturing are not clearly defined. What is certain is that its
collection and re-manufacturing will be subject to stricter standards than ordinary consumer electronics in order to
ensure the health and safety of users. This is an important aspect that will require further research and clarification in
future design projects.
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introduction (continued): space for images

Smart Pill Box
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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.

Project Scope:

The circular life cycle of the product encompasses various stages and pathways, such as collection, reprocessing, reuse,
refurbishment, and re-manufacturing. The goal of this project is to examine the retrieval and collection stages of the
smart pillbox from the user's perspective and explore ways in which persuasive design and nudging strategies can be
implemented to increase the voluntary return of idle devices in a product ownership context. If possible, this could
extend the nudge design from the pillbox to designs across the borderline medical product category.

Solution Space:
Redesigning a product or systems around it with a focus on facilitating product return through novel motivational
strategies with playful interactions.

Issues to be addressed:
1) Lack of the information of collection solutions
-Users need a clear and efficient collection strategy to facilitate their returning process.

2) Lack of the motivation to make returning decisions
- Users need an end to the relationship with the product and the drivers or incentives to return it.

3) Lack of triggers for return decisions in the user journey
- Users need cues and opportunities in the user journey that trigger them to make a return decision.

return of the idle product by users.

Redesign of the pill box and systems around it to have an user experience that:
1) Provides the users abilities and triggers to return the pillbox, thereby preventing them from "store and forget".

2) Creates a “culture of return,” motivating users & other stakeholders to actively participate in the circular economy by
returning.

The project's final output will be a redesign of the pill box or the systems around it. In order to better meet the design
objectives, it may also include product service system design, packaging design or interface design.
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Personal Project Brief - IDE Master Graduation

PLANNING AND APPROACH **
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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 13 -2 - 2023 21 - 7 - 2023 end date
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Define the project
e s
| Culture Research on return
| Opputunities and challenges
Design Vision
Requirement specification
s

[Product Design Specificaton

Embodiment | Functional
rototyPing: [ senviersystem design (f reevant)
iteration | Testing with real users (if applicable)

Create comprenensive guidelines

Final Report
Final Presentation
Visual works

Kick-off meeting: Project Week 1, Feb 13th
Mid-term meeting: Project Week 9

Green light meeting: Project Week 17
Graduation ceremony: Project Week 21

The specific date of meetings will be scheduled during the kick-off meeting.
Breaks:

1) Apr 17th - Apr 21st, after Project Week 9.
2) May 15nd - May 19th, after Project Week 12.
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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.

Through this project, | will prove my learning outcomes of my two-year Master study. | will prove my insight and
design thinking and verify my ability to manage the design of commercial healthcare products gained during the
internship. From this project, | have three main learning goals:

1) to understand how persuasive design and nudge strategies are applied in interaction design. On top of this, | hope
to gain a deeper understanding of user psychology by exploring persuasive design at the product design level.

2) to develop critical design thinking skills by understanding the development of such healthcare products starting
from edge medical devices.

3) by concluding the application of persuasive design into design guidance, | will develop research ability, as well as
the ability to summarize design methodology. This will also help me explore more research or career possibilities.

Through this project, | will gain more experience in the design of health-related products, and have a more accurate
grasp of product interaction and user psychology. This will enrich my design field and create more possibilities for my
future career.

FINAL COMMENTS

In case your project brief needs final comments, please add any information you think is relevant.
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During this project, the student will work closely with the company Games for Health (https://gamesfor.health). There
will be several co-design sessions in the first few weeks. The specific schedule will be decided through future
communication.
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