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Thank you Marieke, for always hearing me out on my personal
experiences and emotional takeaways. | am also gratefulc for your
invaluable insighfs into end-of-life care and for guiding me fhrough
the emotional complexifies of this project. Your expertise has been
crucial in shoping my undersfcmding and opprooch.

Thank you, Mm‘hieu, for your wonderful menforship and for he/ping
me think creatively about how to make my product engaging for
young children and crifico//y ono/yse my p/oy mechanisms. | have
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SUMMARY

This project addresses a critical need in palliative care by developing a product that
supports children in coping with the loss of a parent. Specifically targeting families with
young children, it seeks to provide emotional support during the challenging times of a
parent's serious illness and eventual passing, fostering family bonding and memory-
making through engaging activities. The primary objective is to help parents and
children support each other by creating and sharing personal stories. Through play and
storytelling, the project aims to help families build a re-tellable, constant story that can
serve as a source of comfort and continuity throughout the grieving process.

The research phase uncovered several critical insights. First, parents often struggle to
talk to their children about the illness due to uncertainty about what to say and how to
start the conversation. Open communication in age-appropriate chunks is essential for
helping children process their feelings. Second, children and parents may feel lonely and
isolated during this period. Maintaining family bonds and a sense of support is crucial.
Third, children express complex emotions through play rather than words. Providing a
safe space for this expression is vital for their coping process. Fourth, children need
honesty about the situation to start making sense of their experiences. Encouraging
questions and honest answers helps them find meaning. Finally, close physical presence
and comfort are necessary for children to feel secure and supported.

The final product, "Treasured Moments," is designed to help families create and preserve
memories Toge’rher‘ It not on|y provides ’rongib|e records of memories but also creates a
lasting legacy that can help children and their families cope with loss through shared
storytelling and play. It aims to use the power of personal connection in the face of grief,
offering a flexible approach to support families during one of the most challenging times
in their lives.

Initial tests demonstrated that the product effectively facilitates family bonding and
memory-making. The family was able to engage with the product independently, filling
the memory tiles with personal items and stories that held significance for them.

The positive feedback and interest from KIEZO in taking the product forward indicate
its potential impact and relevance in the field of palliative care.
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HOW TO READ THIS REPORT

The overall report is broken down info six main chop’rers:
Introduction, Discover, Define, Develop, Deliver and Conclusion.
The four chapters in the middle high|igh’r the main phases of the
project. They dive into the main research and design phoses,

In addition, this report has two narratives running in poro||e|.

First, is the main part of the report with the research, design
process and results that | had from this master’s thesis. The
chop’rers follow a genero| flow covering the opprooch, results and
discussion from my work.

The second narrative is Zoe's story. This is a fictitious story about
a young gir| named Zoe and her mother who is ill. It is constructed
Through a series of research, reflects some |eornings from the
research and is a synfhesis of several stories. It is meant to he||o
the reader follow 0||ong the story and the different phoses of the
journey in coping with |osing and make it easier to relate it back
to the presen’red literature. Zoe's story pops up every now and
then in the course of this report and the pages of this report that
dive into Zoe's story are coloured in blue.

Zoe's Story

CRITICAL REFLECTION ON THE WRITING

Using Zoe's story as a constant throughout the report involved
choosing between creating something personal versus something
objective. | acknowledge that this narrative might colour the
reader’s perception of the problem space, given that it focuses on
a mother and her daughter. The perception and story could differ
significonﬂy if it were about a father and his son. However, for a
deeply personal theme, | believed it would be beneficial to have an
emotional story to foster empathy.

There are drawbacks to using Zoe's story since it represents just
one narrative and cannot fu||y encapsulate the range of
experiences people might go through. Different individuals cope
with grief in various ways and have unique relationships with their
families. Different children also have different personalities, and
this report is in no way suggesting a one-size-fits-all solution. This is
just one scenario, and one scenario cannot cover all possibilities
and personalities. Additionally, the story was entirely created by
me as a result of my research but it inevitably presents some
biases. This is a story from my lens, and someone else could have
dissimilar views and hence a different story. Despite these
|imiTinons, | chose this story becouse, with an emotional theme
such as this, it was crucial to create a personal connection. An
entirely objective approach might lose the deeply human and
personal fee|ings associated with the subject of grie1E and coping.
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ZOE'S STORY| PROLOGUE| 1

This is Zoe. Zoe is now 4 years old. She likes to play
with her ball. She also enjoys p/oying with her blocks
and being told stories every nighf before bed. She
p/(ﬁys lwifh her mom, dad and also some friends from
school.

Six months ago, Zoe's mum was c/ic:gnosec/ with stage
3 /ung cancer. Her health was never stable and had
lots of ups and downs. Some days she was doing fine
and Zoe is very hoppy that her mom can p/oy with
her. Other days she had difficulty getting out of bed
and could not pick Zoe up from school.



Two months ago, Zoe's mum's condition began to
worsen. She could no longer get out of bed. She
spent most of her c/c:y foking rest.

Zoe and her mom used to p/ay fogefher, read
fogefher and cuddle fogef/')er but now she didn't
do those fhings with Zoe. Zoe's dad used to ask
her to be more quiet when her mom was asleep. All
this made Zoe feel a little sad and angry. Zoe
wanted her mum to be all better again.

o, ]
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One day Zoe's mum was feeling very ill and was
hoving trouble breofhing, she went to the hospifo/.
Zoe was very scared. She didn't like the hosph‘o/.

The doctors said that medication was not having the
effect that fl'wey would have liked and the cancer was
spreoding to other parts of the boc/y. Her doctor
said that there was no way to cure it and suggesfec/
that They look at po//iofive care. Zoe's parents were
heartbroken and made the decision to make the
most of the time fhey had left fogefher.
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Zoe did not reo//y understand what was going
on. She did not know Why everyone was crying a
lot more. She was mad and confused but nobody
told Zoe what was going on.

Her mom didn't read her bedtime stories any
more, even her dad didn't give her as many
hugs. Dad was busy all the time now and Zoe
felt like she was by herself.
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INTRODUCTION

This section covers the introduction to the project. It
takes Zoe's story and cmo|yses the prob|em at hand. It
also covers the approach taken in my design process.
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INTRODUCTION

Zoe's story is not an uncommon one. The project at hand
addresses a critical need within the sensitive domain of po||ioiive
care, focusing specifico“y on supporting children like Zoe, in
coping with losing.

The emotional turmoil experienced by these children, deo|irig with
a seriously ill parent, sibling or close-by-relative in palliative care,
can lead to Fee|ings of depression, anger, and anxiety (Werkgroep
KIEZO Kinderen van Ernstig Zieke Ouders, z.d.). It's crucial to
recognize that duririg this cho“enging period, these children not
on|y face emotional sirugg|es but also lose a vital source of
compassion.

Drawing from the ideals of compassionate communities, it is
paramount to provide these children with the compassion they
need during this period, supporting their emotional We||—beirig at
a difficult time.




BRIEF

When a parent faces a serious illness and receives care at
po||ioﬂve care centers, the predominorﬁ focus often revolves
around addressing the needs of the ill parent (Werkgroep
KIEZO Kinderen van Ernstig Zieke Ouders, z.d.), highlighting a
systemic issue within the healthcare system that is primarily
po‘rien’r—focused This opprooch creates a blind spot for the
families and caregivers, casting a shadow over the children of
serious|y ill parents and sometimes perceiving them as burdens
rather than inJregro| members of the care unit. This blind spot
results in a lack of awareness, know|eo|ge, and deve|opeo| skills
surrounding the needs of these children, leading to a deficiency
in support services.

lt's imperative to recognize that when a pafient is involved, their
families are equally involved and should be treated as a cohesive
system fo ensure comprehensive care. Excluding any part of this
system, risks neg|ecﬂng essential needs.

Furthermore, children have unique needs and perceive sitfuations
differently from one another, making it challenging to devise a
rigio|, one-size-fits-all solution. This comp|exi’ry underscores the
necessity for a flexible and tailored support system to eﬁ(ec‘rive|y
address the diverse emotional and psycho|ogico| needs of
children in such circumstances.

INTRODUCTION | 6
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DESIGN PROCESS

The process followed ‘rhroughouf this project c|ose|y o|igns with the double diamond (Figure 1) framework, with a porﬂcu|dr emphosis on the
'deve|op-de|iver' phosei The project aims tfo answer the research and design questions by sys‘remo‘rico”y progressing Through the research and
design stages. This opproach u|ﬂmd’re|y leads to the deve|opmen‘r of a prodchr designed fo support children in coping with persono| loss.

RESEARCH QUESTIONS DESIGN QUESTIONS
1. How do children understand death and loss? 1. How can | he||o a child cope with person0|| loss in an individual
a. What is the grief that is associated with the loss of a loved way'’?
one? How do children express this grief? a. How can | |everoge p|dy and sToryTe”ing fo he|p a child
b. How is the concept of death e><p|0|ined to children? cope with loss?

2. How do children cope with loss?
a. What is needed to he|p children cope with loss?
b. How do professiono|s he|p children cope with loss?

STRT . Qaﬂht
con (34

ESTEARCM

R
' PHASE D, DEsien PHasE g ,

| 6 weeks | 14 weekKs

Figure 1: Design Process
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DISCOVER

This chapter covers the |eornings from the research
phcse. It covers a short section about the research
opprooch and then goes info the results. These results
are presented as themes and sections inc|uo|ing
children’s undersmnding of death and communicating
with children about death. Zoe's story is also sprink|ec|
’rhroughou’r the whole chop’rer. Zoe's story follows a
timeline of events in her life, with research findings
related to each part of her journey. Fino”y, all of this is
summarized ’rhrough a journey map which serves as a
backbone for the research. The chop’rer concludes with
a discussion section where the research questions are
answered.




RESEARCH APPROACH

PHASE 1

=4

=

LITERATURE REVIEW

The literature review encornpossed an
examination of academic papers on
psycno|ogy, griei, and p|oy, o|ong with articles
providing personal accounts and insign’rs from
psycno|ogisrs, as well as books on child
deve|oprnen’r and communication with young
children. The insignrs go’rnered from this review
were orgonized info a mind rnop(icigure 2),
foci|i’ro’ring a comprehensive unders’ronding of
the research areas, iden’rifying recurring
themes, and pinpointing gaps that required
further e><|o|oro’rion. This literature review
formed the foundation for subsequenr
interviews, the establishment of design goo|s,
and future ideation. It was essential to gain
familiarity with this domain before engaging
with professiono|s or idenriiying key areas o
inquiry.

MEDIA REVIEW

The media review involved Worcning movies and

TV shows centered around similar themes to
gain icorni|iori’ry with the prob|ern space. This
was comp|emen’red by an examination of
cartoons and books designed for children
coping with loss, aiming fto understand how the
subjecr is communicated to young audiences.
Visits to museums provided additional insign’rs
into the communication and representation of
themes related to grieit.

DISCOVER| 9

This review bridged the gap between academic i(indings and
procrico|, real-world inferpretations of griei and its
communication. Toge’rner, the literature and media reviews
laid the groundwork for the next pnose of research—
interviews—and facilitated answering the first research
question.

How do children understand death and loss?
a. What is the grief that is associated with the loss of a
loved one? How do children express this grieit?
b. How is the concept of death e><p|oined to children?

y?w;l FoRL e
S bl Plaig and
"-o‘n'ra' [

(DIWEN AT r o Firs wnd
ot

Figure 2: Mind map from research



PHASE 2

7

QUALITATIVE INTERVIEWS

Participants

Interviews were conducted with four distinct
participants to gain a comprehensive
undersionding of the emotional, psycno|ogico|,
|ond practical needs of children coping with
0oss:

» A Drama Therapist: To gain insights into
the psychological and emotional needs of
children coping with loss and understand
speciiic tools and iecnniques used.

* Network coordinator kinderzorg : To
learn about the proc’rico| aspects of
providing care fo iermino||y ill patients and
their families, inc|uding children.

» A person who lost their mother at age 5 :

To gather first hand experiences on a
young child’s perspective on losing their
parent.

» A person who lost their partner when
they had young children: To gather first
hand experiences and perspectives on
supporting a young child inrough the loss
of a parent.

Time
Each interview lasted between 45 mins- 1 hour.

Materials
+ Audio recorder/ phone
+ Interview script
+ Some interviews involved using a visual aid
+ Consent forms

DISCOVER| 10

Methodology

An audio of the interview was recorded for persono|
reference and these files were deleted irnrnedioie|y after
the interview was processed.

Analysis

The interviews were transcribed and ono|yzed using a
method known as statement card ono|ysis. In this process,
key quotes were extracted from each interview and coded
based on their under|ying meaning. These codes were then
used fo cluster the quotes, icorrning broader themes that
emerged from the discussions. The identified themes are
detailed in the subsequent section (refer to Appendix A2
for more information on the statement card ono|ysis).

These themes, combined with insign‘rs from the literature
review, were instrumental in the creation of a
comprenensive journey map (refer to Appendix A3 for
details on the creation of the journey map).

Ensuring participant comfort and consent was a priority
ihrougnoui this process. A consent form was provided to
participants during the interview, and after processing the
results, participants were sent the specific content derived
from their interviews for final opprovo| before its inclusion
in the project. This step was crucial to maintain
fransparency and respect for the participants'
contributions.

This pnose of research laid the groundwork for deve|oping
the design vision and addressing the second research
question:
How do children cope with loss?

a. What is needed to help children cope with loss?

b. How do professiono|s ne|p children cope with loss?



There was a lot that Zoe was going through. It
was an increosing/y difficult time for her. She was
fee/ing so emotional but she did not know what
fo say. /nsfeod, she would throw her foys around
and scream and cry. She would pretend that her
doll was her and enact her c/c:y. Her parents saw
that this was all reo//y offecﬁng her but fhey did
not know how to communicate to Zoe about
what was going on. Tl'yey were hoving a very
foug/'v time as well.

Then Zoe's mom started getting very very ill.
She could barely get out of bed. She was always
asleep. She needed help with everything. Zoe
had never seen her mom like this.

Zoe's parents wanted to tell Zoe something but
T/')ey did not know what to say or what Zoe
needed at the time.

o ——
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THEMES RELATED TO GRIEF

WHAT DO THE CHILDREN NEED?

Children of seriously ill parents have an emotionally turbulent
experience. They are often confused and express and
communicate diﬁerenﬂy than adults do. As a result of the
research relating to this time in a young child’s life, six themes
related to grief were identified.

These themes emerged consistently in all interviews and literature
reviews. They highlight the needs of children during this difficult
stage in their lives and how families can support one another.
The themes are expressed as simp|e, firsT—person statements from
the child's perspective, articulating their needs clearly.

These themes are:
+ "Hear me out’
« "I am not alone’
+ "I need to express’
« "I play to process”
+ "I need to understand for myself’
+ "I need your support”
These themes are discussed in detail in this section.




HEAR ME OUT

COMMUNICATION AND RECOGNITION

Be curious, open, get in touch with your inner child when
you talk to your child

The reluctance to talk to children about the illness is sometimes
because parents do not know what to say, and do not know how
to start the conversation. (Fearnley & Boland, 2019).

"We never talked about it. It was more like if we dont talk about
it it was not an issue anymore’- Widowed young parent (Personal
communication, April 2024)

However, evidence suggests that it is generally optimal to tell
children about their parent’s illness Ideally these conversations
need to be in 'small chunks’, delivering manageable, age-
appropriate amounts of information which become more
detailed as the illness progresses. (Fearnley & Boland, 2019b)

What young children, like Zoe need is to be told about their
parent’s illness and how their parents are Fee|ing as well. While it
is a difficult conversation to have, it helps them process their
feelings as well.

By sharing your own feelings and creating a safe space for the
child to share theirs, you'|| be mode||ing |'1e0|’rhy behaviour that
will help them as they move through the grieving process. (Allen
et al, 2022)

DISCOVER| 13
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RELATEDNESS AND CONNECTIONS

Reassurance and presence of family and friends

"At school you see other mothers coming, you feel alone. It keeps
coming back those thoughts.” - Lost their mother in childhood
( Personal communication, March 2024)

Times like this are por’ricu|or|y hard on both children and
parents. They can lead to Fee|ings of loneliness in both the
children and the parent. As a Fomi|y fries fo cope with a
significon’r loss, the dynamics of the family can chcmge and it
can be an unse’r’r|ing time for children. This period may manifest
in certain behoviours, such as wi’rhdrowoL and certain fee|ings,
such as isolation. (Simantov, z.d.)

It is important to draw focus to the fact that families go ’rhrough
the entire process ’roge’rher . They o|woys have each other’s
support in this journey and their bond p|c1ys a big role in their
coping journey.

"Whether it's in her heart, your memory or for real | think within,

factor in her healing process.” - Claudia Hass, Drama therapist
(Personal communication April 2024)



| NEED TO EXPRESS

EMOTIONS AND EXPRESSION

Emotions at this point can be confusing, expressing this
can be difficult

‘There are a lot of feelings, a lot of emotions. To put a word on
that within the sea of | don't know how many emotions there
are. Chaos.” - Claudia Hass, Drama Therapist (Personal
Communication, April 2024)

Children Zoe's age feel many things at a time like this. They feel
angry, sad, confused and worried. (Robinson, 2024b). To find a
way to express all these complex emotions can be a cho||enge.

Studies find that the more you talk about death—and what it
means—the less scared and confused your child may be when it
happens to a family member(Milbrand, 2022b). Open
communication and giving children a safe space to express how
they feel is very important in the coping process.

‘| knew if | show my losses to my children it would affect them. |
knew | had to put aside my losses and be supportive for the
children.”- Widowed young parent (Personal communication,

April 2024)
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PLAY AND STORYTELLING

Processing through a language children are familiar with

With all of these comp|ex emotions, a child like Zoe s’rrugg|es
tfo express these emotions. A young child Zoe's age does not
genero”y use words to express but rather expresses fhrough

play.

‘For children, fantasy and imagination, that's their world.
That's where you can relate the most easy.”- Claudia Hass,
Drama Therapist (Personal Communication, April 2024)

This method of expressing gives them a safe space to process
their emotions and the situation.

Children use play to reduce anxiety and understand traumatic
experiences. They may recreate an unp|eoson’r experience such
as an automobile accident over and over to assimilate it and
diminish the intensity of feeling (Frost et al, 2000)

‘Storytelling is a very safe way because you can identify with
the characters but you don't have to talk about your own
process. You're in control and you can decide whether or not,
or at which point point you want to tell your own story. So, it's
a very safe.- Claudia Hass, Drama Therapist (Personal
Communication, April 2024)

DISCOVER| 16
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MEANING

Understanding the meaning of death, what this means for
them, their families, have a space to ask questions

The meaning of death is comp|e>< and is some’rhing for everyone
to find their individual meaning of. While this sounds like
some’rhing far too much for a young child like Zoe, meaning
finding is an imporftant part of coping. For children this can
start with being honest and giving them the space to ask
questions.

“The most important fhing is to be honest. So when you know it,
you tell them because fhey feel when you are sad or grcmc/mc is
going to be at home a lot because normo//y, you see them like
once a week and now she's daily there and she's crying. And so
when children ask somefhing about it, be honest.” - Romy van
den Booren Netwerkcosrdinator Integrale Kindzorg (Personal
communication, April 2024)

Evidence suggests that it is genero”y op’rimo| to tell children
about their parent’s illness so that ’rhey can begin to make
meaning from what is happening.(Fearnley & Boland, 2019b)

‘It's important to be honest, but also ask what do you think
what it is like to be dead? And moybe you can talk to them at
that point to explain things that they don't know.” - Romy van
den Booren Netwerkcosrdinator Integrale Kindzorg (Personal
communication, April 2024)

DISCOVER| 17
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I NEED YOUR SUPPORT
COMFORT AND SUPPORT

Physical comfort, getting back on your feet and memories
and their importance

Physico| comfort and emotional support ’rhroughou’r the coping
journey are exfreme|y important for children like Zoe. Children
are sometimes unable to ask for the comfort and care that ‘rhey
need, but receiving that care is very important.

‘I wasn't able to ask for that comfort and care” - Lost their
mother in childhood ( Personal communication, March 2024)

Children require a close physico| presence and comfort
’rhroughou’r the coping journey.

‘When a parent is able to hug the children and touch the
children. Give them comfort in that way. That's a significant
factor | saw in loss and grief” - Claudia Hass, Drama Therapist
(Personal Communication, April 2024)

|c|eo||y, children’s needs are met in a stable and supportive
Fomi|y, with the he|p of their usual networks such as school and
community groups (Children And Grief: When A Parent Dies,
2001). Maintaining a constant in their life often ensures that
’rhey feel a sense of s’robi|i’ry.

"And it's important that they have their own routine and you stay
with that because that's their normal daily activities. And when
you take that back or They don't go to school or H’iey don't go to
football then their stability is disappearing.” - Romy van den
Booren, Netwerkcoérdinator Integrale Kindzorg (Personal
communication, April 2024)
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Zoe's mom was also sfrugg/ing fo cope with all the new
information. A/ong with physico/ symptoms of her ailment
she was also staring to feel emotional effects of the
situation.

She was o/reody beginning to feel like there was I')Orc//y
onyfhing left of the mum that she was. She could not pick
Zoe up from school or p/oy with her. She wanted to prevent
Zoe from remembering her as the frail woman that
shuffled around in her pyjamas. (Carend z.d.)

She was reluctant to tell Zoe the details of her illness
because she was anxious about upsefting her (Cockle-
Hearne et al. 2020).

Despite all of this Zoe's mom found that it was very
important to her to spend as much time as she could with
her fomi/y.

Zoe's father was emofiono//y overwhelmed.
There was a lot going on around him. It pained
him to see his wife ill but he tried to stay strong
for his fomi/y. One c/oy Zoe even saw him cry
and she knew something was wrong.
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NEEDS OF THE PARENTS

As poin‘red out in the project brief, the families should be looked at as a cohesive care system. Exc|uding any part of this system, risks
neg|ec’ring essential needs. The parents form a crucial p|oce in this care system and their needs need to be inves’rigo’red as well.

THE PATIENT

Every person is different, and the symptoms experienced at the
end of life can vary Wide|y. A|ong with physico| symptoms such
as body pain and tiredness (Department of Health & Human

Services, z.d.), patients often s’rrugg|e to cope with an influx of
new information. This can lead to icee|ings of depression and

anxiety (Providing Care And Comfort At The End Of Life, z.d.).

Addi’riono”y, patients with |ife—|imi’ring illnesses groppie with
chonges in their fgmi|y roles and perceptions. This is especio”y
true for parents who anticipate the loss of their poren’ro| role
and worry about the |ong—’rerm impact of their illness on their

children (Carend, z.d.).

A person who is dying migh’r be worried about who will take
care of ’rhings when ’rhey are gone. Spiri’ruo| needs may include
icinding meaning in one's life, ending disogreemen’rs with others,
or moking peace with life circumstances. The ill parent mign’r
find comfort in reso|ving unsettled issues with friends or icgmi|y

(Providing Care And Comfort At The End Of Life, z.d.).

Beyond prgc’rico| support, patients at the end of life seek
comfort in being with their fomi|y and fee|ing involved in fomi|y

communication (Providing Care And Comfort At The End Of
Life, zd.).

THE CAREGIVER

Fomi|y caregivers have received very little attention in the
medical space (Joad et al, 2011). They suddenly face a
signiiticon’r increase in responsibi|i’ry during an emoﬂono“y
challenging time. With limited time to process their own emotions
regording their partner’s serious illness, ’rhey often experience
anxiety and depression related to stress and their partner’s
condition (Joad et al, 2011). Their routines are disrupted, and
their energy and spirit are often dep|e’red. Rore|y confron’ring
their emotions leads to physico| and psychosocio| effects on their

health (Joad et al, 2011) .

‘| myself was going through a tough time and it was not easy for
me to put that aside and talk about it shared a young widowed
parent (Personal communication, April 2024).

Caregivers also experience anticipatory griei, where ’rhey may
hold on to hope while simui’roneousiy beginning to let go. These
emotions can be deeply painful (Eldridge, 2024). It can take a
sigrlmticon’r amount of time for caregivers tfo cope with their new
reality.

HEAR ME OUT

| AM NOT ALONE

| NEED TO EXPRESS
| NEED TO UNDERSTAND FOR MYSELF

| NEED YOUR SUPPORT
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A few weeks later, Zoe's mum’s health dipped
even more and everyone was very sad. A few
doys /ofer, she died. Everyone was heartbroken.

After Zoe's mom died Zoe's dad had the very

C/')Q//enging task of fe//ing Zoe what was
hoppening. Zoe had o/recdy picked up that her
mom was sick but she was not told that her mom
was going to die.

{4
- Zoe's dad spoke to Zoe and told her that her mother
‘ had died. Zoe did not fu//y understand what was

happening. Zoe was confused. How can we get her

-—\\/ back?’ she asked "Does it hurt?”

Confounded by the depth of Zoe's questions, Zoe's

~

v dad did his best to try and talk to her.

"‘"\ He told Zoe about the funeral and Zoe wanted to
wear the coat her mum gof her to it. She wanted to
sing a song and draw something for her mother.



COMMUNICATING WITH
CHILDREN ABOUT LOSS

‘If | had known how to communicate that without hurting or affecting
the childrens mental state then | may have done that.” - Widowed young
parent (Personal communication, April 2024)

There are many reasons Why parents choose not to talk to their children
about their |ife—|imifing illness. They may have the misconception that
their children are too young to understand and therefore do not need to
be included in what is happening.(Fearnley & Boland, 2019)

However, evidence suggests that it is genero||y op’rimo| to tell children
about their parent’s illness so that they can begin to make meaning
from what is happening. (Fearnley & Boland, 2019b)

When it comes to communicating about deofh, research indicates that
using explicit terms like ‘death” and ‘died’ can prevent misunderstandings
and fear in children. Euphemisms such as ‘passed away’ or ‘gone to
sleep’ can lead to confusion or fear. For instance, if a child is told that
someone has ‘gone to s|eep forever,’ ’rhey mithr o|eve|op a fear of
sleeping, thinking they might not wake up (Death: How To Talk About It
With Children, 2023).

Exp|oining death bio|ogic0||y—s‘ro’ring that the heart stops beo’ring, the
person cannot breo’rhe, and their brain ceases to funcﬂon—he|ps children
comprehend that the person is no |onger alive. Referring to the body as
an empty shell can further aid their unders‘ronding (Exp|oining Death
and Dying to Children, n.d.).

It is also beneficial to discuss the natural cycle of life: birth, living, and
even‘ruo||y death. This context he||os children grasp that death is a
natural part of life. Furthermore, children often have many questions
and assumptions about dea’rh, and it is crucial to provide them with a
safe space to express and address these thoughts (Milbrand, 2022).
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Parents seeking support for he||oing their children cope with loss
can find various resources and tools. Books and cartoons that
address similar themes can be porﬂcu|or|y he|pfu|, For instance,
"The Invisible String" by Patrice Karst and resources from Kinderen
van Ernstige Zieke Quders (KIEZO) provide relatable narratives
and coping strategies (The Invisible String Origin Story - Patrice
Karst, 2024; KIEZO, n.d,; Kenney, 2024).

Museums can also offer valuable experiences. |nstitutions like
Museum Tot Zover and exhibits at the Nemo Science Museum
provide interactive and informative environments. These museums
present death and loss as shared experiences, offering direct
information and opportunities for children to explore the subject
matter in an engaging way (Museum Tot Zover | Het Museum

Over Leven & Dood | Ontdek Nul, 2023; Humania - Exhibitions -
NEMO Science Museum, n.d.).

Professional support is another crucial resource. Grief counselors
and spiri’ruo| advisors can offer specio|izeo| assistance to he|p
families navigate their emotions and the grieving process (KIEZO,

n.d.).
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Figure 3: (a)NEMO science Museum (b) The invisible string by Patrice Karst (c)Bluey, cartoon
show for children
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Zoe's dad noticed that off—/ofe, Zoe had been
very emotional. She was very angry and
aggressive a lot. She would get mad and throw
f/'n'ngs on the grounc/. She was scared to go back
fo schﬁo/ and sometimes could not sleep too well
at nignft.

m/\\ Every now and fhen, she would go fo her dad and

ask ‘s mom coming back today?” or say ‘lts a

4 ’ {NJ\&( > cold day, is mom feeling cold?”
\ \ B Q‘Jj When she would play she would often replay
gl scenes of her mother when she was ill and went to
the hosph‘o/ or rep/oy the funeral where she sang

a song.




CHILDREN'S UNDERSTANDING OF DEATH

Children understand death differently from adults. They also process this information very differently.Even at different ages, children
experience and understand death in different ways. (Martin, 2023),(Grief Reactions in Children - Cancer Care Services, z.d.),(Milne,

20923)

Babies have no understanding
of the concept of death yet,
long before they are able to

talk, they are likely to react to

upset and changes in their

environment such as the
absence of a significant person
who responded to their needs

for care and nourishment on a

daily basis.

NG

A baby's sense of a change in
atmosphere may lead to more
clingy behaviour than usual.
With no language to express
themselves, their anxiety and
insecurity may show as
inconsolable crying. Feeding
and sleeping routines may also
be disrupted which may cause
them to be unsettled.
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Figure 4:
Behaviour and
understanding of
death based on
age group

Their limited understanding may
lead to an apparent lack of
reaction when told about a death,
and they may ask many questions
about where the person who has
died is and when that person will
come back. They may struggle
with the concept of someone not
being alive and may need
reassurance that dead people feel
nothing and therefore are not
able to feel cold or pain.

A young child is capable of
taking in information from the
adults around them and will be

aware that something

significant has happened. Under

fives can, and often do, react
strongly to their own grief, but

also to the grief of significant
adults involved in their day-to-
day care. Anxieties about daily

practicalities are common.

the
back? Does
ik hurk?

» “”j;\';;
e
\
I
3-5yrs

Begin to develop an
understanding that death is
permanent and irreversible

and that the person who has
died will not return.

Some children may believe
that their thoughts or actions
caused the death, and they can
feel guilty or may think they
can make the person come
back. Not being given sufficient
information in age-appropriate
language can lead them to
make up and fill in any gaps in
their knowledge.

They have a full understanding
of the finality of death.
Children who have been
bereaved when they were
younger will have to re-
process what has happened as
they develop awareness of the
finality of death.

Will rely on family and friend
group for emotional support.

Even when there is no
expectation to do so, a child
may take on the role of carer

for a surviving adult or siblings.
In an attempt to appear grown

up they might take on
inappropriate adult
responsibilities.

I must talke
care of
evervyohe.
else, Tk?

seem SaA.,

;; ;\ \0- 1By

Teenagers will have an adult
understanding of the concept
of death but often have their
own beliefs and strongly held
views and may challenge the
beliefs and explanations
offered by others.

Adolescence is a time of great
change, and grief can impact
on the developmental task of
moving from dependence to
independence. Young people

are moving from primary
reliance on their family to
increased involvement with
their peers.

I just want
to be !?

m-jseL
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CHILDREN COPING WITH LOSS

‘| still didn't know what emotions are associated with this. | was
frustrated. No one cared about me. | locked myself in the
bathroom for 3-4 hours and didn't want to come out. | didn't
know what to do. | was just stuck there.” - Lost their mother in
childhood ( Personal communication, March 2024)

Parents may notice changes in their child's emotions and
behavior during times of grief. For instance, children might
display increased anger and aggression, which is normal for
their age (Robinson, 2024). To support their children, parents
can utilize various strategies. Research indicates that children
often use p|oy to reduce anxiety and process traumatic
experiences. (Frost et al, 2000).

Play can also act as a mediator with the social and cultural
world, helping children learn to set limits, use symbolic thinking,
|o|on, take on roles, and practice se|f—regu|o’rion. In {onmsy p|oy,
children create controllable events, o||owing them to vent
negative emotions in a safe environment (Capurso & Ragni,

2016).

Other recommended methods for supporting grieving children
include positive memorialization activities. These can involve
making a favorite meal, engaging in activities the child and
their loved one enjoyed together, or creating memory boxes to
preserve special memories (Milne, 2023).

Drama therapists also commonly use play as a tool in children’s
coping journeys.
Role-play, lego duplos and playmobil serve as valuable tools.

‘Playing with duplo, with playmobil And basically everything a
child plays with | intend to use in therapy” - Claudia Hass,
Drama Therapist (Personal Communication April 2024)

Ro|ep|oying and s’rory’re||ing offer a safe space for children and
their parents. It gives them a space where they can react and
perform actions that do not have consequences outside of the play.

"Somefhing fhey would not do any real life, fhey can do in p/oying.
But also in role p/aying,ﬁL gives you as a professiono/ or parents,
the opportunity to do somefhing, you would not do and real life.
So | can, be very angry when I'm a dinosaur and | can just sweep
you out of your feet and throw you would against the wall. | can
do that. So, it gives you the power to come to breokmg points or
oyu can p/oy with your own role to push someone to the certain
point.”- Claudia Hass, Drama Therapist (Personal Communication,
April 2024)
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THE WHOLE JOURNEY

A ZOOMED OUT PICTURE

The journey of coping with loss is inherenﬂy marked by emotional While each fomi|y's journey Through loss is unique, the presence of
highs and lows, reﬂec’ring the Hucfuo’ring health of the ill parent emotional ups and downs is a common thread. Undersfonding
and the resu|ﬂng impact on the Fomi|y. \/isuo|izing and these patterns provides valuable insigh’rs into the emotional
unders’ronding this complex journey is crucial, as it allows for the landscape that families navigate, enob|ing more ’rorge’red and
identification of key moments where support is most needed, and empofheﬂc support. These insigh’rs are distilled into a two-part
the type of intervention that will be most effective. journey map that captures the emotional fluctuations and

highhgh’rs key quotes from interviews, oﬁering a vivid por’rroyo| of
For young children like Zoe, who are prone to ropid shifts in mood, the c|’10||enges and resilience that define this journey.

comprehending these emotional fluctuations is por’ricu|or|y
important. Children can transition quick|y from distress to
hoppiness, and their emotional responses are deep|y intertwined
with the We||—being of their parents. By mapping these fluctuations
o|ongsio|e the parent's journey, a more holistic view emerges,
reveo|ing the interconnected nature of their experiences.
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“Who is going to pick me up
from school or help me with

ding more time t hormework?"

“A lot of parents and teachers don't know
whether it's good to talk about it. Or maybe
it's better not to talk about it. Because it's for

“And that's very important when you take them in the ‘I knew she was sick, | knew she couldn®:

a lot of parents and teachers easier to just
stay in a happy vibe” -Drama Therapist

“Well, the most of the attention goes to the illness
of the parent and sometimes you forget that
there's a child in the family that also has needs
or concerns. They feel what's going on, even if
you don't say it.” - Netwerkcoérdinator Integrale

Kindzorg

HEAR ME OUT
| NEED YOUR SUPPORT
| NEED TO EXPRESS

“When a parent is able to hug the
children and touch the children.
Give them comfort in that way,

that's - Drama Therapist

process and when it's possible, let everything see
beforehand. So, it's not overwhelming at the moment
with a lot of people and everything nearby”
Netwerkcoérdinator Integrale Kindzorg

“Is he going to die? No, no no we say no no,
no, no. He's only ill. He's not going to die.
Yeah. Well, of course, it is an option. Yeah, of
course, you talk about it." - Drama Therapist

that went on for a few weeks, she was just
sleeping at home. But it didn't reach me. She
said to me, “l cant even walk. why did you do
this?" -Lost their parent at age 5

“So tell them when you know the parent
is going to die, tell them. And sometimes
it helps when you ask them, what do you
think?” - Netwerkcosrdinator Integrale
Kindzorg

| NEED TO UNDERSTAND FOR MYSELF
= 1 AM NOT ALONE
| PLAY TO PROCESS

Figure 5(a): Representation of themes from interviews in the timeline
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2 ~——IIl parent is not getting better ——-"— Il parent dies I Family discusses ’L Slowly understanding -
| 1
E what has happened

the funeral

ether it's in her heart, your memory or for
eal, | think within, the energy will always be
with her...That is a very important factor in

“Try and provide a wa
positive state of mind abou

“Your connection

i} her healing process.” - Drama therapist Share positive stories, nice things to life. That connection ¥
There are a lot of feelings, a lot.of tlemoﬁons. To put a hear. Do little things that make them  never die.” -Lost their
word on that within the sea of | don't know how many “Reading is a very safe way, for also parents go into a positive world. Create little parent at age 5
. . emotions there are. Chaos. So, within the the mind of and children. It gives words. Yeah, so you moments of jo Lost their partner
Well, children have a lot of each child, that is important.”- D therapist \i v K
. portant. - Urama therapis don't have to look for your own words you when they had a young child

imagination and possibilities. So,
when you don't tell them the truth,
they will make it on their own and
it's very important that you stay
close to the facts and it will help.” -
Netwerkcosrdinator Integrale

“| work a whole lot with duplo.... But
when it can be placed on a table. So
it's a small enough to put on a table.So
a child can look at it, that is important.
So the child can experience a certain
amount of distance, emotional distance
to the situation”- Drama therapist

don't have to talk about how you feel."-
‘I still didn't know what emotions are  Drama therapist

‘qssocmfed with this. | was frustrated.

No one cared about me. | locked
myself in the bathroom for 3-4 hours
and didn't want to come out. | didn't
know what to do. | was just stuck
there."- Lost their parent at age 5

“The sooner the better theres no point
pushing this away
Maybe the initial months is when | would
have liked to talk about it" - Lost their
partner when they had a young child

‘| wasn't able to ask for
that comfort and care” -

Kindzorg Lost their parent at age 5

HEAR ME OUT
| NEED YOUR SUPPORT
| NEED TO EXPRESS

| NEED TO UNDERSTAND FOR MYSELF

| AM NOT ALONE
| PLAY TO PROCESS Figure 5(b): Representation of themes trom interviews in the timeline



DISCUSSION

1. HOW?DO CHILDREN UNDERSTAND DEATH AND
LOSS:

a. WHAT IS THE GRIEF THAT IS ASSOCIATED WITH
THE LOSS OF A LOVED ONE? HOW DO
CHILDREN EXPRESS THIS GRIEF?

b. HOW IS THE CONCEPT OF DEATH EXPLAINED
TO CHILDREN?

While children may not fu||y understand what death means, ’rney
are able to sense that it is a significon’r cnonge in their lives. Their
undersionding varies based on factors such as age and family
dynomics. Younger children, like Zoe, may perceive death as a
temporary absence and may express confusion, fear, and sadness
when faced with the illness or death of a loved one. For this
reason,a choice was made to work with 3—5—yeor—o|d children. It
was a persono”y intferesting cno“enge fo use p|oy as a medium to
support young children who have a different undersionding of
death compored to adults.

The grief experienced by children io||owing the loss of a loved one
can manifest in various emotional and behavioural responses.
Children may express sadness, anger, confusion, and longing for
the deceased individual. Their grieiC may be expressed ihrougn
behaviours such as crying, withdrawal, acting out, or regressing to
earlier developmental stages. These expressions of grief are often
influenced by the child's age, persono|i’ry, re|oiionsnip with the
deceased, and the support Tney receive from caregivers and their
social environment.

The journey of undersionding loss is not filled on|y with lows;
families often recollect stories of their times iogeiner and find joy
in discussing their favourite memories. These memories could be
itunny stories or neor’r—worming ones, bringing back hoippy
emotions and shared joy.
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Exp|oining death to children requires sensitivity, nones’ry, and age-
appropriate communication. Caregivers are advised to use clear
and direct |onguoge fo convey the bio|ogico| aspects of death,
ovoiding eupnemisms or ombiguous pnroses that may confuse or
i[rign‘ren children. Providing factual exp|onoiions about bodi|y
functions, such as the heart stopping and the body no |onger
qunciﬁ]oning, can ne|p children understand the pnysico| reci|i’ry of
eath.

2. HOW DO CHILDREN COPE WITH LOSS?
a. WHAT IS NEEDED TO HELP CHILDREN COPE WITH
LOSS?
b. HOW DO PROFESSIONALS HELP CHILDREN COPE
WITH LOSS?

Children begin to cope with loss by rno|<ing sense of what has
noppened to them in their own way. This can be a conitusing fime
with a sea of conitusing emotions but supporting them in
expressing and moking sense of the story is part of the journey.

The themes identified encompass a |orge part of the children’s
needs during this period. These themes cover their need to be
heard and suppor’red. Tney also cover their need to express,
understand for themselves and not feel alone. Fino”y, it covers
their |onguoge of communication and processing: play.

Common|y in ineropy, s’roryie”ing and p|0|y is used to exp|oin
ihings to children. It is a safe way that gives children the distance
ihey need. It also gives them control to express and experiment in
ways that Tney want to in order to understand for themselves.



HOW CAN | HELP A CHILD COPE WITH PERSONAL
LOSS IN AN INDIVIDUAL WAY?

While this question is answered in upcoming sections of the
report, an imporftant |egrning from the research pngse was the
switch from coping in an individual way fo coping rogerner as a
i(grni|y4 anough all the research, it was clear that the rgmi|y had
a very important role to |o|ciy. Both H’irougn conversations with
professiono|s and ’rnrougn |i’rergrure, it was evident that the
support of the i:gmi|y is murug||y beneficial to both children and
parenfts.

While derining the prob|em, it became apparent that viewing the
i(orni|y unit as a sing|e entity is essential. Focusing so|e|y on the
patfient as an individual can neg|ec’r the rest of the fomi|y and fail
to provide a holistic gpproocn fo care. Simi|or|y, concentrating
on|y on the children can exclude the parents, who are also
grieving and need support. The i(cirni|y is one care unit and is best
addressed and supported as a whole. It is imperative to recognize
that when a patient is involved, their families are equo||y involved
and should be treated as a cohesive system fto ensure
comprehensive care.

This question is hence changed to be "How can | support a child
to cope with personal loss together with their families?”

WHAT DOES THIS MEAN FOR THE DESIGN PHASE?

Hign|ignring the needs identified in the research phose makes it
clear what essential elements must be incorporg‘red info my design,
sngping my design drivers. The feedback from the drama
‘rnergpisrs indicated that the producr should be a tool for home
use, rather than a therapy tool. One comment stood out: ‘I really
think | should not be the one inrerfering within your fomi/y, get my
book and leave me out of your fgmi/y because you can do it you
can do itl Just talk.” This underscores the importance of
empowering families to navigate their own experiences without
external intervention.
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The research phose also ne||os define the scope of the project well.
For instance, it has |'ie|ped c|oriry goor|s of the project by giding
some decisions such as the age group of the children and on
oddressing simple grief, This ensures that the final product is
focused and effective, catering to a well-defined audience and
their pgrricu|or needs.

Incorporating more positive elements into the design is crucial. As
discussed, snoring and discussing memories ’rogerher as a family is
a significgn’r source of joy during the coping journey. Integrating
this aspect of positivity info the producr can turn it info a positive
experience for everyone involved. Incorporating these positive
elements can transform the producr into a tool that not on|y ne|ps
children cope with loss but also preserves and celebrates the
cherished memories and stories of their re|o’rionsnip with their
parent. This holistic opprooch ensures that the producr supports
the child ’rnroughou’r the entire grieving process.

The journey map deve|oped during the research pnose ne|ped
iden’riicy the best point for the produc’r to intervene: before the
death of the parent. This tfiming provides closure for everyone in
the itomi|y and initiates the coping process earlier. The pnose | am
most interested in focusing on is when the parent is sick, during
that window of emotional fluctuation and limited care given to the
children. This addresses a blind spot in the current system, o||owing
the parent to still be involved. Addi’riong”y, | envision the produc’r
as sornerning that can be revisited after the parent dies, he|ping
children relive their times with their parent and continue the
neo|ing process.



DEFINE

This chapter dives into the design goal. It starts with
the method used to form the goo| and then introduces
the design goal. The themes formulated in the previous
section are translated to form design drivers that help
achieve the goo|. These are used to drive the
envisioned scenario which is presenJred at the end of
this chapter.




GOAL DEFINITION APPROACH

©

THE GOLDEN CIRCLE APPROACH

Translating the themes that were discovered
Through the research phose tfo a goo| and design
drivers was challenging.

One way to define the goal is the Golden Circle
approach. The Golden Circle helps us understand
why we do what we do.(The Golden Circle - Simon
Sinek, n.d.)

It involves defining the "Why' the 'How" and the
‘What' of your goal. The Why highlights the
motivation for the design. The How highlights the
qualities of the design and the What outlines
details of the design itself.

This framework allowed freedom while still making
things concrete enough to promote creativity with
ideation. It also translates the key learnings from
the research phose fo a concrete produd vision.
Refer to Appendix A4 for the evolution of the
design goal.

HOW?

WHAT?

Figure 6: Sinek’s Golden circle
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DESIGN GOAL

WHY?

| want to support parents and children
to support each other in coping with
|osing

HOW?

By moking persono| sense of what has
hoppened ’rhrough p|oy and sToryTe”ing,
o||owing them to o|ign and begin to build
a story Togefher

WHAT?

By designing a produd ‘rhey can engage
with Jroge’rher, o||owing them to start to
create a story before the loss of a
parent to serve as a re-tellable, constant
story Through the coping journey




DESIGN DRIVERS

Ay

FOSTER BONDING

Actively create opportunities for
parents and children to bond and
spend fime together

HEAR ME OUT

| AM NOT ALONE

PROMOTE STORY SHARING

Encourage everyone to actively share
their stories and build stories together

| PLAY TO PROCESS
| NEED TO EXPRESS

PROVIDE CONSTANT SUPPORT

Be present and act as a sense of
constant support ’rhrough the coping
journey

I NEED YOUR SUPPORT
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INVITES PERSONAL MEANING
Encourage individuals to find their
own interpretations and significance
and meaning in stories

| NEED TO UNDERSTAND FOR MYSELF

EASY DOES IT

Make it effortless for parents to
engage and participate in
between their hectic schedules

I NEED YOUR SUPPORT



ENVISIONED SCENARIO

VERY TLL

Ups and Downs ] il parent’s health dips

Figure 7(a): Envisioned scenario

After |eqrning that there is no cure for the cancer,
Zoe's mom and the fomi|y decide to make most of the
time they have left. The product is a tool that is
designed to support them through this journey. It
facilitates the creation of memories and afttempts to
capture the story of their re|o’rionship.

Zoe and her parents spend time together with the
product which gives them an easy activity that fosters
bonding. They create something together and can look
back at it at anytime to relive their memories and their
personal story.

Through the journey of this activity, they also share
stories, relive their experiences together and create new
memories ’rogefher.
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After Zoe's mother dies, Zoe is heartbroken. She does
not understand what is hoppening. She does not know
what all of this means, but she remembers her time with
her mother. She remembers all the times ’rhey p|oyeo|
’roge’rher and |ougheo| ’roge’rher.

She pulls out the product and looks back at it. She looks
at their memories ’rogefher and finds a connection to her
mother there. She sees their story together. She holds it
close to her and thinks about her mother.

Every day, all she wants to do is be with her mother. She
finds some comfort and support in |oo|<ing back at the
product. Re|iving those memories make her smile. These
memories are valuable, and she understands her
re|o’rionship with her mother in her own way and
interprets the messages her mother has left her.

Mo ditd YO upn
SRl iy

~—1ll parent is no getting better ———————I|-ll parent dies———|l———Family discusses memories

Figure 7(b): Envisioned scenario

I Slowly understanding
what has happened
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DEVELOP

This chapter details the ideation phase and the
development of the final concept. It begins with a brief
overview of the ideation gpprogch, followed by a
presentation of three main concepts generated during
this pngse. A co-creation session was conducted using
these three concepts and ’rney are presenred as
storyboards of the concepts with annotations on the
images. The cngp’rer concludes with the converged
concept that emerged as a result of the co-creation
session. |t covers the details of the product, use-case as
a s’rorybogrd and the prototype. It ends with a self
evaluation of the concept as a precursor to the next
cngprer.

While the final concepts, co-creation and converged
concept are covered in the main body of this chgp’rer,
more details of the ideation phase in the form of
brgins’rorming ske’rches, intermediate concepts and
profotyping can be found in Appendix A5
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IDEATION APPROACH

INITIAL BRAINSTORMING

At the start of the process, engaging in
brainstorming was found to be helpful, as it
cleared up some of the ideas that were
clouding perspective.

‘HOW MIGHT WE.?” QUESTIONS

2 Upon comp|eﬂng the research phose, a more
° ., purposefu| method of ideation was pursued by
: breaking down the design goal into "How
might ..?" questions. This approach generated
several smaller ideos, which were then
combined in various ways fo form more
comp|e’re concepts. These ideas were

subsequenﬂy mopped out to assess their value
o|ong the journey map.

= CLUSTERING

2% All the ideas genero’red from broins’rorming
A A and the "How might |.." questions were
clustered. This allowed for the identification of
QD several distinct idea directions to exp|ore
further.

Figure 8: Ideation through How Might We questions



REFLECTION, IDEATION AND CLUSTERING

Following an initial round of idea clustering
and reflection, it became apparent that many
of the ideas were quite similar. To foster
greater divergence, another round of ideation
and c|us’rering was conducted, occomponied by
|ow—Fide|ier prototyping. This Opprooch he|peo|
generate a broader range of ideas and refine
the concepts further.

CONCEPTS

Following the divergence in the previous
iteration, the focus shifted to convergence.
Three concrete concepts were developed and
each was pro’rofyped to evaluate their
poJrenJria| and effectiveness.

PILOT CO-CREATION

With three concepts in hand, the next step
involved seeking feedback from a professional in
the industry and engaging in a collaborative
creation process. A pilot co-creation session was
conducted to refine the main session and ensure
its effectiveness.

Participant
The pilot co-creation session was conducted with
a non-IDE student.

Time
Tl’]e SeSSiOﬂ |OSTed ] hour

Materials
. SToryboords of every concept
« Low-fi prototypes of every concept
+ Prompt questions
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« Audio recorder

« Consent forms

« Additional blank sheets
« Post-its

« Markers

Methodology
The session was set up as follows:

+ The project and design goal was introduced

« The concepts were shown one by one with the prinTed out
storyboard and prototypes. The participant could engage with
the proftotype and ask any questions about the sToryboord

+ The participant was encouraged to think along with me on
the product and what could be different, what they liked,
what they would do differently. They made additions to the
storyboard sheets by writing over them.

« When the participant did not have anything to add, question
prompts were presenTed, encouraging them to think o|ong
specific directions.

« When once concept was comp|eTeo|, the next one was
presenfed‘

« When all three concepts were covered, the participant was
asked for an overall impression and what they would like to
preserve about each concepft and if They had any further
thoughts or would like to think of an entirely new idea
Toge’rher‘

+ The session concluded by thanking the participant for their
fime.

Learnings
+ The question prompts were instrumental in guiding the
process.
+ Key insights included the importance of allowing more time
for individual reflection before introducing concepts
+ Improving time management for the final co-creation session.



CO-CREATION WITH AN EXPERT

Participant
The main co-creation was set up with Romy van den
Booren, Netwerkcosrdinator Integrale Kindzorg.

Time
The session lasted 1 hour 15 mins

Materials and Methodology

The setup and materials were similar to those of the
|oi|o’r test, with the exception of oskmg participants for
their Jrhouthrs before in’rroducing the concepts. After the
co-creation session, more space was provided for
collaborative idea generation. All additions to the
concepts were made direc’r|y on the s’roryboard sheets.

REFLECTION AND INDEPENDENT IDEATION

After co||oborofing with the expert, independen’r
ideation was pursued fo integrate the s’rreng’rhs of
previous concepts with new insights gained from the
expert. This led to another round of prototyping,
followed by reflection and refinement to simp|hcy the
concepft and enhance its effectiveness.

LOW-FI PROTOTYPING

Goal

The goo| of the low- fi prototype was fo c|orify details
of the concepft and idenJriFy the best method of creating
a |'1ig|'1er fidehfy prototype. It was used to finalize the
dimensions of different parts and iden’rh(y the best
material for the next prototype.

Materials
The primary materials used for this prototype was
cardboard and cellophane sheets.

Figure 9: Co-creation
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MID-FI PROTOTYPING
Goal

This prototype was created for the first evaluation. For this
evaluation, the prototype was infended to be left with a
fomi|y for a few doys hence it had to be robust, self
sufficient and work as the envisioned concept would.

Materials
P|ywooo|, Acetate shee‘rs, magnets, adhesive sheets

Methodology

Parts of the profotype were laser cut and others were
‘rroo|i’rionc1||y machined. The rest was hand made since on|y
one piece needed to be made.

\\\

Figure 10: Traditional wood prototyping with a band saw o :
Figure 11: Prototyping
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CONCEPTS

CONCEPT 1: FEELINGS OF WARMTH AND LOVE

CREATING THE STORY OF YOUR RELATIONSHIP

The parent and child make a quilt together based
on some prompts.

The product contains quilt squares with Velcro on
all 4 sides. Each quilt square contains a prompt on
the back. A prompt is a small sentence to inspire
the parent and child to create something, for
instance, This is my family’ or This is what | like to
do with my mum’. With these prompts in mind the
parents and child together try to depict this prompt
with felt stickers present in the kit.

Once all the quilt squares have been completed,
’rhely all join together through the Velcro and form a
quilt.

After the ill parent has died, the child can hold on
to this blanket and remember their stories and
melmories together that they documented on the
quilt.

Quilt squages

! S GRS B | i‘wms : v \\(’ Q
ﬁﬂrﬁ felt stickees 2 ‘; & ! M\ig

Figure 12: Concept 1 : : é V‘ M

Figure 13: Concept 1 Prototype
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CO-CREATION WITH THE EXPERT

TV o gt semy
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\ ‘ AREAS OF IMPROVEMENT

CONCEPT POSITIVES

@) DESIGN INTERVENTIONS

Figure 14: Concept 1 co-creation



DEVELOP|45

CONCEPT 2 : ALWAYS BY YOUR SIDE
TELLING THE STORY OF YOUR RELATIONSHIP

Pawns hold hands A bedﬂmhe s’rhoryhlboEk Lho’r can unfold iﬁfo a board
0 game. They highlight that no matter what, your

}l parent will be by your side.

This message is a little more exp|ici’r in the story,

emphosising messages like ‘even when you cannot

see them, your parent is by your side’.

The board game attempfts fo represent the book in

a symbolic way. For instance, if the book says ‘even

when you cannot see her, mom is by your side’, then

’rhey board game migh‘r have a tunnel where a

) p|c1yer is not visible but is still p|c1ying. Addiﬂono“y,

Mag‘nehc sheefs the players” pawns hold hands throughout

Bedtime STO"\‘j vook gameplay. This means that when one player goes in

front ’rhey all go ahead Togefher and if one p|oyer

has to take a few steps back, ’rhey all go back

’roge’rher‘ This re-emphosises the message that They

will C||WCIyS be ‘rogefher, ’rhrough good times and

bad ones.

The book and board game ’roge‘rher s’rrengThen

each other’'s message.

1 boapd game

Figure 15: Concept 2

Figure 16(a): Concept 2 prototype Figure 16(b): Concept 2 prototype
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CO-CREATION WITH THE EXPERT
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CONCEPT 3: MEMORIES ARE TREASURE
REDISCOVERING STORIES FROM YOUR RELATIONSHIP

Co||eching memories like treasures.

The parent p|oces stickers on objec’rs of meaning
from their re|oﬂonship. For instance, a toy They liked
p|oying with or a book ’rhey liked to read. Children
are given a scavenger hunt card with all the stickers
They have to find. Children go around the house
finding these "treasures’.

When the child finds a ‘treasure’, they come back to
their parent with it and their parent tells them a
story about it. That story gets recorded in the box
and the ‘treasure’ goes info the box.

The child can revisit their treasure chest at any
point and revisit their treasures and listen to the
stories their parent told them about their
re|oﬂonship.

h]gckegs on objed' s

sgi;)ﬁnd stickers
Oo\®
S\

b‘mgo st 3Ie scavengeg

(\)la:,a\ole
vutton

Yagent nagpate stopies

hurt cagd geasupe chest
Figure 19: Concept 3 avout the Teeasupes T h
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CO-CREATION TAKEAWAYS

GROWING WITH THE CHILD

An inferesting proposition from the co-creation process was the
possibi|i’ry of boving the produci grow with the child. Since the
parent may not be able to watch the child grow and be with
them ’rbrougb milestones in their life, the produc’r could present
the opportunity for the parent to leave messages that the child
receives in the future. A|ierno’rive|y, the child could discover
new aspects of the produci as iney grow up.

CREATIVE INCLINATION OF DIFFERENT CHILDREN
Some concepts re|y on the creative inclination of children. It is
important fo note that not all children are creo’rive|y inclined.
A child who is not poriicu|or|y creoiive|y inclined may not be
Wi||ing to participate in a creative activity.

ATTENTION SPAN OF YOUNG CHILDREN

Fo||owing the creative inclination, another consideration to be
made is the attention span of young children. Children may
not want to sit for too |ong o|oing a sing|e activity, whether it is
a creative task or a board game. The activity needs to be
flexible and allow children to stop midwoy if ibey are no
|onger interested.

USE OF PLAY IN CONCEPTS

P|Oy is a great way to involve the child. Different children
enjoy different types of p|oy. Some prefer active p|oy where
Tney can run around and engage in pnysico| activities, while
others enjoy board games and puzzles. A||owing inferaction
through different kinds of play might appeal to a wider
audience of children.

METAPHORS AND THEIR COMPLEXITY

Some me’rgpbors are better suited for young children than
others. For instance, the me’ropbor of memories as a treasure
is easier for children to understand than the meiopbor of
characters bo|o|ing hands. The message of a parent always
being with a child migbi be difficult for a child to grasp since
it is not |iiero||y frue.

PARENTS AND THEIR INVOLVEMENT TOGETHER

A concept that also brings parents ’rogeiber to discuss
memories is a gooo| addition to any produc’r. In this process,
parents also begin tfo cope with the loss of a partner and are
able to express their needs and fee|ings to one another.

WHAT DOES THIS MEAN FOR THE CONCEPT?
Recognizing the importance of the product growing with the
child, the design is shaped to include features that evolve over
time, future messages from the parent. Undersionding the
diverse creative inclinations and attention spans of children
leads to incorporating flexible, engaging play activities and
providing more than one option such as scavenger hunts and
board games. The use of simp|e, relatable meiopbors ensures
the concept is accessible to young children. Fino”y,
empbosizing parental involvement by encouraging shared
memory—moking activities ne|ps address the holistic needs of
the forni|y, fosiering mutual support and coping during
difficult times.
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CONVERGED CONCEPT

The converged concept is a modification on concept 3 with some
elements from concept | and 2 added to it based on the co-
creation session. The core of the concept converged on lies in the
creation of memory tiles.

A memory tile is a wooden block with a small transparent case in
the front and a frame at the back. The front of the block also has
some boordgome spaces that he||o turn the tiles into a boordgome.
The product comes with eight such empty memory tiles.

The produd also comes with a set of 20 prompt cards which serve
as letters the parent leaves for the child. These prompt cards have
a small heading which is the prompt and space for the parent to
write in.

The parent picks a few of the prompt cards and writes in them and
slides it at the back of the tile(figure 21).

The prompts on these cards reflect on various different aspects of
the parent and child’s relationship such as daily activities like
games They like to p|oy, songs ’rhey like to sing or deeper aspects of
their relationship such as things that make them think of each other
or something they are proud of their child for.

Some of the prompt cards are aimed at the future, for instance for
the child to discover on their 18th birthday or wedding. This gives
parents the chance to leave something behind for milestones in the
child’s like that they may not be around for.

In the front of each tile, there is a small transparent case. The
parent then puts some pictures, souvenirs, toys or objects that
relate to the letter at the back in the small box in the front.
This is how a memory time is created. (figure 21)

Based on the child's age and personality, the parent can choose to
play with the memory tiles in different ways.

They can have a scavenger hunt with it where the child has to find
the memory treasures. On finding the treasure, they talk to their
parent about what is in the tile and discuss the memory together.

>

'Ai-%;w' 4
/P
————
Figure 21: Converged concept- working

DEVELOP|50

/N
Somathi
ek

Figure 22: Converged concept prototype
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the memory tiles.

To assemble the boord, 6-8 memory tiles are joined ’rogeiher to _ W/mo& Yokens

create a personal board game. (figure 23). J
t@o®

Before beginning the game, every |o|oyer picks a character to

be their pawn. Each pawn has a magnetic back surface. c®
The p|oyers start at the first space. Every p|oyer rolls the dice ! Q) © ® \

to move forward in the game. i '

There are two types of special spaces in the game(Figure 24):

« The memory capture Figure 23: Boardgame
+ The nightmare pirate

Another po’ren’rio| way to |o|oy with the tiles is ’rnrougn a - —
boordgome. The goo| of the boordgome is to take a walk / @ ’ ’ @ ‘ l 6) 1 ®
inrougn memory lane ’rogeiher and recollect the memories in _/ ‘

Memory capture: Every space with the small
camera on it is a memory capture space. On each
of these spaces there are a few memory tokens
placed.

A memory token is a small magnetic disc that can
be earned if a player lands on the memory capture
tile and says some’rning about the memory in the
corresponding memory tile.

When a memory token is eorneo|, it can be stuck on
the magnetic back of the player’'s pawn.

Nightmare pirate: Every space with a small pirate
on it is a nign’rmore pirate space. When a player
lands on a nignfmore pirate space, they can
defeat the pirate by p|ocing a previously collected
memory token on him. If the player has no tokens,
they must go back to the last memory capture
space.

The presence of the nighfmore pirate gives players
an incentive to share and collect tokens.

Figure 24: Boardgame prototype
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The game facilitates the recollection of memories in a natural and Finally, The entire product is packaged as a treasure chest (figure
organic way, encouraging |o|oyers to share their stories and 26). This is meant to convey the message that your memories are
moments ’roge’rher. It aims to bring the Fomi|y closer, o||owing them your persono| freasures.

to relive the story of their re|c1’rions|’1i|o without putting pressure on
parents to o|e|ibero’re|y create or share specific memories. The
design ensures that the natural flow of gameplay achieves this
goal.

However, as a board game, it may limit some of the imaginative
elements that children often enjoy and that could be beneficial in
their coping journey. Instead of Focusing on imaginative p|oy, the
game aims fo transform their shared story info an engaging and
exciting experience. While this opprooch has its merits, tests will
reveal if it is engaging enough for young children.

Figure 26: Treasure chest prototype
Figure 25: Prototype game play
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Figure 28: Converged concept prototype




DISCUSSION

CONVERGED CONCEPT DESIGN GOAL AND DESIGN
DRIVERS: A SELF EVALUATION

During the ideation pnose, | decided to narrow the focus of the
design goal. The topic of personal meaning-making is complex,
and the project timeline did not allow for an in—dep’rh exp|orgiion
of this aspect in young children. Instead, the focus shifted to
creating stories of the re|g’rionsnip between parents and children,
which satisfied most of the design goo| and design drives and
more irnpor’rgn’r|y, would ne|p in the coping journey of a young
child and their Fgmi|y.

|nirig||y, the concepts were quite rigid, offering limited
inferpretation by the i(grni|y. However, as the ideas progressed,
they evolved to allow families more freedom to create and
document their own stories in persong|ized ways. A|i|’ioug|'i this
gpprogcn does not icu||y facilitate persong| megning—mgking in the
context of death, it provides a starting point for creating a re-
tellable story of their re|g’rionsnip and a consistent element
’rnroughou’r their coping journey. Further evolution of the concept
occurred through the co-creation process. Expert opinions helped
idenrify the most critical aspects of the concepts, g||owing for the
combination of these elements into a cohesive final produc’r.
Revisiting the design drivers as a method of self-evaluation, the
concept creates opportunities for families to bond and share
stories. While the support it offers comes in the form of ’rgngib|e
records of memories, it is designed tfo stay with the itdmi|y even
after the death of a parent. The produc’r does not exp|ici’r|y address
death or loss but instead focuses on the positives in the journey.
While it allows parents and children to form their own
interpretations of their re|oiionship, it does not deep|y exp|ore
megning—rngking in the context of loss. Fing||y, one signiiicgnr
challenge is the product's setup, which requires effort to create
each memory tile. While modu|griry allows for incremental
progress, each tile takes some time to make.
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DESIGN DRIVERS REVISITED
FOSTER BONDING

Aciive|y create opportunities for
parents and children to bond and
spend time ’rogerher

AD)

\ /
<>\¢/¢ PROMOTE STORY SHARING

Encourage everyone to gc’rive|y share
‘ I their stories and build stories Toge’rner

PROVIDE CONSTANT SUPPORT

Be present and act as a sense of
constant support rhrougn the coping
journey

INVITES PERSONAL MEANING
Encourage individuals to find their
own interprefations and significgnce
and meaning in stories

N/
EASY DOES IT
Make it effortless for parents to
~ engage and participate in
between their hectic schedules

&

Does not satisfy Satisfies
design driver design driver



DELIVER

This chapter covers details on the evaluation of the
concept discussed in the previous chapter. It then dives
into how the evaluation shaped the final concept and
covers the details and prototyping of the final concept.
The chapter then reimagines Zoe's story with the final
concept and how it would p|oy a role in Zoe's coping
journey. The chop’rer then concludes with some
recommendations for the concept and a discussion
answering the initially proposed design question.




EVALUATION APPROACH

Goals
The goo| of this evaluation was divided into three sections.

7

Z,

OBSERVATION AND INTERVIEW

Participants

A family with healthy parents and two children aged
four and eign’r.

A conscious choice was made to test the produc’r
with a family with all healthy individuals instead of a
itgmi|y with a serious|y ill parent. This was done for
fwo reasons. Firs’r|y, the concept designed was not
limited to families with illness. It was a produci that
could be presen’red tfo any i(orni|y as the main focus
was memories and their time iogeiner. Second|y,
families with serious|y ill parents are a very sensitive
testing group and an area that falls out of my area
of knowledge. As someone very new to this area of
siudy, it was not a good idea to get involved in a
sensitive target group without professiono| support.

Time

The prototype was left with the fomi|y for them to
interact with it and get comfortable with it for five
days.

The observation and semi-structured interview five
days later lasted 1 hour and 15 minutes.

Materials
+ Prototype
+ Instruction manual- product
+ Test instructions
+ Consent forms
+ Semi- structured interview script
+ Notepad
+ Audio recorder/ phone

Me

DELIVER| 57

The message: \/o|ido’ring if the message behind the treasure
chest comes across c|eor|y, vo|idoiing the c|ori’ry of the
me’rophor

Proc’rico|iiy: \/o|idoiing if the itomi|y is able to capture the story
of their re|oiionsnip with the produci, |eorning what the child
needs more help with and where they are able to engage
independently, learn about the child’s interest in engaging with
the produc’r, learn which elements of the produci are very
dis’rrociing or take focus away from the goo|s.

Materialization: \/o|id0|’ring the choice of material and shapes
and structures of different components of the produci.

thod

The prototype was delivered to the mother, occomponied by
an instruction manual. The dei|y was asked to interact with
the produc’r at their own pace.

After five doys, a i(o||ow—up session was conducted, which
included an observation session and a semi-structured
inferview.

The session begon with the parent providing initial impressions
and feedback, lasting about 15 minutes.

This was followed by a 30-minute observation session where
the parent and children were observed p|oying the board
game. During this time, as the observer, a passive presence
was maintained, noting the children's engagement, distractions,
and any guestions that arose.

The session concluded with a semi-structured interview itocusing
prirnori|y on the parent's experiences, with occasional input
from the children. The interview was recorded for ono|ysis, and
the recording was deleted after processing. The insighis goined
were used to iden’riicy areas for improvement in the profotype
and overall concept.



EVALUATION TAKEAWAYS
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FILLING IN THE MEMORY TILES

The initial design envisioned the tiles to be some’rhing
the parent filled up and left behind for the children.
During the test, the parent mentioned that ’rhey did
not want to fill up the tiles by herself and rather
wanted it to be a fomi|y activity. The parent even
mentioned that there was a lot of emotional value
from fi”ing in the tiles ’roge’rher. They created more
memories ’rogefher and also shared old ones. They
shared Jrhings important to each other ’roge’rher and
it gave rise to very meoningfu| tfimes ’rogefher, When
the children were asked about this, ’rhey also
mentioned that ’rhey liked finding pictures and
drowing some little pictures out fo put in the tiles.

It was also poin’red out that since the children had a
shorter attention span, They could fill up one or two
tiles and then stop. It was good for the tiles to be
separate and independen’r of each other.

However, the fomi|y did encounter some proc’rico| v
hurdles. Firsﬂy, ’rhey were unable to find relevant
pictures or items for each of the prompfts ’rhey picked.
These were still very important memories to them,
and They wanted to write in the prompt cards. They
felt that the written part of the card encopsu|o’red
the memories well enough and did not necessarily
need the box for every card. However, for some of
the other prompfts, They had some great pictures or
souvenirs fo put in. They wanted to find the righT
balance here. Secono”y, each of the memory tiles has
a part of the board game on it. The Fomi|y however,
was not sure what it was meant for until Jrhey |o|oyed
the game. They on|y felt like They had used the
produc’r fu||y after ’rhey p|0|yeo| Jrhey game. It did not
feel like a choice.
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GAMEPLAY

The parent and the children were engoged and
excited about the game. The children were very
excited about picking their characters and |ono|ing on
tiles with memory tokens and pirates. The parent
mentioned that even for them, the poyoﬁ was good
and so’ris{ying to be able to use the tokens again in
the game.

The older child(8 years old) was able to p|0|y more
independenﬂy and was able to share immedio’re|y
when ’rhey reached a tile with a memory token, but the
younger child (4 years old) had to be promp’red more.
The game is somefhing that the entire family needs to
engage with Togefher. It is unlikely that the children
pic|< it up and |o|oy on their own.

The parent mentioned that one Thing she reo||y liked
was the fact that this was a game about them and
their memories and times ’roge’rher. She said that it
was like furning their photo wall into a board game
’rhey could relive, and she re0|||y enjoyed that aspect.

The game overall promotes shoring ’roge’rher. When
one person shares, They all tend to do so. They all re-
look at ’rhings ’rhey wrote or put inside, Jrhey are
inclined to share, sing and |ough ’roge’rher.

TREASURE HUNT

The treasure hunt righ’r now did not have any
physico| component to support the gomep|0y. Some
suggestions were mentioned on the instruction book
but the fomi|y did not read it so the ¥omi|y did not
see it as a po’renﬂo| way fo engage with the produd.
Having a ‘rangib|e component as a part of the
product for it allows it to be noticed as a possibility.



FINAL PROTOTYPING
APPROACH

—
——

© @«

INCORPORATING FEEDBACK FROM
EVALUATION

Based on the evaluation feedback, odjus‘rmenfs were
made to the concept. This involved another round of
ideation focused on refining the different elements
of the producf and ensuring Jrhey fit Togefher
cohesive|y. Through this process, the final concept
was deve|opeo|, which was then reody for

profotyping.

LOW-FI PROTOTYPE

Goal

The goo| of creating this profotype was fto ftest the
basic mechanisms of produc’r such as simp|e
in’rer|ocking and Fif’ring of the different elements
Toge’rher, defining the scale and size of all the
elements to create a higher fide|i’ry profotype and to
understand the best way and materials required fo
make the higher fide|i’ry profotype.

Materials

Cardboard

MID-FI PROTOTYPE

Goal

The goal of this final prototype is two-fold. Firstly,
it is in future going fo be tested with real-world
families through the support of KIEZO. Secondly,
it will be used for publicity through the KIEZO

network and in their media.
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Materials
P|ywood, Acetate shee’rs, hinges, magnets, adhesive sheets for
custom stickers

Methodology

The memory tiles were created by laser-cutting and attaching a
few frames ’rogeTher with @ hinge‘ The fransparent sides of the
frame were created by corefu”y cutting acetate sheets to fit the
dimensions.

The treasure chest was also laser-cut and attached ’roge’rher‘
Handles and a latch were later attached.

The treasure hunt board was also laser cut and the Hogs were
handmade.

The boardgame was traditionally machined and attached to a
flexible cloth to allow it to fold easily and to allow flexibility while
playing the game as well. All the stickers were illustrated and
prinTed on adhesive sheets.



DELIVER] 60

FINAL CONCEPT

The final product is called Treasured Moments'.
Similar to the previous iteration, it is shoped like a
treasure chest to meTophoricc”y express that your
memories are your greatest freasure.

Treasure chest

Scavenger hunt

The treasure chest opens to reveal the fo||owing: flags

+ Eight memory ftiles

« An enve|ope consisting of prompt cards \

+ A board game and small box contfaining coins ‘
and pawns for the boardgame

+ A scavenger hunt bingo-board and eighT ﬂags

« Cards with instructions and rules

Scavenger hunt
bingo board 1

Yeompt cands

Memory tiles A sepies of capds fop

youg. loved ones

Boardgame

Figure 29: Final concept : all components



DELIVER| 61

MEMORY TILES

Each memory tile is a thick framed box with a fransparent centre.
The box can be Free|y opened and closed o||owing the fomi|y fo
put pictures, pos‘rcords, |eJrJrers, souvenirs, trinkets and the prompt
cards in them.

The space at the centre of each tile is designed fo perFecHy
accommodate pos’rcards, pictures and Polaroids.

The tile is independent of the boardgame to ensure that the
pressure on engaging with the board is lifted. The new design of
the tile also allows the prompt cards to be visible O|ong with the
other Jrhings kep’r in the tile to circumvent the proc’rico| difficulties
that were present in the previous iteration.

The tile itself is constructed with Wood, acetate sneefs, a ninge and
a magnetic strip. This ensures that the tile can be opened easily
but still holds every’rning in the tile without occiden’ro”y opening.
The wood construction makes the ftile s’rurdy and does not let it
breql(very easily.

The”ri|es come in empty and leave space for families to fill them up

’ro/ge’rner. Figure 30: Final concept: memory tile opened
/

Figure 31: Final concept: memory tile filled




PROMPT CARDS

The chest contains an enve|ope of 16 prompt cards. These
prompt cards have a small heoding which is the prompt and
space for the parent to write in. These cards cover four broad
fopics reﬂec’ring on various different aspects of the parent and
child’s relationship. The topic of a card can be identified by the
colour coded pattern on the border of the card.

Some of the cards are aimed at the fu’rure, for instance for the
child to discover on their 18th bir’rhdoy or Wedding. This gives
parents the chance to leave something behind for milestones in
the child’s like that ’rhey may not be around for.

The enve|ope also contains some blank cards if the fomily wants
to write about some’rhing that is not covered by the existing cards.

Figure 33: Final prototype: Prompt cards
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Caeds avout evea\\)da\\j
Thing‘s

Caeds fop. the Paaerd’

Caeds fop. us to pemember

oug. Times Tog‘efhea

Caeds fop. The futupe

Ha®

Figure 32: Colour coding for prompt card themes

I& This dways makes me Think. of you

w»

Figure 34: Prompt card sample

E——



FILLING IN A MEMORY TILE

Each memory tile is meant to reflect a certain aspect or story of
the fomi|y's re|oﬁrionshi|o with each other. To fill in memory tile,
the fomi|y chooses one of the prompt cards, writes in it Jroge’rher
and p|oces it in the tile. They can also add to the tile, by Findmg
pictures, poercords or trinkets that are associated with that
memory or story.

For instance, if the fomi|y took a memorable ho|io|oy Jrhey can put
in ticket stubs, pos’rcards and pictures from their frip 0|ong with a
prompt card.

The fomi|y can choose to fill in as many ever tiles as Jrhey would
like to at a time. The tiles can o|woys be added to or modified
eosi|y if ’rhey want fo.

Each tile is meant to be a framed encapsulation of a memory in
their lives that They can look back at.

Figure 35(a),(b): Final prototype: Filling up a memory tile
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BOARDGAME
Construction, Assembly and Parts
The boardgame is separated from the memory tiles
and comes as a separate attachment instead of
being part of the memory tiles. This gives the Fomi|y
more freedom to choose whether they would like to
engage with it or not.
The boardgame is made up of a few components:

« 4-6 Memory tiles

+ The board

+ Pawns

« Memory tokens

* Dice

To put the boardgame together, 4-6 memory tiles are

places together and the opened board is placed on
top to lock it into place.

The board is constructed to have back panels that fit
into the spaces in to memory tiles thus turning the
game info a seamless part of the tiles.

Game mechanic

The game stayed the same as that as the previous
iteration where the Fomi|y moves through a board
game of their memories together and shares these
memories to collect tokens and uses these tokens to
defeat the pirate.

From the evo|uoﬂon, however, it is possib|e to more
closely examine the gameplay for a 3-5 year old.
For a young child, the game starts with them
choosing a pawn. They have five different pawns fo
pick from. Once they pick one, they roll a dice and
their parent or sibling moves their pawn across the

board.

e —

Figure 37: Final prototype: board game assembly

Figure 36: Final prototype: board game components
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When they land on one of these tiles,

They get to pick a small token and stick it on the
Z?? back of their pawn. Their parent also ask them a
é small question about someThing ‘rhey do Togefher
_rlike, "What i h i v
ike, at is a song fthat mamma sings to your or
# “Can you show me your toy that you like to play
& o with me?” and they si h
L with me¢ and they sing a song or snow everyone
\ their toy and everyone c|ops and seems hoppy.

If ’rhey land on the scary pirate, everyone cheers
when ’rhey have a little token on their pawn and
says fhey defeat the pirate. They then put one of
3 the little circles from their pawn on the pirate.
Sometimes, when ’rhey have no tokens on their
| ) ,;\9\‘ back, the parent moves them to a p|oce with a
token and lets them stick it on their back and asks
them a small question again.

To a young child this game is more about someJrhmg the whole
fomi|y does Togefher. They need the support of their parents of
sib|ings to p|ay and the rules of the game are not necessori|y
somefhing ’rhey grasp eosi|y. They still have a good time but it is
not necessori|y because of their unders’randing of the game.

For an older child however(7-9 years), the game brings more joy
from the obi|i’ry to defeat the pirate with a token ’rhey have earned
earlier in the game, ’rhey also enjoy ro||ing |'1ig|'1er number on the
dice and Osking peop|e to share stories or osking them questions or
answering questions that are also posed at other participant.
While the game is not something for a 3-5 year old to
independenﬂy enjoy yet, it is somefhing Jrhey are |il<e|y tfo grow info
as ’rhey grow up.

Figure 38(a),(b): Final prototype: Game play



TREASURE HUNT
Construction, Assembly and Parts
In the previous iteration, the treasure hunt went unnoticed
because there were no ’rcmgib|e elements presen’red that
showed this game as a possible way of engaging with the
product. This iteration makes sure that it is noticed by
introducing some components like:

« Magnetic bingo board

.« Flags
The magnetic bingo board consists of 8 small magnetic pieces
with different illustrations on them. The illustrations match
those on the Hogs‘

Game mechanic

The game works like any other scavenger hunt where the
p|oyers have to go in search of the hidden treasures.

The parent places a flag in few of the memory tiles and hides
them around. The flag is meant to identify the tile even from
afar, it is brightly coloured and stands out from most settings.
The child is given a little bingo board, it contains pictures of
all the flags that they must find.
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Figure 39: Final prototype: Treasure hunt set up

Figure 40: Treasure hunt set up



The child goes around and finds these Hogs and
memory tiles and brings them back to their parent.
The parent and child can then discuss the memories
in the tile.

This game is envisioned to give the child more
freedom and the chance for more Fom’rosy p|oy. While
it is still not an opportunity in free p|c1y, it mighT allow
children to take on roles like a detective or someone
on a quest. They would take on that role and fry and
search for the tiles. It is a lot more active and Jr|'1ey
would go around and be excited every time ’rhey
discovered a treasure.

Figure 41(a). (b): Final prototype: Treasure hunt game play
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A|ong with all of the components there are three
cards which contain the instructions as well as
exp|oin what every‘rhing in the treasure chest is for
and what They do.

These are present to ensure that the producf can
comp|e’re|y stand alone and so the fomi|y can
navigate it without any issues.

The cards are separate from each other for a few
reasons. Firs‘r|y, it shows that both of the games are
independenf of each other, reinforcing the idea that
there is a choice and that ‘rhey can be done
seporo‘re|y.

Secono”y, it is aimed to improve the ease of reoding
and unders’ronding. The initial rule card for the
previous iteration was one |orger folded card with
the instructions for every component ’roge‘rher. While
there was no direct comp|c1in’r on this front, the
evaluation showed that improvements could
defini‘re|y be made to reduce any confusion on
where each of the rules were written.

Figure 42: Final prototype: Instruction cards
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They find pictupes
g TE PETUEES) ‘ N
Teinkets and rtel'lvﬁﬁl S J\ .= b‘
~ A
Theie memories / L
’rog\efhea (C

Childeen can
(e oding discover. letters

Childeen can PMJ The

scavengeg hunt game

in fufupe

Figure 43: Final concept storyboard
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ZOE'S STORY
REIMAGINED

This section goes back in time to the point where Zoe's
parents learnt about the illness, discovered that the
medicine was not having the desired effect. It reimagines
the story with the product in their lives and presents an
envisioned product use scenario as an alternate story of
Zoe's journey.




One day Zoe's mum was feeling very ill and
was l’)c:ving trouble breafhing, she went to the
hospital. Zoe was very scared. She didn't like the
hospifc:/.

The doctors said that medication was not
hoving the effect that they would have liked
and the cancer was spreoding to other parts of
the boc/y. Her doctor said that there was no
way to cure it and suggesfec/ that they look at
po//ioﬁve care. Zoe's parents were heartbroken
and made the decision to make the most of the
time they had left fogefher.
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The psyc:ho/ogimL that the fc:mi/y visited
recommended Treasured Moments' to them.
She said that it would allow them capture to
the story of their re/oﬁons/’)ip and stay
connected to each other.

Toking her oc/vice, the fomi/y broughf home the
treasure chest shaped box.



Zoe sat down with her mom and picked out her
favourite cards. She wanted to do the one
about their ho/io/c:y. The fomi/y had gone to
Spain sometime back and Zoe loved the beach.
Zoe started fe//ing her mom about the sand
and the shells on the beach and her mom wrote
it down. Her mom also wrote down her favourite
fhings from their trip. Zoe then wanted to draw
a ball and colour it because They p/c:yec/ with a
ball at the beach. They both sat down and drew
fogefher.
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Zoe was curious about the box and once H'wey
got home, the family sat together and opened it
up. They saw some wooden tiles, a boardgame
and some brightly coloured flags. Zoe really
liked the Hogs.

Zoe's father took out the instruction cards and
read them out to the fomi/y. He told them that
fhey could fry to fill up the tiles with some of
their memories fogefher.

Zoe was excited to fry it out. She liked p/oying
with new foys.
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They then wen fhrough some of the pictures
they had taken fogefher. Zoe loved doing this.
She liked pointing at her favourite pictures and
saying what she saw. Zoe picked out her
favourite pictures to put in the tile. She had also
pickeo’ up some seashells from the beach that
she wanted to put in the tile. They also had
some posfcorc/s from their frip and put all of it
in the tile

In a few days, Zoe and her mom had filled up
four tiles with different fhings.
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The next morning Zoe woke up and went back
to the treasure chest. She wanted to play with
the f/c:gs this time. Zoe's mom told her that she
would hide some of the tiles fhey made and
Zoe would have to find them. She said she
would put a little f/c:g in all the tiles she was
hic/ing and give her a board with all the Hogs
that she would have to find.

Zoe's mom then hid the four tiles that fhey had
made fogef/’)er, around the house.

Zoe was excited to go on a treasure hunt and
took her little mogmfying glass and set out on
an adventure. She ran around everywhere
frying to spoft all the Hogs on her board.
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Sometime later, Zoe found her first flagl She
F was excited and called out to her mom and
il said, "Look mal | found onel” Her mother
- helped her reach it and gave it to Zoe.

A
r(gm /\'\ 4 Zoe's mom asked Zoe if she wanted to know
% c what it said inside and Zoe said yes. They
) looked inside the tile and it was a tile about the
f 7 3 songs fhey liked to sing fogefher. They sang
their songs again as Zoe continued her quest of

finc/ing all the tiles.

0@
WIHL Gpl4



The weekend meant that everyone was home.
Zoe had been waiting to p/oy the boorc/gome
for a few dc:ys now. She ran up and broughf the
box.

The fcmi/y saft fogefher first Choosing their pawns
and sefting up the game.

Zoe's dad explained how the game worked to
everyone and H’)ey started to p/oy.

Every now and then someone would land on a
memory capture space and share a memory and
soon the mei/y was singing and /oug/’ying
fogefher.
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Zoe's mom couldn't always get up to play with
her. Some c/oys she was too tired and was
unable to get out of bed. Those c/oys, Zoe
would take a filled tile up to her bed and ask
her to tell her their stories fogef/')er, She would
ask her mom to tell her about how she pet the
cat outside their hotel in Spain or how she sang
a song fo her dad on his birfhdc:y.

Zoe's mom would sit up on her bed, hold Zoe in
her arms and tell her the stories from the tile
and show her pictures.
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A few weeks later, Zoe's mum’s health dipped
even more and everyone was very sad. A few
c/c:ys /ofer, she died. Everyone was heartbroken.

Zoe's dad spoke to Zoe and told her that her
mother had died. Zoe did not fully understand
what was happening. Zoe was confused. "How
can we get her back?” she asked "Does it hurt?”
Confounded by the depth of Zoe's questions,
Zoe's dad did his best to fry and talk to her.

-—\ﬁ He told Zoe about the funeral and Zoe wanted
" / fo bring the memory tiles she made with her
~ 7~ mother and sing a song that They sang fogefher

\,.\ \ for her.



When f/';ey came back home Zoe held on to the
tiles. She asked her father if They could p/oy

scavenger hunt again.
She went /ookmg for the tiles and when she found
one she saw a picture of her mother holding her

inside the tile.

She went back to her father and hugged him fighf.
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RECOMMENDATIONS

TESTING

Based on the feedback from the first prototype, some changes
were made, resulting in a new prototype. However, this new
version has not yet been tested. It is necessary to evaluate
whether these changes positively affect the interaction and
achieve the desired results. It would also be interesting to see
what new interactions and {eehngs the treasure hunt game brings
in.

The test was conducted with a family with healthy parents. While
the goal of ensuring that the prototype facilitates fomi|y bonding
and is engaging for children was met, the concept's effectiveness
in helping a child cope with loss has not been tested. Further

testing is required to assess how well the product supports children

in dealing with grief.

On a more practical level, smaller details such as the number of
memory tiles that offers an optimal experience would have to be
investigated. The present number (eight) is a result of one
evaluation session, noticing how long the fomi|y took to complete
one tile, ensuring it was not too time consuming yet gave enough
room to tell the story of their relationship. This number would
have to be tested again with a fomi|y with an ill parent as their
energy constraints are bound to be different.

Another important test to conduct is a test that lasts a longer
period. This would be to investigate a few things. First, to see a
child’s interaction with the product and see when and how they
use it. Second, to test the aspect of how the child grows with the
Iorodud and test if the cards for the future play a role in their
ives.

The tests with families with a seriously ill parent would be done
with the support of KIEZO and their psychologists, ensuring that
at any point they can intervene if necessary and offer their
support in any way needed.

DELIVER] 81

PRODUCT

Regarding the product, it is advisable to consult a psychologist to
further refine the prompt cards. Currently, these cards were
developed through personal reflection, references, and discussions
with an expert; however, they have not undergone a formal review
by a psychologist. An expert’s input could enhance the cards,
making them more impochcu| and aligned with the psychological
needs of children coping with loss.

For future iterations of similar products, further research is
necessary, particularly in understanding young children’s meaning
making the context of loss. Although the existing research touches
on the importance of fonmsy and role play, more in-depth studies
are needed to explore how to eﬁcecfive|y facilitate this type of play
to foster meaning-making in this sensitive area.

More iterations of the product would also be needed to
incorporate learnings from this new research as well as the tests.

MANUFACTURING

The goa|s of the current prototype do not cover monufoc’ruring
and assembly of the product. Production in larger quantities
requires an cma|ysis of manufac’ruring methods for the chosen
materials and costs. This prototype focused on testing and hence
production of a single piece. This afforded different prototyping
’rechniques and more manual work. A producﬂon prototype has to
be{dev?oped in order to take info account any changed in shapes
or tinish.

For this, it would be recommend a s’rudy of different monufodurmg
’rechniques with wood and mass produc’rion of children’s foys.
While the current |aser—cu’rﬂng files exist for most component, They
need to be deve|oped for the others as well.

It mighf also be prudenJr tfo contact an existing toy manufacturer
both for the boordgome and other aspects of the producf.



DISCUSSION

1. HOW CAN | SUPPORT A CHILD TO COPE WITH
PERSONAL LOSS TOGETHER WITH THEIR
FAMILIES?

a. HOW CAN | LEVERAGE PLAY AND
STORYTELLING TO HELP A CHILD COPE WITH
LOSS?

One possib|e way fo support a child in coping with persono|
loss is through personal stories that are unique to each family.
Families have unique experiences and attribute persono|
significonce to different ’rbings. A||owing them to create, tell,
and relive their own stories can support a child and the family
fo s|ow|y process the loss. It is essential to leave enough room
for freedom and not push a sfory onto them, so ibey can make
and find meaning in a way |oersono| to them. Personal stories
help children feel connected to their lost loved ones and provide
a way to honour and remember them.

Fantasy, ro|e—|o|oy and free |o|oy give children the most space
for expression and in turn have the |'1ig|'1es’r impact on a young
child in their coping journey. By combining i(oniosy p|oy and
sioryie”ing, children can symbo|ico||y express their grief, work
’rbrough their emotions, and infegrate the loss into their ongoing

life story(Frost et al, 2000).

For young children, Jro|i<ing tfo express their fee|ings is not very
effective as speech is not their primary means of
communication. A more effective way of o||owing them to
express and process their i(ee|ings is ihrougb ro|e—|o|oy and
storytelling(Capurso & Ragni, 2016). While items in the chest
and items inside the memory tiles could poieniio”y give children
a space for this, the boordgome itself does not give too much
room for free-play or role-play. There could also be some
po’reniio| for i:oniosy and ro|e—p|oy with the treasure hunt,
o||owing children to take different roles in seorcbing for the
treasure however, there is still not too much room for i(ree-p|oy
with the design of the produc’r itself.
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Creating a supportive environment where children feel free to
express themselves through these mediums is key. Encouraging
them to share their stories, participate in p|oyfu| activities, and
exp|ore their emotions at their own pace can signii:iconﬂy aid their
coping process. This can be done by creating an environment of
sboring Jroge’rber and bringing everyone iogeiber ’rbrough a joint
fomi|y activity i:ocusing on the positives and the stories of their
re|o‘rionsbip.

PRODUCT RELATED CHOICES AND THEIR EFFECTS ON
THE DESIGN DRIVERS

Several choices were made during the produci deve|opmeni, each
with potential benefits and drawbacks concerning the design
drivers and goals. For instance, the decision to focus on capturing
the story of the romi|y's re|o’rionsbi|o supports coping with grief
(Lewis, 2022). This choice was reinforced by expert opinions and
literature suggesting that preserving memories and unique stories
allows them to be immortalized, i(osiering bonding ibrougb story
sboring. However, this opproocb limits i(on’rosy |o|oy, which rnigb’r
not contribute significonﬂy fo meoning—moking in the context of
death at a very young age. The produc’r is designed fo grow with
the child, becoming more treasured as ’rbey age, but at three
years old, the focus remains on positive memories and happy
moments rather than meaning moking after loss.

The decision to create a board game, rather than some’rhing more
open fo i(oniosy or free p|oy, or someihing more active, stems
from the desire to involve parents and foster bonding. An ill
parent migb’r not be physico”y able to engage in more active or
physico| p|oy with the child. Therefore, the produc’r was designed
to have a low cognitive and physico| load, moking it accessible for
both the parent and child to engage in ’roge’rbers While this choice
supports fomi|y bonding and shared s’rory’re”ing, it rnigb’r not offer
the same level of imaginative or physical engagement that other
types of |o|oy could provide.



The treasure hun’r, part of an earlier ideo, continued into the
final concept to allow for more active engagement while
maintaining a low strain on adults. This reasoning was also
reinforced by the expert during co-creation session.

The produci's snope as a treasure chest was chosen both for its
meiophorico| significonce and to spork curiosity and imagination
in children. The box size was also chosen to ensure everyining as
a part of the produc’r fit in periecﬂy and also allowed some more
room for any additional items that the icomi|y mighi want fo
store.

Prompt cards were designed to ease some cognitive load for
parents, providing suggestions for what to store and preserve,
thus o||evici’ring the intimidation of reco||ing and cnoosing
valuable memories. Some cards were intended for future
messages, a concept supporied by experts, o||owing parents to
leave messages for their children as ’rney age. While it could
emoiiono||y difficult for parents, it gives them a space to reflect
with their partners and offers ongoing support to the child even
as iney grow up.

The iterated design of the memory tiles allows it to be opened
and is more inviting to change. It also has a larger volume, being
more odop’rob|e fo more types of objects, pictures and letters.

Physicality and materialization were crucial product choices
o|ong the way. For instance the choice between someining more
physico”y comfor’ring like a blanket versus someihing emoiiono||y
comforting. The current product form stemmed from co-creation
insign’rs and persono| reflection. An interactive produci that
continually engages with memories was preferred over a product
physico”y comfor’ring with very little reflection on the memories.

In summary, every design choice, from the inclusion of a treasure
hunt to the use of prompt cards and memory tiles, was made
with the goo| of creating a produci that fosters icomi|y bonding,
supports emotional coping, and allows for flexible, ongoing
interaction with cherished memories. While these choices reflect
well on some of the design drivers there is always a trade-off
with some others.
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MATERIAL EXPLORATION OF THE PROTOTYPE AND
FEASIBILITY

The primary material used for the entire product is plywood. This
was chosen due to a few reasons. Firstly, plywood is very durable
and hence more sustainable. Durability is crucial as the product
is intended to stay with the child throughout their life. It is also
safer and non-toxic(MerchantPro, 2024). Wood is sturdy yet
gentle, with no sharp corners as they have all been filleted or
sanded for sgfeiy.

While the final prototype does not exactly reflect the
monuiociuring profotype in terms of mgnufgciuring
methodology and finish, plywood is the envisioned choice. Most
components in the final prototype were also laser cut, which
ensures itegsibi|ify in terms of production. While more
investigation is required, laser cutting could also be a potential
manufacturing process (Digital, 2020).

Using plastic might make it easier to mass-produce, but it could
be more prone to breaking. Given the niche audience for this
product and the importance of durability, wood is a better
choice despite being harder to mass produce.

Cost considerations also play a role. While plywood might be
more expensive than plastic, its durability and the emotional
value it adds jus‘riicy the investment. The natural look and feel of
wood enhance the sensory experience, making it more
comforting and engaging for children.(Nguyen, 2023)

Other components of the concept, such as prompt cards and the
board game, already have established mgnufgciuring methods
that can be leveraged.



CONCLUSION

This chopfer concludes the report with a dream for the
future and a reflection on the produc’r, process and a
persono| reflection. The report ends with a small
conclusion to Zoe's story set @ little in the future and
the envisioned role of the |oroo|uc’r in her life then.

CONCLUSION | 84




FUTURE DREAM

The KIEZO group has expressed a strong interest in taking this
product into production. They have offered their assistance with
marketing, translating the materials into Dutch, and distributing
the product through their extensive network. This partnership is
invaluable, providing the necessary support to bring the product
to a broader audience.

The immediate goal is to design the product for manufacture,
establishing a reliable production chain. This process includes
refining prototypes for production, setting up efficient
manufacturing processes, implementing quality control measures,
and planning logistics to facilitate distribution through KIEZO's
channels.

Looking ahead, the vision for this product is to become a source
of comfort and connection for families experiencing loss. The goal
is for it to be a cherished tool that helps parents and children
navigate their grief together, fostering deeper emotional bonds.
The enthusiastic support from KIEZO is a significant validation
of the product’s potential impact, reinforcing the belief that it can
make a meaningful difference in the lives of those it touches.

Ultimately, the dream is for this product to become an integral
part of the support systems available to families dealing with
loss, offering a tangible way to create and preserve meaningful
memories. The collaboration with KIEZO is a major step toward
realizing this vision, paving the way for the product to reach and
support families during their most challenging times.
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REFLECTION

PRODUCT REFLECTION

Toking the final concepft and |ooi<ing back at the design gog| and
design drivers, | notice that while | have created a product that
families can engage with together and create a re-tellable story of
their re|oiionship, there is little exp|ici’r empnosis on the persono| sense
making. This was part of a choice made earlier on in the project to
ensure that timelines could be met as the domain of persono| sense
mgking in 3-5 year old children, d|’rnougn very interesting to exp|ore
would require a lot more time and research. While the choice did not
eniire|y mean to remove this goo|, the goo| was in part altered to
satisfy part of this goal by creation stories of their relationship. |
believe that this new focus nowever, has been fulfilled. This notion was
also in part validated by KIEZO's interest in taking the product
forward and giving it to their clients.

Criiico“y reﬂec’ring on different aspects of the final concept, the first
aspect is the memory ftiles. It was a challenge to create something that
gave families enougi'i freedom to create their own stories and yet
guide them inrough that creation. The memory tiles g|ong with the
prompt cards, | believe gives families the opportunity to reflect on
their memories ’roge’rher and tell a story of their re|o’rionsnip.

Moving on to the boardgame, the boardgame is a little complicated
for a 3-5 year old and might be better suited for a slightly older child
around 7-9 years old. It was also gpprecio’red by the parent so there is
some evidence that the gornep|gy could be inferesting for children 7
and up. While this aspect of the produci better suits the goo| if it
providing constant support by growing with the child, it may not |o|oy
a big role in the coping in the present or contribute much to meaning
making in the present for a 3-5 year old.

Finally the treasure hunt. This aspect of the product was not able to
be tested. | envision that it allows more imaginative p|oy and active
p|gy for a young child and | envision that it is an aspect of the
produc’r that ’rney enjoy more. | also nope that the children freating
these memory tiles as treasures in their gdmep|oy leads them to
similarly view as valuable outside of the play as well.
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BRINGING BACK THE DESIGN GOAL
WHY?

| want to support parents and children to support each
other in coping with |osing

HOW?

By making personal sense of what has happened through
p|oy and sioryie”ing, o||owing them to o|ign and begin to
build a story together

WHAT?

By designing a produci iney can engage with iogeiner,
g||owing them to start to create a story before the loss of a
parent to serve as a re-tellable, constant story ’rnrougn the
coping journey

BRINGING BACK THE DESIGN DRIVERS
FOSTER BONDING

< Aciive|y create opportunities for parents and
children to bond and spend fime ’roge’rher

\\Q//
*\'/< PROMOTE STORY SHARING

Encourage everyone to ociive|y share their stories
and build stories ’rogeiher

PROVIDE CONSTANT SUPPORT

Be present and act as a sense of constant support
ihrougn the coping journey

ER
2
@ INVITES PERSONAL MEANING

Encourage individuals to find their own
interpretations and signii[iconce and meaning in
stories

EASY DOES IT
4 Make it effortless for parents to engage and
l,\.< participate in between their hectic schedules

Does not satisfy Satisfies
design driver

design driver



Looking back at both the literature as well as the design goo|, |
would have liked have more opportunity for children to engage in
iCOI’ifOSy and free p|oy with the produc’r. While creating a story of
their relationship is valuable as they age, for a 3-5 year old
someining more imaginative migni have been more ideal.

The design of a produc’r can o|woys be iterated and modified and
more tests could ne|p iden’rii(y both issues and more opportunities
for modification. | wish | could have done more tests however, due
to time constraints and a |onguoge barrier | was on|y able to do
one.

However, with the support of KIEZO, | hope to conduct more
tests in the coming months.

Fino||y, the producr is still at a mid-level prototype because of the
fact that the rnonufocruring has not been rnoughr about. There
are components that can be laser-cut in |orger numbers however,
some components are still rrodi’riono”y machined. These mign’r
have to take s|ig|’1r|y different snope when monufoc’ruring
constraints are introduced.

DESIGN PROCESS REFLECTION

The project began with some uncertainties, particularly regarding
the involvement of KIEZO. When they indicated they would not
icormo||y participate, | was concerned about both the research
phase and the overall progress of the project. Despite their limited
involvement, | believe | achieved the desired results.

Initially, the topic was entirely new to me. To familiarize myself, |
visited museums and watched related media, which helped me
mentally prepare for this emotionally heavy subject.

Early in the research phase, Romy, the network coordinator for
kinderzorg, was instrumental in setting up two interviews. | also
leveraged personal connections for additional interviews.
Conducting all interviews online presented challenges, especially
when using visual cues. | found that presenting the cues and asking
intferviewees specii(ic questions about them helped facilitate
effective communication.
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After conducting the interviews, | used a statement card analysis to
categorize insighrs into themes. This involved Tronscribing
inferviews, exftracting quotes, and coding them into themes. A
challenge here was ensuring that previous themes did not influence
the processing of subsequent interviews. | had to consciously avoid
i(orce—Fir’ring quotes into existing themes, o||owing new themes to
emerge as needed. Naming the themes was also difficult, but |
even’ruo||y chose representations with a rirs’r—person perspective
rather than over|y speciiic terms that required extensive
explanation. (Appendix A2)

Creating a journey map became valuable as | delved deeper info
the comp|ex and emotional experiences of both parents and
children. This tool ne|ped me understand the context better and
facilitated communication with interviewees. | will dei(iniJre|y use this
again, moving forward. (Appendix A3)

Formulating the project goals towards the end of the research
pnose was por’ricu|or|y cno||enging. |ni’rio||y, my goo|s were
convoluted and hard to understand. Using the golden circle
opproocn clarified my goo|s and made them more comprenensib|e
for readers. Simp|ii(ying the |onguoge and moking the design
drivers more active and verb-oriented further refined my objectives.

(Appendix A4)

The ideation and prototyping process was my favourite part. |
enjoy making things, and this phase allowed me to tap into my
creo’rivi’ry.(Appendix Ab5) Eor|y ideation was cho“enging, with
many similar ideas that did not particularly address the goals. |
was putting a lot of pressure on myse|i( to be able to achieve all
the design drivers and unfor’runo’re|y, it was not working out.
However, a collective decision to narrow the focus and goals at the
mid-term opened up new possibi|iiies. Setting aside initial ideas, |
started exp|oring new concepfts and creating |ow—ride|iry
prototypes, which inspired my creaftivity and improved idea
communication. The rnoking of prototypes also greoﬂy boosted my
enthusiasm and creativity.



Although | almost removed the co-creation session during the mid
term but | am glad | was encouraged to proceed with it. It was
somefhing comp|eTe|y new to me and one of the ’rhings | was
hoping to learn through this graduation project. | prepared for it
quite well and rehearsed my plan with a pilot test and refined it a
few times. The session went on great and once again thanks to
KIEZO and Romy’'s enthusiasm | had some great insights to work
with. Co-creation as an ideation and evaluation technique is
something | am excited to use again.

Creating the final concept and prototype was enjoyable. The final
test, however, was daunting. | left the prototype with a family,
unsure if they would understand it without support or if it would
break. This was my first test without being physically present to
answer questions or fix issues, so | knew it had to be completely self
exp|on0Tory and robust.
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The final interview and observation were rewording, seeing the
fomi|y interact with my creaftion, p|oying and |oughing.

Around this time, KIEZO expressed interest in taking the product
forward, making it feel like every‘rhing was coming ’rogefher. This
motivated me to create the final prototype.

Throughout the project,| was very organized. | kept a log of all my
progress on a sing|e file and tried to prepare for meetings and
keep a note of everything | wanted to discuss. | believe that |
monoged my |o|on and time well too, estimating tasks and moking
room for ’rhings to take time or fall H’]rough, resu|’ring in a smooth
journey.

Figure 44: Entire process documentation on FigJam



PERSONAL REFLECTION

| g|wgys wanted my grgdug’rion project to be on a fopic that was
deep|y passionate to me and be sornerning | was proud of. | knew
| would put my best foot forward to try and get there. | am very
happy with what | have today. | know that | did the best | could,
and | know | worked very hard throughout.

When | started, | remember that | was not very confident, |
remember being afraid of saying the wrong rning in a sensifive
environment. | still remember my first conversation with my uncle
about this. | was almost afraid of saying sorne’rning that would
make him more upset but | realised soon that all he wanted was
an ernpg’rne’ric ear and a space to share his story.

It took some conso|ing for me in the egr|y stages to tell rnyse|i
that it is g|rign‘r for me to not know and give rnyse|iE the room to
learn and grow. While | am still only uncovering this subject, now |
feel much more confident in my obi|i‘ry tfo step into a sensitive
environment that | know little about and s|ow|y learn and grow.

anougn the course of this project, | had to find my own meaning
of death and coping. | had to let myself feel everything | was
icee|ing and let the weignr of the fopic sink in. It has taken me
rnrougn an emotional roller-coaster and allowed me to connect
better with some peop|e in my fgmi|y. | have had to have some
very difficult conversations, some very moving conversations and
some conversations that negr|y made me cry. These conversations
not just ne||oed my project but also ne|ped me persong”y reflect
on my re|grionsnips and the meaning of everyrning | am Working
towards.

One ‘rning | still need to get better at is being decisive and being
confident in my choices. | sometimes see myse|i( not knowing what
to do and irnmedig‘re|y seeking support. | am Working hard to be
more decisive and take a stance on some‘rning | am confused
about and get feedback on that stance. It will he|p me learn more
and know how to navigate sitfuations on my own more egsi|y4
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anougn the course of this project | was able to e><p|ore not on|y
new tfopics, themes and areas of research but also new methods
and ’recnniques. These have pusned my boundaries on what | can
do as a designer and ne||oed improve my confidence as a designer.
| was able to e><p|ore co-creation for instance which has shown me
what it takes to inspire creativity in another individual, to get them
fo open up and exp|ore a little and have some fun.

When | came into this program as an electronics engineer, | could
have never imogined finding rnyse|i here just two years later. | let
rnyse|i e><p|ore some new ihings | found an interest in concept
design and even‘rug||y also learnt about design for |o|gy and it gof
me fo a p|orce where | have learnt a lot more about myse|iE and my
aspirations. Todgy, | stand here with a deep intferest in discovering
more in the domain of p|gy and design for children. | am excited to
see where this journey takes me next and | am so thankful for this
experience.



Zoe's mom had left behind a treasure chest of their
memories. After her mom diec/, Zoe would go back to the
treasure chest her mom and her used to p/oy with. [t was in
her room, she would open it up and look inside.

She would pick up a H/e, look at it and hold it in her hands.
Inside she saw a picture of her mom and her at the beach.
She held the tile close to her and fhoughf about her mom.
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Every year on the anniversary of her c/eofh, Zoe
and her dad now had a tradition. They would open
up the treasure chest and set up the board game.
They would take a walk through memory lane
remembering everyf/')ing fhey did and /oughmg
together. It was their way of celebrating Zoe's
mum and their memories fogefher.
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Many years into the future, Zoe was leaving for
co//ege. Righf before she was about to leave Zoe's
dad ran inside and goft somefhing for Zoe. It was a
tile that Zoe's mom had left for Zoe for the day
she was /eoving fo co//ege.

Zoe knew in her heart that her mom never left her AN

side. She knew that she always wished her well and ffr @01\&\24
would always cheer her on in her own way. Zoe, L
smiled and said to herself ‘I love you too, mom” SS sg},sr ’423%
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Al: PROJECT BRIEF

IDE Master Graduation Project

Project team, procedural checks and Personal Project Brief

In this document the agreements made between student and supervisory team about the student’s IDE Master Graduation Project
are set out. This document may also include involvement of an external client, however does not cover any legal matters student and
client (might) agree upon. Next to that, this document facilitates the required procedural checks:
- Student defines the team, what the student is going to do/deliver and how that will come about
- Chair of the supervisory team signs, to formally approve the project’s setup / Project brief
- S5C E&SA (Shared Service Centre, Education & Student Affairs) report on the student’s registration and study progress
) - IDE's Board of Examiners confirms the proposed supervisory team on their eligibility, and whether the student is allowed to

start the Graduation Project

STUDENT DATA & MASTER PROGRAMME

Complete all fields and indicate which master{s) you are in

Family name Krishnan
Initials S
Given name Swetha

Student number 5724910

SUPERVISORY TEAM

IDE master(s) IPD ¥ Dil SPD

2™ non-IDE master

Individual programme
(date of opprovol]

Medisign

HPM

Fill in he required information of supervisory tearm members. If applicable, company mentor is added as 2™ mentor

Chair Dr. Marieke Sonneveld

mentor Mathieu Gielen

2™ mentor
client: KIEZO Group (interested party)

city: Leiden country

optional KIEZO group is an interested party in the project
comments

dept./section HCD/AED I

dept.fsection HCD/DCC

Netherlands

APPROVAL OF CHAIR on PROJECT PROPOSAL / PROJECT BRIEF -> to be filled in by the Chair of the s
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Of which, taking conditional requirements into
account, can be part of the exam programme EC
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Does the composition of the Supervisory Team
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Personal Project Brief — IDE Master Graduation Project

Name student SWetha Krishnan Student number 5724910

PROJECT TITLE, INTRODUCTION, PROBLEM DEFINITION and ASSIGNMENT

Complete all fields, keep information clear, specific and concise

=3

Design of a Tool to support Children in Coping with Personal Loss
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.

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 ot stake? Describe the opportunities {and limitations) in this domain to better serve the stakeholder
interests. (max 250 words)

The project at hand addresses a critical need within the sensitive domain of palliative care, focusing specifically on
supporting children coping with loss, The emotional turmoil experienced by these children, dealing with a seriously ill
parent, sibling or close-by-relative in palliative care, can lead to feelings of depression, anger, and anxiety [1]. It's crucial to
recognize that during this challenging period, these children not only face emaotional struggles but also lose a vital source of
compassion. Drawing from the ideals of compassionate communities, it is paramount to provide these children with the
compassion they need during this period, supporting their emotional well-being at a difficult time.
Other important stakeholders in the project include the patient, families, and healthcare professionals at palliative care
centres, including psychologists, nurses, and the KIEZO group. The patient seeks support navigating their illness with their
families while families require resources to support their children cope effectively while balancing the demands of
caregiving and maintaining family stability. Palliative care professionals aim to provide comprehensive care addressing the
emotional needs of the entire family unit alongside medical treatment. The KIEZO group wants to strengthen the care for
these children and increase awareness of the importance of this[2]. Despite these efforts, it is crucial to acknowledge the
limitations such as resource constraints, varying access to support services, and the complexity of emotions involved.
However, within this context, significant opportunities emerge to enhance support for these children.There is a critical gap
in providing targeted support for children navigating the challenges of parental illness and potential loss. These children face
a unique set of emotional struggles that require specialized attention and resources.Children, in their unigue way of
processing experiences and emotions, often turn to play, including fantasy play involving storytelling, as a means to cope
with the challenges they face. Recognizing this aspect is crucial in understanding their emotional needs and providing
effective support. '
[1]Ehmke, R., & Saltz, G., MD. (2023, October 30). Helping children deal with grief. Child Mind Institute.
https://childmind.org/article/helping-children-deal-grief/

spoce avaoilable for images / figures on next page
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Personal Project Brief — IDE Master Graduation Project

Problem Definition

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

(max 200 words)

When a parent faces a serious illness and receives care at palliative care centres, the predominant focus often centres on
addressing the needs of the ill parent[2], highlighting a systemic issue within the healthcare system that is primarily
patient-focused. This approach creates a blind spot for the essential care and support required by families and caregivers,
casting a shadow over the children of seriously ill parents and sometimes perceiving them as burdens rather than integral
members of the care unit. This blind spot results in a lack of awareness, knowledge, and developed skills surrounding the
needs of these children, leading to a deficiency in support services.

It's imperative to recognize that when a patient is involved, their families are equally involved and should be treated as a
cohesive system to ensure comprehensive care. Excluding any part of this system risks neglecting essential needs.
Furthermore, children have unigue needs and perceive situations differently, making it challenging to devise a rigid,
one-size-fits-all solution. This complexity underscores the necessity for a flexible and tailored support system to effectively
address the diverse emotional and psychological needs of children in such circumstances.

[2]Werkgroep KIEZO Kinderen van ernstig zieke ouders. {n.d.).
https://demoppies.com/werkgroep-kiezo-kinderen-van-ernstig-zieke-ouders/

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 groduate as an industrial design engineer, your assignment will start with a verb (Design/Investigate/Volidate/Create),
and you may use the green text format:

Design a tool/product to support coping with loss and processing complex emotions for children facing parental iliness in
palliative care settings.

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

By the end of this project, | expect to deliver a compassionate and effective concept tailored to the emotional needs of
children coping with parental illness in palliative care. The concept will help children personally process parental illness and
cope with potential loss. The concept is likely to be a physical object/ activity or product as my interest and expertise lies
within designing and crafting physical products/ activities. This tool will be informed by thorough research through literature
reviews and interviews and designed through iterative processes of prototyping and testing.My project approach will
involve a systematic process encompassing research and design phases to answer my design and research questions.
Design Questions:

- How can | help a child cope with personal loss in an individual way?

- How can | leverage play and storytelling to help a child cope with loss?

- What are the feasibility challenges and resource constraints associated with the context?

- How can | assess if the tool will positively impact the child cope with loss?

Research questions: - How do children understand death and loss?

- How do children cope with loss?



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 groduation 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 halidays or paralle!
course activities).

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

In exceptional cams'}part of) the Graduation
Kick off meeting 22 Feb 2024 Project may need to be scheduled part-time.
Indicate here if such applies to your project

Part of project scheduled part-time

Mid-term evaluation 23 Apr 2024
For how many project weeks

Number of project days per week
Green light meeting 19 Jun 2024

Comments:

Graduation ceremony 18 Jul 2024

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
M5c 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.q. acquiring in depth knowledge on o specific
subject, broadening your competencies or experimenting with a specific tool or methodology. Personal learning ambitions are
limited to o maximum number of five.

(200 words max)

The motivation to undertake a project is deeply personal and rooted in understanding the impact of childhood grief on
individuals and families. | witnessed the effects of loss within my own family, as my father experienced the early loss of his
maother. Although he does not bring up his experiences very often, every time he does, | can see that it was the most painful
time in his life, Starting from there and exploring my interest in designing for children and leveraging principles of play for
greater emotional impact, | crafted this project to explore themes deeply meaningful to me.

Competencies | would like to prove:

- Ability to process emotional responses

- Application of Theory on Design for Children's Play and Child Development

- Rapid Prototyping to Test Concepts

- Processing User Research to generate concrete insights

- Display competency in IPD concept design skills

Personal learning goals:

- Working with sensitive topics and interviewing and designing for grief and loss.

- Broadening competencies in working with children and design for children

- Co-creation as an ideation technigue

- Learning to present about topics with deep empathetic impact
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A2: INTERVIEWS TO THEMES O
Four participants were interviewed through the course of this Q% Interviews

project.

PRIVACY AND COMFORT ‘L

Each interview was handled with a lot of care. There was a high

emphasis on confidentiality and comfort of all the participants

because of the sensitivity of the topic. All personal information was | A Transcript
redacted and comp|e‘re freedom of choice was given to all the

participants on what was published and what was held back. L

All the quotes in this thesis have been pre-reviewed by the

interviewee to ensure that they are comfortable with it being orema herapet s
published. A consent form was given in the beginning but another
round of reviews and permissions were taken before anything was
put outside.

PROCEDURE

Before each interview, the participant was told about the project,

how | plan to use the interviews and asked about their privacy

preferences. After this, a consent form was given fo every

participant. Every interview was audio recorded in order to

transcribe it. All the audio recordings were deleted within 3 days of inesdtoexpress
the interview after they were transcribed. Each interview was ==
transcribed. From each transcript, specific quotes were selected
and statement cards were generoTed‘ These statement cards were
then used to c|ossify into themes. The themes genero‘red were then
used to form the Themes related to grief.

At a later stage when quotes were added to the journey map and
when the report was being written, redacted versions of the journey =P = — e = s B
map were sent fo each participant ( redacted to on|y allow them == : = = ' "
to see their quotes). The participants made any changes that they — =k e e B
saw fit and got back to me. Only after this was this published. - : = :-— —_—

Statement cards

Themes
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STATEMENT CARDS

Some participants wanted their quotes to stay private and special permission was taken for the quotes in the report and journey map. Two of the
participants consented to their quotes being shared anonymously. The coded quotes from these two interviews are presented below.
These are some examples of statement cards that were created for the creation of codes.

Interview : Lost parent at the age of 5

Bereaved

Till this happened, | was living my life through her, she was a wonderful
human being, she carried me everywhere, when she died, | was confused
and shocked,

The events were sudden and shocking and he was very dependent on
the parent who passed away

e

Death was ike oh man, that doesnt axist. | didnt know what it means. The
netion of death was unknawn tll that point.

Death was a new concept he had to understand.

Bereaved

| woke up at night so many times thinking she was back home, False
hope, That happened gquite often in the first few months,

He was hopeful that she would come back. He was In disbelief of what
had happened and he would bald on to hope

Bereaved

| still didn't knew what emotions are associated with this. | was
frustrated. No one cared about me. | locked myself in the bathroom for
3-4 hours and didn't want to come out. | didn't know what to do. | was
Just stuck there

He was shocked, confused and isolated himself physically in a state of
trauma

e

| was clueless, confused. How do | get her back? How do | stop this from
happening

After his mother's death, he was confused and did not know what was
happening. He wanted to know how 1o get her back but he couldnt. He
feit helpless

Bereaved

After not being able to sleep for sometime, | kept her saree{cloth) and
shopt with It | necded that smell,

He used 10 hold anto a plece of cloth of his deceased mother 1o feal
connactad to her. The smell of that cloth cartied a special comfort Tor him

Manifestation

| knew she was sick, | knew she couldnt move, that went on for a few
weeks, she was just sleeping at home. But it didnt reach me. "| cant even
walk. why did you do this?" | later on had that guilt that | did this to her.

The bereaved feels a sense of guilt, he feels that he made her get up and
walk when she was sick and that may have contributed to her death

e

Icould no longer refate to anybody around me. | felt alone,

He felt alone. Mo one around him had the same experiences 5o he felt ke
he could not connect to his friends or classmates. Nobody understood
him.

Bereaved

My mather was happiness (o me. My mother is my hero. She was such a

great human. She had such a tough ife but she took care of averyone so

wall.... Those 5 years were the bast years of my life because she was with
ma.

He admires his mother and is thankful for the time he had. He thinks of
her as a here and cannot ever let go of that image

Bersaved

| wasnt able to ask for that comfort and care

He didn't know how to ask for the care he needed. He needed more but
did not at the time know what to ask for or how

e T

The trauma isnt about just losing your mother. its about the sequence of

events that follow.

The way he processed things was shaped by the interactions which

followed

— .

| sat alone and ate at school and cried as | ate. | felt that loss.

He falt alone and isclated himseif even amang his peers

Bereaved

Your connection is for life. That connection will never die

He still feels connected ta his parent. He believes that just because he
died, she isn't gone.

School you see other mothers coming, you feel alone. It keeps coming
back, those thoughts.

Bareaved

Seeing other mothers come made him feel alone and miss his mother

Bereaved

How many people would have heard me out about this?

The events and the death of his mother weren't spoken about or
addressed at any peint, he didn't have an avenue to express how he feit

|
e TN

Age does play a role but suffering is suffering. Impact is different. Whan
youre very young youre so dependent.

He felt like he suffered more because he was young. He belisves that the
fact that he was so refiant on his mother l=ft 2 bigger dent in his life



Interview: Lost partner

It was a big shock for me, | never thought | would recover from this

The parent is very shocked and needs support as well

Dependance

My youngest child was in a state of shock. Before my wife passed away
he wa extramely closa to her. For him she was everything. | was focused
on my work and | diant reafise that, | suddenly not only had Lo work but

EBereaved parent

when ’rhey had young children

It wars tough but | did know that there were small children. My youngest
child was 5 years old. | knew that | had 1o take up responsibility. But it
was not easy.

Parent knows that the. I very and that
they have to take responsibility and be strang

Bereaved parent

| dont know If my children reafisad that itis not going to be an assy
Fourmey. | ried to be supportive in whatever way.

alsa be Supportive parent

Chil qt o an one parent and after their Parent feets ke the children may not have fully understood the gravity of

loss, it becomes increasingly difficult for the other parent to play the roke: wiiat had happened but he aigo Knew that he would be supportive of
both parents them through this

—

For me suppart came from Family

Support and comfert can come from the side of the family back to the
parent

Rrsevdpet

If Ihad known hew to communicate that without hurting os affecting the:
childrens mental state then | may have dona that

The parent was not sure how to communicate this with thedr children

We never talked about ft. i was more like If we dont talk abouit it it was
not an issue anymore

They avoided the whole conversation related to death even aftar it had
happenad

S

| cant take this Why i god puninahing me
For a month | didnt go out or do anything

The parent was nat abla ta comprahend what had happaned. They
blamed god, they couldnt go anywhere or do anything

Bereaved parent Respongibility

I knew if | show my lesses o my children it would affect them. Fknaw |
had te put aside my losses and be supportive for the children,

Parent felt like i they show their emotions [t might be too much for the
Kids to take 5o they put aside their feelings to support their children

Bereaved parent

|am not somecne who openty shows my emtions. I was not in my nature
o do that.

Mot all parents/people want (o openly express their emations

Bereaved parent

Mo one brought it up and | didnt talk about it. | didnt know how ta,

The children did not bring it up and the parent did net know hew to
address what had happened either

My friend told me | had to start working again for the sake of my children

The parent was unable to get back to their ife but realised that they have

to for the sake of their childran

Bareavid parent

We used ta say that if someone passes away they reach gad. It gives
comfort

The meaning and understanding of death is very different for everyone,
Spirituality and religion can play an important robe in that undarstanding

Bereaved parent

The soaner the better theres no peint pushing this away
Maybe the Initial months |s when | woulkd have fiked 1o talk about it

Addressing the loss of a parent is best done sooner rather than later

—

Try and provide a way o carry a positive state of mind about it
Share positive stories, nice things 1o hear
Do little things that make them go Into a positive warld, Creare ittle
moments of joy

Creating moments of joy for children can be important. it is important 1o
continue to give them a positive state of mind and spaak to them about
positive things

S

| think you need 1o be nice to your children, They are already golng
through a lot.

It is important to ba patient with the child and not get easily angry. Thay
child is already emotionally vulnerable

APPENDIX[102

Boreaved parent nwm i

| myself was going through a taugh time and it was nat easy for me to
put that aside and talk about it.

The parent was emationally not in a place 1o be open about what had
happenad. It was too much for them toa

sy

PMaybe | didnt take her 1o the right doctor on tme. There was guilt

The parent felt guilty as well for their pariner's death

ikt

| it know [t was even possible for peopde to think about this, | havent
shared this with anyone. No one asked me.

People are rarely given a place to tell their story




Every interview brough’r chonges to the themes and the themes varied ’rhroughou’r the process and quotes were moved around to
create new themes and the themes were renamed and chcmged till the final interview. This is the journey of the themes.
These images are not meant to show each of the quotes but rather the progression of the themes itself.

TR After interview 1: Lost parent at the age of 5
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After interview 2:Drama ’rheropis’r
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reddn bty After interview 3: Lost partner when ’rhey had young children
The theme names were chonged to make it easier to understand and
more from a first person’s perspective
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After interview 4: Network coordinator kinderzorg



A3: JOURNEY OF THE EMOTIONAL JOURNEY MAP

The emotional journey map served as a useful tool for me to grophico”y represent my |eornings as well as idenfify gaps in
my |eorning. Deve|oping it would he|p to be a comprehensive communication tool as well as with persono”y iden’rifying my

goo|s. The journey to creating the final one tool a lot of different turns with me frying to learn what was missing and what |
needed. This is that journey.

* It's been a year: |
feel better now but |

really remember her
Mom m “Did | d methin — ; ally mdt; b
T A 0100 B “| went to school | think I'm getting
story today!” to make this

better but my sadness
comes and goes. It
feels rocky.”

happen? " today and things felt

like they used to
again.”
) “Maybe mom will
| come back in
L

sometime. ™

“I'm getting better
now. I'm finally
accepting my life as it
is. My mother will
always stay in my

“| miss mom. She
used to help me with
school worlk. ™

“Mom didn't play
with me today.
She was asleep. |
am mad at her”/ Mom was asleep

She's really not Em o' oNA-
Wk. is shel”

all day and “| feel scared. | ﬂ _P
SE TR ORGSR everyone told me don't understand MN m
sad. | am scared o be quiee.” what happened o

and confused” how to feel.”
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“Mom is fred ] “ied
Mugbe he will plg Sity me frmprrons *

“Dad, asked me I be quick.

Mo 15 astaip and | sl “Mom tted 19 balpame |

with hemagwoelkE bt T L

e Ry She was ek adde b -m.l.f%k::rl? o | —
donit ypat thed o~
MOM 15 GeTTNG §
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I BrmesE T et QR

lll parent goes to the —
hospice

—— Ups and Downs Il parent’s health dips

PHASE

“Who is gaing to pick me up
from school or help me with

ing moaore time & homework?"'

& -—e

z =/ :

g There are ups and downs in the ill The ill parent’s health begins to decline and th.ey are =3

= parent’s health. Family still holds very ill. They are taking rest a lot and the child is Parent has to go to hospice care

U out hope and is happy when the asked to be quiet a lat more. However, the child and the child is upset that their

g parent appears to be doing better always brings in moments of joy for the family with parent isn't going to be home
their concern and charm. when they get back from school.
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il Family discusses memories Slowly understanding
what has happened

@,

—
——

Child is p the funeral

The ill parent dies. Everyone is
immediately very sad.The child is
confused as they don't fully
understand what has happened but
everyone around seems very upset.

Il parent is not getting better and the
end is near. The family spends time
together and the ill parent is happy that
everyone is together.

The child slowly begins to understand
that their parent has died.The healthy
parent and child talk about everything
and begin to plan the funeral together

The family fondly remembers
the ill parent and talks about
memories they have together.

DESCRIPTION

LR
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“Who is going to pick me up
from school or help me with

ding more time t hormework?"

“A lot of parents and teachers don't know
whether it's good to talk about it. Or maybe
it's better not to talk about it. Because it's for

“And that's very important when you take them in the ‘I knew she was sick, | knew she couldn®:

a lot of parents and teachers easier to just
stay in a happy vibe” -Drama Therapist

“Well, the most of the attention goes to the illness
of the parent and sometimes you forget that
there's a child in the family that also has needs
or concerns. They feel what's going on, even if
you don't say it.” - Netwerkcoérdinator Integrale

Kindzorg

HEAR ME OUT
| NEED YOUR SUPPORT
| NEED TO EXPRESS

“When a parent is able to hug the
children and touch the children.
Give them comfort in that way,

that's - Drama Therapist

process and when it's possible, let everything see
beforehand. So, it's not overwhelming at the moment
with a lot of people and everything nearby”
Netwerkcoérdinator Integrale Kindzorg

“Is he going to die? No, no no we say no no,
no, no. He's only ill. He's not going to die.
Yeah. Well, of course, it is an option. Yeah, of
course, you talk about it." - Drama Therapist

that went on for a few weeks, she was just
sleeping at home. But it didn't reach me. She
said to me, “l cant even walk. why did you do
this?" -Lost their parent at age 5

“So tell them when you know the parent
is going to die, tell them. And sometimes
it helps when you ask them, what do you
think?” - Netwerkcosrdinator Integrale
Kindzorg

| NEED TO UNDERSTAND FOR MYSELF
= 1 AM NOT ALONE
| PLAY TO PROCESS

Figure 4(a): Representation of themes from interviews in the timeline
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“Mom died. HOA tuank
OM DIED... T
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2 ~——IIl parent is not getting better ——-"— Il parent dies I Family discusses ’L Slowly understanding -
| 1
E what has happened

the funeral

ether it's in her heart, your memory or for
eal, | think within, the energy will always be
with her...That is a very important factor in

“Try and provide a wa
positive state of mind abou

“Your connection

i} her healing process.” - Drama therapist Share positive stories, nice things to life. That connection ¥
There are a lot of feelings, a lot.of tlemoﬁons. To put a hear. Do little things that make them  never die.” -Lost their
word on that within the sea of | don't know how many “Reading is a very safe way, for also parents go into a positive world. Create little parent at age 5
. . emotions there are. Chaos. So, within the the mind of and children. It gives words. Yeah, so you moments of jo Lost their partner
Well, children have a lot of each child, that is important.”- D therapist \i v K
. portant. - Urama therapis don't have to look for your own words you when they had a young child

imagination and possibilities. So,
when you don't tell them the truth,
they will make it on their own and
it's very important that you stay
close to the facts and it will help.” -
Netwerkcosrdinator Integrale

“| work a whole lot with duplo.... But
when it can be placed on a table. So
it's a small enough to put on a table.So
a child can look at it, that is important.
So the child can experience a certain
amount of distance, emotional distance
to the situation”- Drama therapist

don't have to talk about how you feel."-
‘I still didn't know what emotions are  Drama therapist

‘qssocmfed with this. | was frustrated.

No one cared about me. | locked
myself in the bathroom for 3-4 hours
and didn't want to come out. | didn't
know what to do. | was just stuck
there."- Lost their parent at age 5

“The sooner the better theres no point
pushing this away
Maybe the initial months is when | would
have liked to talk about it" - Lost their
partner when they had a young child

‘| wasn't able to ask for
that comfort and care” -

Kindzorg Lost their parent at age 5

HEAR ME OUT
| NEED YOUR SUPPORT
| NEED TO EXPRESS

| NEED TO UNDERSTAND FOR MYSELF

| AM NOT ALONE
| PLAY TO PROCESS Figure 4(b): Representation of themes from interviews in the timeline



A4: EVOLUTION OF THE DESIGN GOAL

The design goal was a challenging part of this project.

To create a playful
connection between
parent and child for open
communication,
expression and comfort

To create a comfortable
ecosystem for connection
and expression with
families using fantasy and

play

—

To facilitate expression,
connection and comfort
between parent and child
through play or fantasy

Swetha

Swetha

/\_//

To facilitate connections

between parent and child

through play to create
memories and safe
spaces for coping with
the serious illness of a
parent

Swetha

To facilitate the parent-
child connection through
play and fantasy
resulting in memories
and the creation of safe
spaces for coping with
the loss of a seriously ill
parent

Swetha

To encourage families to
ask questions and
express emotions
together through play or
storytelling to build
deeper connections and
create memories

Swetha

APPENDIX14

To facilitate expression,
connection and comfort
between parent and child
through play or fantasy to
aid the transition during
loss

Swetha

To facilitate connections
between parents and
children through play by
creating memories and
safe spaces for
expression to support
coping with the serious
illness of a parent

Swetha



After still sfrugg|ing with it, | tried a different opproach

HOW
WHAT

Why?

To support parents and
children in coping with
loss

Swetha

Why?
For parents and children
to cope with loss

Swetha

Why?

For supporting parents
and children in coping
with loss.

Swetha

How?
Learning to live with the
story

Swetha

How?

Support parents and
children in accepting the
story together and make
personal sense of what has
happened

Swetha

How?

By making personal
sense of what has
happened

Swetha
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What?

By allowing them to tell
their story and make
sense of what has
happened

Swetha

What?
Through play and
expression

Swetha

What?

Through play and
storytelling, allowing
them to align and begin
to accept the story
together

Swetha



Why?

| want to support parents
and children to support
each other in coping with
loss

Swetha

Why?

| want to support parents
and children to support
each other in coping with
loss

Swetha

Why?

| want to support parents
and children to support
each other in coping with
loss

Swetha

How?

By making personal sense of what has
happened through play and storytelling,
allowing them to align and begin to accept the
story together

Swetha

How?

By making personal sense of what has
happened through play and storytelling,
allowing them to align and begin to accept the
story together

Swetha

How?

By making personal sense of what has
happened through play and storytelling,
allowing them to align and begin to accept the
story together

Swetha
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What?

By designing an activity
for them to engage in
together, allowing them
to recreate the story

Swetha

What?

By developing a product or activity they can do
together, allowing them to tell the story before
the loss of a parent to serve as a re-tellable,
constant story through the coping journey

Swetha

What?

By designing a product they can engage with
together, allowing them to start to create a story
before the loss of a parent to serve as a re-
tellable, constant story through the coping
journey

Swetha
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A5: IDEATION AND PROTOTYPING

The ideation process was iterative with many different ideas genero’red. This oppendix goes ’rhrough the whole ideation process as the
main report covers does not dive much into eor|y ideation
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HOW MIGHT I..? QUESTIONS
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out hope and is happy when th

The ill parent’s health begins to decline and they are
very ill. They are taking rest a lot and the child is
asked to be quiet a lot more. However, the child

always brings in moments of joy for the family with
it . Frd 8 ]

eir col char "
o R
S Sarapls an — — —
M:;ly 110‘1 ;,In,ﬂ. ' uhd’x’)":u And that's very important when you take them in I knew she was sick. | knew she couldnt move
Aok aedonl i el hain: the process and when it's possible, let everything that went on for o few weeks, she wos just
4 r maybe see So. if's nof helming at the sleeping at hame. Bul it didni reach me She

il's be © noj talk aboul it
Because it's for pllot of parents
and teachers eaier to just, stay
in o happy vibe - Claudia Hass,
Drama Th

moment with @ lo! of people and everylhing
neorby’ -Romy van den Booren,
Netwerkeosrdinator Integrale Kindzorg

said 10 me, 1 cant even walk why did you do
this?” -Anonymous. lost their parent of age §

“When o parent is able to
hug the children and touch
i chilrem. Give them
comlort in that way Thar's

s he going to die? No, na no we
say no No, no, no. He's only ill

He's no! going to die Ye:
of course. il Is an option.

t and somefimes

a child in the

Ill parent is not getting better and the
end Thi

Is near.

ibilities. So, when you don't

“them the truth, they will make it on t
important that you

¢ s and it will help” -

it's vel

the

family spen:

by

ds time.
h d

“Well, children have a lot of imagination

tell
ir

There are a lot ol ol
emotions To put @ word on that within
the sea of | don't know how man
emotions there are. Chaos. So, within the
the mind of each child, it's important.”™
Claudia Hass, Drama therapist

“I still didn't know what emotions |
are associated with this. | was
frustrated. No one cared about
me. | locked mys
bathroom for 3-4 hours and didn't
ow

“l wasn't able fo ask for
thot comfort and care want 1o come ou

The ill parent dies. Everyone Is

immediately very sad.The child is

confused as they don't fully
i "

ey e
ha

celings. @ lof

Mo ditd How busnt
Wy
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A Wating — X
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I | Slowly undelsundmg________‘
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L what has happened

memories

The family fondly remel
the ill pare talks.

And fac n her healing process
Claudia Hass, Droma therapist

heor. Do little things that make them go
into a positive world Create little

moments of joy” - Anonymous, lost their  lost thewr

partner when they had a young child

“Reading is a|very safe way, for also
parents and children. |1 gives words. Yeah
so0 you don't Have to look for your own

. words, you dorf't have to talk about how
you feel™- Clautlia Hass, Drama therapist

"l work o whole lot with duplo__
But when it can be ploced on o
table. So it's o small encugh to put
t tableSo a child con lock at

“The sooner the better theres no s i So the child

in the

didn't kn
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CLUSTERS
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CLUSTER'1

The ideas in this cluster fry to centre the story around one
objec’r that the child can hold close to them in their coping
journey.

For exomp|e, the fomi|y can speno| more fime ’roge’rher cooking
meals. Food p|oys a big role in culture and communication.
Cooking can also be a way fo express emotions and tell stories.
It shows love and brings people ’rogefher, Families could cook
’roge’rher and their journeys could be ou’romoﬂco“y documented
in a cookbook that serves as a keepsake ’rhrough the coping
journey.

For ideas in this cluster, | would design the tool that acts as the
centre-piece for the s’rory’re”ing and expression journey. This
would later turn into a keepsoke or objec’r of memory.
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P CLUSTER 2

B -Mu&ﬁ# Fl i tha
E"""‘r % phrcet H:‘:::"‘“E‘ The ideas in this cluster involve co-creating the story and
itk _ mg* Tronsforming it info a piece of art. Here story is the objec’r you

a Couaie Clarily koo remember.
BB ot ammry  Torn Yol it aly
| cyet inte feliga ihl' For exomp|e, the parents and child could work on moking quiH
r — ﬁrl Jrogefher. The qui|’r would tell stories of their adventures ’roge‘rher
’-‘\ g o and these stories could continue beyond the death of one parent,
he|ping the child better process the events.
For ideas in this cluster, | would design a kit to he|p families craft
their stories in a low effort and chi|d—frieno||y fashion.
-\-

la,
= L "




CLUSTER 3

ldeas in this cluster involve a very active opprooch to story-
Te||ing. They involve acting it out or p|oying it out in a way.

For instance, the fomi|y could p|oy a symbo|ic boordgome that
helps them convey a story while going Through it. The game
could end for one play and go one for others, everyone playing

the game could have a different perspective as they go ’rhrough

it.

For this cluster, | would design the objec’r that is p|oyeo| with or
used to tell the story.
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CLUSTER 4

Ideas in this cluster focus on providing outlets for expression to
serve alongside storytelling. The present ways for children and
parents to express how they feel closely along with telling their
stories.

For example, parents and children could go on walks in nature
and use |o|0n’rs and flowers around them to express how
something makes them feel (Studio DoBra - DoBrause, z.d.).
They could pick out specific things like crushed leaves or flowers
fo express.

For this cluster, | would design the object that is used for
expression or probes about expressing.
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At this stage all the idea clusters seemed very similar and did not
really address the design goal.

The design goal was narrowed a little and | went back to ideating
and creating new clusters
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CO-CREATION WITH EXPERT




CO-CREATION WITH EXPERT
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CO-CREATION WITH EXPERT
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INDEPENDENT IDEATION AFTER CO-CREATION
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WORKING TOWARDS THE
FINAL CONCEPT
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CHANGES TO CONCEPT TO INCORPORATE FEEDBACK FROM IDEATION

/'§

4\
S
- U TREASURE HUNT
G Y
el RVSN HetSl oA
7 mr.—\\ ;\m \{‘/\
s | “H] THN 5
N\ V- A AU
JN\ /A % N
\/V\
=23~ | gl =
BOARDGAME




PPPPPPPPPPP




PROTOTYPING FINAL CONCEPT -PREPARING FOR LASER
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PROTOTYPING FINAL CONCEPT- DESIGN OF BOARD GAME, TREASURE HUNT, PROMPT CARDS AND RULE CARDS

00O
POPPPOOD
POPPOIOPD
Yo @veeee o o
OO0 T
@ @@.. ¢

Collact & mrﬂ'] fabes "_]

; gt
: ; et S
-__':"'3‘ : - o : z i 0 5

Lalisct o mesozs toker by Collect & ity Token by follect o ety Taken Wy

‘hﬂ.l'!;l aroal T ““N'JI

T 90 )

{zot o mEnaEy Tohens'

rlk-:’_ bt e I'-tl'ﬁl.']" I'ﬂ_u!_ foinl T hhﬂ_f

"4l-.--l ot The wr it

Thscovepnd Treasapes

Tiscoeeped Treasapes  Discowiad Tiessaiss!

Deseoveied brsnturss Eeofiect: 4 vabioy. fola g

thg_ aroal Tie mm:l'
Lalket & mEFOLy Toker by
r-l.ILHj_ feoat The memord

Discoveped Tpeasaes'
START Hepd!
FusH
How wis put wile thidugh

(st ao FENOEY foienst

I"_-;d e To The fwsh oae n,r_'.-:- wack to the lasb ome

bot w wenony Tobam?  fiof w0 menony Tokenst

(o0 ewk, To The hast om
(ot o oy Tokanst
i i
(o0 vack, To The hast oe
et mo wNIEy fakerat
I:':a wick, To The lust ose
[t ne memeks Tokeas?

e bk te the st om

(0 wack. T2 The st oee
[ret mo mEnaty Toknas?
(0 wwck To the lash ce
st a0 memoLy toeest

'5& back To the last ome

loot na mencty Feknas?

{5z back To the Wt see

maTaLy s
Coollect 4 memota Tolea 'y
o B

'-'-Illr.r.l'_ whaut e mmﬁa'

Cpllect a HERoEy Tédea 'ry

Talkng abat the mn.‘-td'

Lalket o memoty toies by
‘rllhh:]_ drpat Tie |-|:r-.'-|z|.I

> Le

FIND THEM ALL




APPENDIX]152

Songs that wn e o sig 4& (s we lie To pley 4& Shoriss we Bks o aad ? The vt you wnte. vopa.
& &







APPENDIX|154

What is this? V\emong Tiles

This Teeasuee chest is meant fo sfoee your The memoty Tles make up The cope of fhis chest. They gve you

_ a place to store and pecall your most special memopies. Once

valuavle memogies , , . .

you #ill Them up, you can play with Them in many dissenent wa\\’s‘.
How Yo ill up the memogy files?

®h3 4 Teeasuee (’heST?- Vick a prompt cagd feom The envelope (There are some exteas,

Because your memog.ies Tog\efher; aRe youg s0 you can pick the ones that spaek most joy for you). The

gompT capds age coloug coded with The code also peesent in The
%eafesf Teeasupe! PEETP i

enve|oPe.

What's in The teeasuge chest? ey

Memo&:’ tiles

An envelope with memoey prompt cads
Weite in The peompt caed and find teinkets o pictuges that

Th‘"ﬁs l\’Ou need fop. the ‘(DMK down memov‘j relate to the peompt. Tut eve&:jfhing you can find along with the
lane’ bomd%me prompt cand in the Tile.

Things you need #oe The Teeasuee hunf




Join 6 completed files like so. Place The ‘walk down
memory lane’ boau%me voard on Top of and it should snap info

Plalce.

and place on each of The spaces That has a

small camega on it. \T should look like This

éve&\\’ Pla\\’ea claims Theiw chagacter and we ape LMJU to staet!
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A pandom Plajeg polls the dice and staets moving, ahead.

When 4 PM\\)%K lands on This
They must

Once Then do
50, ﬂ"’ﬁ That The\\j can

stick on theie backpack (the magret on the

vack of the chagacters)

I Theu land on This,

The\\j must
the ni;hfmau with a

Pomﬁul memogy.

¥ a P|43e& ) The:’ must 90

back to with memoey fokens and

collect one from Thepe.

Once a nightmage pipate is deteated, o
hurt anyone. else!

The game concludes when all Pla\\,egs have completed theie walk.



The Teeasupe Hunt

This game is a4 moge active alfepnative to find‘mg and shmns\
memogies

Set up: The parent picks 4 few memogy tiles to hide. Theﬁ
inseet a Mg in The Tile as shown and hide Them agound The

house op. even oufdoogs!

The parent Then Takes the teeasupe hunf bingo voaed and
places The pieces comesPonding To the Hags on The voaed and

keeps the pest of The pieces and flag\s aside.
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(bame P'“gj

The child goes on an adventupe finding, the memory tiles. Thﬁ\,
can be suge to idenfi+5 the tiles using the ¢lag on them. The‘\j
1’13 Yo mafch the pictuge on the vingo voaed to the pictuee on
the #lag, When all the Tiles tpom the vingo board have been

collected, you discuss The memories in The Tiles Toaefhea.
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PROTOTYPING FINAL CONCEPT- ASSEMBLY AND MAKING
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Peompt capds
A sepies of capds fop

your- loved ones
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