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Appendix 1: project brief
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Appendix 2: originAl project plAnning
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Appendix 3: emAils to stAtions x And Y
The introduction email to station X:
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The email to reveal the research topic at station X:
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The introduction email to station Y:
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Appendix 4: dAY in the life of A police officer duo
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Appendix 5: full interview setup semi structured interviews
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Appendix 6: probe cArd test results summArized
Underneath are the probe card test results summarized per question asked.
Permission to use the examples on the cards ‘protest’ and ‘mailtje’ was only gained after the tests. Thus, they were only tested in either 
of the stations, in order to protect the identity of the person who told the examples. This explains why the number of participants for those 
cards was 5 instead of 10. 
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Appendix 7: choice process of design goAl

Five directions of a possible desired effect were 
considered:

1. To change the incentive to make jokes, so 
people don’t want to make the joke

2. To change the jokes, so they are no longer 
crossing boundaries

3. To change the way of communicating 
boundaries, so people understand each other 
better

4. To replace making jokes with something else, 
so to offer an alternative that serves a similar 
purpose

5. To facilitate the police to make a change about 
jokes that cross boundaries themselves

With these five directions a table was made with 
different DG formulations, see the table underneath. 
On the first row are the titles of the directions, on the 
second row there are possible DG formulations and on 
the third row there are pluses and minuses stated. 

Nearly all the DG directions could result in useful 
interventions. However, as can be seen in Table 
X, all the directions come with their own positive 
and negative hypothetical effects. The direction of 
facilitating would fit the police the best, but for this 
project it was not feasible. The direction of replacing 
jokes was feasible, but not desirable with the distance 
from the chosen theme. The direction of changing 
jokes did not seem feasible nor desirable, as it would 
cause a lot of resistance and require a big change. 
This left the direction of changing the communication of 
boundaries around jokes, and the direction of changing 
the incentive for making jokes. A combination of these 
two directions was chosen to continue with, as they 
were both promising, but together seem to have a 
better chance of succeeding. 
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Appendix 8: Inspiring exAmples for ideAtion
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Appendix 9: All sketches with pluses And minuses
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Appendix 10: App concept - prototYpe screens
1. Welcome screen        2. First time user screen

3. Game explanation        4. Fictional colleagues introduction
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7. Scenario explanation        8. Choice screen

5. Homescreen         6. Scenario intro screen
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11. Reactions of colleagues

9. Opinion of Joël on scenario       10. Opinion of Noa on scenario
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Appendix 11: police humor quArtets prototYpe - cArds & 
mAnuAl
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Appendix 12: plAYing cArds And scenArio cArds 
of ‘politie humor kwArtet’
Scenario cards:



111



112



113



114


