- -y = - - The activity-based need profiling This graduation project expanded
ACthltles, needs and lntro speCtlons method investigates an activity an initial version of the design

(activity-based) through the method through the addition of
An aCtiVitY'based and intIOSpeCtive deSign methOd :undamental need§ the activity introspective.activities. The va!ue

ulfills (need profiling). Through of introspection was explored in a
Wlth the typOlOgy Of fundamental I']_eedS as ad frameWOI'k an activity, all involved users, personal case study, and validated

contexts and products can in a second case study through

be integrated in a design process. two design workshops.

i EAMILIARISE 0 ‘7
; ; THE
§ oot ’) LN

REATE A EATE A
METHOD \ 0 (4 gzr A /
( e Ll FOLLOW THE %\ |
: ® e DEEPDIVE .
- AW ' ® INTROSPECT PLAY MODE
2) 7 2 oN TH: @ - . =
. pCTNATY .. =S -
st o " = ® ... ORASK VISUALISE — - !
ACTIVITY P = 0 OTHERS WITH A ADVENTURE
/NG \ A0 2 0 ABOUT 1T NEED oo PLAY MODE S
\ = — H 0 fi [
ey o
\\ Ry—dl . 5,? - N
( 13 FUNDAMENTAL NEEDS ) ) <

\ ! COMMUNITY o petpnce FITNESS  IMPACT o

vorniry oo e [y M| B | ST [ @ s 5L G DS MRS
— RELATEDNESS SECURITY Ll NEEDS ACTIVITY I MPLICIT 222;‘:0 \ \ \\ = O
TION IR ; I —4‘;
L ,_S,Tf’l-\_i_ L — /f (T | \.\\.\\\\\\\\ \ \&\I FROM OVERVIEW TO CONCEPT
— D (G B ) -
t < — \/_,_/\ — —_—
The preparation phase The data collection phase The data overview phase The exploration phase The realisation phase
In the preparation phase, designers In the data collection phase, designers Designers summarise the collected data In the exploration phase, designers In the realisation phase, designers use
define an activity to investigate and get learn which needs are satisfied or in a data overview, which consists of a translate the data into design briefs. one or multiple design briefs to ideate
to know the fundamental needs and the harmed through the activity, either visual need wheel and either a data sheet Through three play modes they collect design concepts, evaluate them through
design method. This ensures a smoother implicitly or explicitly. They gather this with short statements or a set of cards insights from the data overview. Each user tests and make iterations on the
design process and gives them the data introspectively or through with more nuanced narratives. play mode uses different parts and design concepts. They look back at the
opportunity to adjust the method to their external participants. different layers of the data overview. previous phases to connect the concepts
project’s needs and goals. to the activity and the gathered data.
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