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Preface

This graduation project, with ‘Samen Spelen??’ as the client, was the 
perfect opportunity for me to combine two topics that I like and find inte-
resting: research and design for inclusivity and with children. After arran-
ging the first meetings for my thesis, I realised that this topic had a lot to 
do with the work my mother used to do. She worked as a social worker in 
primary schools and with deaf children. This made working on this topic 
extra meaningful for me. 

This project brings me to the end of my studies in Delft, where I learned 
a lot about myself, grew as a person, discovered new passions, and met 
many wonderful people.Thank you to everyone who has been a part of 
this journey, in both good and bad times.
During this graduation project, I was able to deepen my understanding 
of my areas of interest, my skills, and my growth points. Allowing me to 
come out of my shell as a designer with my own unique qualities.

I would like to thank all my supervisors for their support and positive 
energy throughout this project, for creating an atmosphere that made me 
feel comfortable sharing my work, for giving me the opportunity to learn 
and explore who I am as a designer.
I would like to thank Mathieu, my chair, for asking the right questions and 
supporting me in finding my own answers.
I would like to thank Susie, my mentor, for giving me the space to focus on 
my process and for providing me with tips on visual communication.
I would like to thank Rosa, my client mentor, for the brainstorming 
sessions, the opportunity to ask questions at any time, and for sharing our 
study stress.
I would also like to thank the entire ‘Samen Spelen??’ team for making me 
feel welcome and for providing feedback on my work.

Furthermore, I would like to express my gratitude for all the children, 
parents and experts involved in this graduation project - everyone who 
participated in play activities, helped with brainstorming and testing, and 
took part in various sessions and interviews.

Finally, I would like to thank my loved ones who have supported me 
throughout my graduation process. Thank you for being there whenever I 
needed you.

 Elke

Figure  1. Photo collage of me involved in activities of this project (photos from Samen Spelen)
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Abstract
This graduation project explores the social-emotional 
context of inclusive outdoor play. The objective is to 
enhance participation in outdoor play for children with 
disabilities by focusing on inclusion. To achieve inclusion in 
play, the needs of all users in an outdoor play area must be 
addressed. This project examines themes and elements 
that facilitate small contact between children with and 
without disabilities, aiming to increase participation in 
outdoor play. 

Context
There is a recognised need to promote outdoor play among 
children with disabilities, as it has a positive effect only 
impacts their physical, social, emotional, and cognitive 
development. However, children with disabilities engage 
in outdoor play less frequently than typically developing 
children, because of various barriers they experience.

Collaboration with ‘Samen Spelen??’
This project involves a close collaboration with the client 
‘Samen Spelen??’. The multiprofessional team from the 
consortium ‘Samen Spelen??’ at ‘Hogeschool Utrecht’ are 
developing two toolkits for child therapists to facilitate 
inclusive outdoor play for children with physical disabilities 
(4-12 years old) and their parents. One toolkit focuses on the 
physical context, the other on the social context. 

Research approach
To explore the social-emotional context, several research 
and design activities were conducted: starting with litera-
ture research and attending inclusive play activities. This 
was followed by participation in two generative sessions 
with children and an interview with an orthopedagogue to 
gain more insights into the emotional context.

3 found main themes
The findings from these activities led to three overarching 
main themes that have an influence on the social-emotional 
context of inclusive outdoor play. These themes formed the 
basis of three conclusion posters, which can be found on 
pages 57,59 & 61. The 3 themes and their related posters:
• Theme: ‘The environment: people and place’  
 Poster:  ’Influence of the environment and bystanders  
 on outdoor play and making contact’
• Theme: ‘Inclusive outdoor play activities’ 
 Poster:  ‘Influence of the activity on participation and  
 making contact’
• Theme: ‘Children’s inner world’ 
 Poster: ‘Connection & experiences of a child with a disabi 
 lity’

Small contact & Design goal
The principle ‘Small contact’, identified on the third conclu-
sion poster, was selected as the main focus of this project. 
Small contact refers to safe, accessible, and natural contact, 
without the need for full play. The facilitation of small 
contact creates openness to explore contact with others 
and children’s own ways of participating.

To grasp the focus in one sentence, a design goal is created: 
My design goal is to facilitate/create small equal contact-
between children with disabilities and children without 

disabilities that do not know each other, at an outside play 
area in their neighbourhood, which positively influences the 

participation of children with a disability

Insights and conclusions
Based on this design goal, various brainstorming cycles 
were conducted, resulting in three concepts: 
‘Kijk Kameraden’, ‘Spelen met Schaduw’ and ‘Stoep-
krijt Ontdekking’. ‘Kijk Kameraden’  focuses on making 
(eye) contact through the use of reflections and mirrors. 
With ‘Spelen met Schaduw’ children can play by creating 
shadows and reacting to the shadows created by others. 
‘Stoepkrijt Ontdekking’ encourages children to leave traces 
in the neighbourhood that help them and others to get to 
know the area, play opportunities and each other. 

Testing prototypes of these concepts with children in 
context provided insights into themes and elements that 
facilitate small contact between children. These themes are:
Indirect intimate contact: Indirect direct contact through 
objects by exploring one of the senses: seeing
Indirect interplay: Indirect play through objects that can be 
manipulated from a small distance
Intermingled play: Intermingled play among children using 
the same objects
Leaving and following traces: Indirect contact through 
traces that indicate the visibility of other children’s play in 
the neighbourhood
These themes and their corresponding elements are 
presented in a poster, which can be found on the pages 124 
& 125.

The results can be utilised by ‘Samen Spelen??’ to develop 
their toolkits. The use of these results can help encourage 
child therapists to stimulate children with physical disa-
bilities to make small contact with new children, without 
the need for adult facilitation of play activities and making 
contact.

1. 

2. 

3. 

4. 

Figure  2. Photo play moment in ‘Kloosterplantsoen’ (photo from Samen Spelen)
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Glossary 
Important terms from this graduation report are explained here. Some are general explanations others relate to this specific gradua-
tion project. Sources are used to gain understanding of the terms in relation to this project.   

Child: The age frame that is given to the term ‘children’ differs. In this graduation project, focus is on children from the ages 
4-12. Children with a developmental age (the age at which people emotionally, physically, cognitively and socially function 
and behave (Little warriors, n.d.)) of 4-12 are included in this age range. When discussing the development of children in this 
project, a broader range is taken. 

Child therapists: Child therapist is an overarching term for therapists working with children. The client Samen Spelen is 
designing for child therapists and at the moment mostly focuses on paediatric physiotherapists and paediatric occupational 
therapists.

Community sports coach: Coaches who help residents in a neighbourhood find suitable sports and movement activities, and 
who organise sport and movement activities in the neighbourhood (Stichting Pulse, 2021). 

Orthopedagogue: Educationalist that coaches children and youngsters who are hindered in their development, for example 
because of psychological problems or disabilities. In this report, the contact is with an orthopedagogue that works with 
children with disabilities at a special education (Mentaal Beter, 2010-2024).

Paediatric physiotherapist: Therapists that work together with children (0-18 years) who experience problems in their move-
ments and movement development and their family (NVFK, 2024). 

Parents: All caregivers of children are included when the term parents is used. These include parents, guardians or other 
professional caregivers who give care, support and assistance (NCcaregivers, 2021). 

People
Contact: A form of communication and interaction between multiple people.

Disabilities: Are difficult to categorise, because they are debated and unstable. Within the social model, the explanation that 
takes most influencing factors into account, disabilities refers to deficiencies in society that hinders independence and equal 
rights for people with disabilities. People can experience disabilities formed by the social environment. (Marks, D., 1997; World 
Health Organization Geneva, 2002).
In this graduation project, focus is on permanent disabilities. When discussing the categorization of disabilities, multiple cate-
gorizations are explained. Outside this explanation, the term disabilities refers to permanent disabilities. 

Inclusion in play: Inclusive play is directed to fulfilling the needs of all users in an outdoor play area.

Participation: Taking part or being involved in an activity, or in broader sense the society. (Cambridge University Press & 
Assessment, 2024). 

Play areas: A place to play. Play areas can be playgrounds, but also areas outside where can be played that are not specified 
as playgrounds.

Playing together: Active participation of children in the same play, where contact between them is present.

Small contact: In this graduation project small contact is referred to accesible and safe contact that focuses on small natural 
ways for children to make contact and connect, without the need of it being full play. 

Social-emotional context of outdoor play: The social and emotional circumstances that have an influence on participation of 
children (with disabilities) in outdoor play. The emotional part is concentrated on someone’s internal emotions, the social part 
is concentrated on the relationship with the environment (Kijk op Ontwikkeling, 2014).

Other terms

Figure  3. Photo inclusive play day ‘De Hoef’ (own photo made for ‘De Lachende Zon’)
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CONTENT

This chapter starts with an introduction to this graduation project and 
its project approach. The project introduction includes the collabora-
tion with the consortium ‘Samen Spelen??’ and the project goal of this 
graduation project in relation to the study of ‘Samen Spelen??’. The 
project approach demonstrates how the Double Diamond method is 
used as the basis of this project, the collaboration within this project 
and an introduction to the research and design methods. 

INTRODUCTION
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1. Project introduction
The project introduction focuses on explaining the goal, the main topics related to this goal and the collaborations of 
the client Samen Spelen. It continues by illustrating the goal of this graduation project, focussing on the social-emoti-
onal context, inclusion and participation.

1.1 Consortium ‘Samen Spelen??’

This subchapter introduces the consortium ‘Samen Spelen??’ from Hogeschool Utrecht, the client for this graduation 
project, with whom I worked closely throughout the project. They focus on facilitating inclusive outdoor play. Their goal, 
main themes, and stakeholders are highlighted in this subchapter. 
 
The graduation project is in collaboration with the consor-
tium ‘Samen Spelen??’, a four-year research project from 
Hogeschool Utrecht with a multiprofessional research team. 
They are developing two toolkits for child therapists to 
facilitate inclusive outdoor play for children with physical 
disabilities (4-12 years old) and their parents through parti-
cipatory design and research. One toolkit focuses on the 
physical context and one on the social context. This consor-
tium was founded because children with physical disabili-
ties do not often play outside, while it is proven that playing 

De krachten in samen spelen
W i  i o  ?

H  d  o i    ?

F S

Ondersteuning vanuit de maatschappij

H  d  
  ?

De speelplek
W  j,   j j, 

  j i   ?

De KINDEREN

H  j   
o a o?

Ouders

H  j  “ ”
 a ?

Professionals 
en samenwerken

H  j   ?

Elkaar echt leren kennen

H  j ?
Samen spelen

H  j c?
CONTACT MAKEN

Een toolkit vanuit 
fysiek perspectief Een toolkit vanuit 

sociaal perspectief

Figure 5.  Overview of main themes identified by ‘Samen Spelen??’

outside with others has positive effects on their health and 
development. (Bloemen et al., 2021). 

The main themes identified by’ Samen Spelen??’ that 
influence inclusive outdoor play for children with physical 
disabilities are: the children, the parents, support from 
society, professionals and collaboration, the play area, 
making contact, playing together, and really getting to 
know each other. See Figure 5 for an overview of these 
central themes.

The research project collaborates with various stakeholders: 
including primary schools, municipalities, physiotherapists 
situated in Utrecht, Oosterhout and IJsselstein. Moreover 
organisations in the Netherlands, such as ‘Jantje Beton’ and 
‘Stichting het Gehandicapte Kind’ as well as educational 
institutions like Delft University of Technology, are involved. 
An overview of all the stakeholders involved in the ‘Samen 
Spelen??’ research project can be found in Figure 6.

Note: From now on, ‘Samen Spelen??’ will be referred to as 
Samen Spelen.

Figure  6. Stakeholder overview ‘Samen Spelen??’



18 19

1.2 Project goal

This subchapter is a first introduction to why this project is relevant. The goal of this graduation project is to analyse and 
overcome social-emotional barriers that children with disabilities experience in outdoor play. Full inclusion in outdoor 
play activities is strived for.

Children with a disability experience barriers to partici-
pating in outdoor play with peers. These barriers can be 
divided into physical and social-emotional barriers. During 
this graduation project, focus is placed on the social-emo-
tional context of inclusive outdoor play. The physical 
barrier, on which most studies are centred, is defined as the 
physical accessibility of play environments for children with 
physical disabilities. It has been found that overcoming the 
physical barrier on its own will not result in higher participa-
tion, as children still experience emotional barriers. (Engelen 
et al., 2021).

Figure  7. Differences between exclusion, segregation, integration and 

inclusion based on the illustration of Lapsett (2023)

1.2.1 Social-emotional context

To increase the participation of children with (physical) 
disabilities, inclusion in outdoor play must be stimulated. 
But when is a play area focused on inclusion?

Inclusive play is directed towards fulfilling the needs of all 
users in an outdoor play area, whereas exclusion is directed 
towards meeting the needs of only part of the users. In 
between these extremes, segregation and integration can 
be found. Segregation addresses all users’ needs, but in 
different play areas. Integration addresses all users’ needs in 
different spaces within one play area. In both segregation 
and integration users with different needs are still separated 
from each other (Lapsett, 2023). Figure 7 illustrates the diffe-
rences between these various levels of inclusivity, based on 
the the illustration of Lapsett (2023).

1.2.2 Inclusion and participation

To strive for full participation of children with physical 
disabilities in play areas, this project is aimed at inclusion, 
wherein children with and without a disability can play 
together.
Because overcoming the social-emotional barriers is 
necessary to facilitate higher participation and there is a 
lack of research on this barrier, it is important to focus on 
researching and designing for overcoming the social and 
emotional barrier. Researching this knowledge gap could 
enable the development of adequate solutions that could 
help children with physical disabilities play more outside 
together with peers. 

1.2.3. Conclusion of project goal

Segregation

Inclusion

Exclusion

Integration

Figure 8. Photo inclusive play day ‘De Hoef’ (own photo made for ‘De Lachende Zon’)
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2. Project approach
This chapter proposes the project approach that is taken in this graduation project. It introduces the ‘Double Diamond’ 
method, with the four phases of ‘Discover’, ‘Define’, ‘Develop’, and ‘Deliver’, that is used to approach this graduation 
project. The collaboration with Samen Spelen and other stakeholders throughout this project is described. It concludes 
with the research and design approach that gives an overview of the research questions and  the research and design 
methods used.
 

2.1 Double Diamond

As the basis of the project approach, the Double Diamond method is used. The Double Diamond is a visual stepwise 
approach to design and innovation processes developed by the Design Council (Design Council, 2024). This subchapter 
will explain the use of this approach.

This framework consists of two diamonds that first diverge and then converge. This results in four phases: ‘Discover’, ‘Define’, 
‘Develop’ and ‘Deliver’. These phases include discovering the challenge, defining the challenge and solution space, deve-
loping ideas, and finally delivering a certain outcome (Design Council, 2024).
This process is not entirely linear, as many iterative steps occur and research and design activities are intertwined. Entering a 
new divergent or convergent phase does not mean that this phase is fully finished and is never looked at. 

In this graduation report, each of these phases concludes with the main takeaways from the phase. Depending on the content 
and findings, these sections are presented as conclusions or summaries.
Next, a description is provided of what is done in each phase of this graduation project. Followed by a visual overview of these 
phases with the main outcomes of this project, concluding the Discover phase and Deliver phase, see Figure 9 on the next 
pages.

During the first phase, the context with its users and 
interactions is explored through a variety of research 
methods. These include desk research, observations and 
conversations, interviewing and generative sessions with 
children. First, a literature review on the context and target 
group is conducted to better understand the project topic. 
Afterwards a deeper understanding of the influences on 
inclusive outdoor play within the social-emotional context 
is achieved through the use of multiple activities and 
methods. These include desk research, observations and 
conversations at play activities at playgrounds, interviewing 
experts, and a generative session with children organised by 
Samen Spelen. Using cluster analyses, overarching themes 
are identified. The Discover phase concludes with three 
posters that illustrate the main insights and their correla-
tions, serving as a starting point for the Define phase. 

2.1.1 Discover phase
In the second phase of the Double Diamond method, 
the insights gained from the Discover phase are used to 
define the design challenge. Using the three concluding 
posters from the Discover phase, means, obstacles and 
ends are distinguished. These elements, along with a 
desired situation sketch, led to the Design vision. Within 
this design vision a project focus is established to scope 
down the project. A design goal and requirements & wishes 
are formed combining the themes of the project focus and 
serving as a guideline for the Develop phase. The Define 
phase concludes by zooming to show the bigger picture in 
which the project focus is situated. 

2.1.2 Define phase
The identified main themes, design goal, and requirements 
& wishes, served as a foundation to start the ideation 
process. Various inspiration and ideas were generated 
through brainstorming, resulting in four idea directions. 
Within these directions, multiple ideas were developed, 
of which three were selected and turned into concepts. 
Feedback on these concepts were gathered by testing the 
created prototypes with children and evaluating them with 
experts. For each concept, the insights gained from testing 
and evaluation were analysed through clustering and using 
Parten’s social play theory. This Develop phase is wrapped 
up with conclusions on the three concepts, highlighting 
elements that influence making contact, limitations of 
testing or the concept, and opportunities for further deve-
lopment. 

2.1.3 Develop phase

The final converging phase focused on reflecting and 
concluding on the entire graduation project. The outcomes 
of this project are combined into products to be handed 
over to the client. The main output is a concluding poster 
that presents the insights on creating small contact. This 
poster includes the themes and elements discovered in the 
analysis of the three concepts in the phase ‘Develop’. Additi-
onally, iterations on the concepts have been made based on 
insights from the previous phase. Furthermore an overview 
has been created regarding the future use of the different 
outcomes (themes, elements and prototypes) for the client 
and their stakeholders.

2.1.4 Deliver phase
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Figure  9. Double Diamond method in this graduation project with main boundary objects

Indirect play through objects that 
can be manipulated from a small 

distance

Indirect direct contact through 
objects by exploring one of the 

senses: seeing
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It is observed that letting children create together 
gives them the opportunity to discuss their 

thoughts and ideas, as well as to ask and o�er 
each other guidance & help. This fosters creating 

empathy & understanding among each other and 
for the ones they are creating routes for.

To reach collaboration 
between children and 

the creation of 
empathy, it is 

bene�cial to create 
clear assignments and 

goals. Additionally, 
clear assignments can 
increase the visibility 
of the routes within 
the neighbourhood.

Seeing moving images 
created by other children 

attracts attention, 
inspiring other children 
to participate and make 

similar creations. 

Creating a speci�c play 
area with easily accessible 

materials stimulates 
opportunities for 

intermingled play, and, at 
a further stage, 

cooperative play.

When activities based on play or contact are 
understandable by seeing the objects, seeing 

others play with them, or through a brief 
explanation, they become more accessible to join. 
By focusing on exploration within the activity and 
presenting a variety of multi-interpretable objects, 
children are given the opportunity to participate in 

their own way.

The placement of 
recognisable interplay 

objects and 
open-ended objects 

in this indirect, 
explorative context 

stimulates accessible 
interplay.

When objects encourage 
children to focus on their 
surroundings, they bring 

attention to others around 
them. This focus can be 

directed through guiding 
components. Additionally, 

objects that require focus can 
help in attentively looking for 

and observing their 
surroundings including 

people.

Objects that o�er multiple usage options, 
such as featuring multiple re�ections and 

being adjustable & movable, provide 
opportunity for exploration. In this 

context, this means exploring the external 
environment with other people in it.

Indirect contact through traces 
that indicate the visibility of other 
children's play in the neighbourhood

Small contact
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Influence of the activity on 
participation and making contact
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Connection & experiences 
of a child with a disability
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The consortium has numerous stakeholders and partners, as 
illustrated in Figure 6 in Chapter 1.1. In Figure 10, stakehol-
ders involved in research activities, presentations and play 
moments during this graduation project are displayed. Most 
involved stakeholders are partners from Samen Spelen, 
some not. A few of these stakeholders will be highlighted 
here due to their significance throughout the project.

2.2 Collaboration

Figure  10. Overview of involved client and stakeholders in this graduation project 
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2.2.1 Client 2.2.2 Involved stakeholders

In this subchapter, the collaboration with various stakeholders within this graduation project will be discussed. Some of 
them are highlighted due to their importance. 

The Living Lab ‘Inclusief Buitenspelen’
The Living Lab ‘Inclusief Buitenspelen’ from Hogeschool 
Utrecht overlaps with the consortium Samen Spelen, 
sharing multiple of the same researchers and designers. 
They focus on interprofessional collaboration to promote 
outdoor play for children who don’t engage in much play 
or physical activity. During the time span of this graduation 
project, this Living Lab organised play moments for children 
at the playground ‘Kloosterplantsoen’ in IJsselstein. This is in 
collaboration with paediatric physiotherapists from ‘Groene 
Biezen Fysiotherapie’ and community sports coaches from 
‘Pulse’. In this project, play moments at ‘Kloosterplantsoen’ 
are attended for observations and talks with children, 
experts and parents.

‘InContact Bijzonder’
With ‘InContact Bijzonder’, which is not a stakeholder of the 
consortium, contact has been established. Their mission 
is to foster understanding, create connections and build 
bridges between parents with care-intensive children and 
the healthcare sector, thereby promoting an inclusive 
society for children with disabilities (InContact Bijzonder, 
n.d.). In pursuit of their mission, they organise inclusive play 
days at playgrounds. I attended some of these play days to 
explore the context through observations and conversa-
tions, and to test prototypes during the Develop phase. 

Generative sessions at mytylschools
During the Discover phase, I participated as supervisor 
and facilitator in two generative sessions with children at 
schools organised by Samen Spelen. The groups during 
these sessions included children from Mytylschools as well 
as children from regular education. One session took place 
at the Mytylschool in Utrecht, the other was held at the 
Mytylschool in Oosterhout. 

Dock
Moreover, Dock is mentioned, which stimulates contact 
within neighbourhoods between residents and organisa-
tions, to create a society with cohesion between people 
(Stichting Dock, 2024). Dock is located in different cities 
across the Netherlands, including Utrecht, where it, among 
other things, manages playgrounds. Through Dock, testing 
at the playground ‘De Duizendpoot’ in Utrecht was made 
possible. 

Orthopedagogue 
Lastly, orthopedagogue Nandine Henry is mentioned. She 
is an orthopedagogue generalist who works at ‘De Hoog-
straat’ and is involved in the research project of ‘Samen 
Spelen??’. Contact with her was established at one of the 
generative sessions with children. Later on, an interview and  
a feedback moment with her are conducted. 

During this graduation project, active participation took 
place in the multiprofessional research team of Samen 
Spelen. In addition to organising my own research and 
design activities, a variety of activities organised by Samen 
Spelen and its partners were attended. In activities orga-
nised by the consortium and stakeholders, I have taken on 
several roles as: participant, as observer and notetaker, and 
as a group supervisor and facilitator. Meetings within the 
team were regularly attended. This collaboration resulted in 
sharing ideas and perspectives with each other throughout 
the project. 

The vision that ‘everything is data’ was realised through 
interactions and exchange of data, interim results and 
conversations among myself as a graduation student, the 
Samen Spelen team, experts and stakeholders, as well as 
other students from Hogeschool Utrecht. 



26 27

PHASE CHAPTER RESEARCH QUESTIONS RESEARCH AND DESIGN 
METHODS

Discover 3.1 Importance of 
outdoor play

 - Why is (outdoor) play important for children with 
and without disabilities?
- Why is it important to research and design for 
inclusive outdoor play for children with disabilities?

- Desk research

3.2 Experienced soci-
al-emotional barriers 
& facilitators

- What are the social and emotional barriers and 
its already found building blocks experienced by 
children with a disability in outdoor play with peers?

- Desk research

4.1 Types of disabi-
lities

- What are disabilities? How are disabilities catego-
rised?

- Desk research

4.2 Development 
& play changes of 
children

- How do children develop with focus on social-emo-
tional and physical development?
- How are development and play related?
- What social aspects are there in the development 
of play?

- Desk research

5.2 The environment: 
people and place

- What factors in the environment prevent children 
with a disability from making and having contact 
with other children (leading to outside play 
together)?
- What factors in the environment stimulate children 
with a disability to make and have contact with 
other children (leading to outside play together)?

- Desk research
- Observations & talks with children 
and parents at inclusive play 
activities
- Generative session with children 
organised by Samen Spelen 

2.3 Research and design approach

In the previous subchapter, 2.2 Collaboration, an overview 
of stakeholders involved in this graduation project is shown. 
This overview is important for understanding of the rese-
arch and design activities throughout the project. In this 
graduation project, multiple methods are used for research 
and design. To introduce the research and design approach, 
the research questions and the most important research 
and design methods are presented in Table 1. Each phase 
will elaborate on the activities, including the correspon-
ding research and design methods. An overview of these 
activities can be found at the beginning of each phase. This 
overview describes the activity, date & place, methods used, 
and extra information about the participants, supporting 
materials and data collection. The activities vary in terms of 
organiser and my role.

Besides the activities listed throughout the report, other 
activities organised by Samen Spelen and presentations by 
students have been attended. In these activities, I did not 
have a role as researcher or designer. I was a participant, 
listener or helper. No direct references to these activities are 
made in this graduation report. However, they influenced 
my work by providing inspiration, hands on experience, 
knowledge, and confirmation of earlier discoveries. A list of 
these activities can be found in Appendix 2.

This subchapter introduces the research and design approach of this graduation project, by providing an overview of 
the most research questions and most important research and design methods. 

Table 1. Overview research questions and the most important research and design methods per chapter

5.3 Inclusive outdoor 
play activities

- What kind of activities are interesting and acces-
sible for children with a disability?
- What activities stimulate children with a disabi-
lity to make and have contact with other children 
(leading to outside play together)?

- Desk research
- Observations & talks with children 
and parents at inclusive play 
activities
- Generative sessions with children 
organised by Samen Spelen 

5.4 Children’s inner 
world

- What internal thoughts and emotions prevent 
children with a disability from making and having 
contact with other children (to play together 
outside)?
- What internal thoughts and emotions stimulate 
children with a disability to make and have contact 
with other children (to play together outside)?

- Desk research
- Observations & talks with children 
and parents at inclusive play 
activities
- Generative session with children 
organised by Samen Spelen
- Unstructured interview with 
orthopedagogue 

Develop 9. Ideation & 
Conceptualization

Brainstorm / Creating ideas
- What ideas stimulate (small) contact between 
children?
- What ideas arise from elements from inclusive 
outdoor play activities? 
- What ideas are suitable for children that feel 
limited in participating in outdoor play by speed 
limit? What ideas are easy and understandable in 
use?
Comparing / Evaluating ideas
- What different types of (small) contact could be 
used in play?
- How do these types of (small) contact differ from 
each other?

- Sprint days by Samen Spelen
- Brainstorming, with use of 
How-Tos, analogies & metaphors, 
brainstorming & brainwriting, 
braindrawing
- PMI method
- Feedback from orthopedagogue

10. User test & Evalu-
ation

- What do children instinctively do with the proto-
types when presenting?
- What kind of contact between children occurs 
when using the prototype?
- How do children come in contact with the proto-
type?
- Between whom does contact arise when using the 
prototype?
- Is there a difference in usage between different 
prototypes within the same concept?
- Where is the prototype used?

- Observations of children playing 
with the prototypes at different 
locations
- Feedback from Samen Spelen
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• This graduation is in collaboration with the client ‘Samen Spelen??’. They are developing two toolkits 
for child therapists to facilitate inclusive outdoor play for children with physical disabilities (4-12 years 
old) and their parents through participatory design and research.
• The aim of this graduation project is to stimulate inclusion in outdoor play and increase participa-
tion of children with disabilities.

MAIN TAKEAWAYS

CH.1

• The ‘Double Diamond’ method with the four phases ‘Discover’, ‘Define’, ‘Develop’ and ‘Deliver’ is 
used to approach this graduation project.  
• Various stakeholders are involved in this graduation project.
• Various research and design methods are used to gain insights throughout this graduation project.

CH.2
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Figure 11. Photo inclusive play day ‘De Hoef’ (own photo made for ‘De Lachende Zon’)
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3. Context 
 3.1 Importance of outdoor play
 3.2 Experienced social-emotional barriers & facilitators

4. Target group
 4.1 Types of disabilities
 4.2 Development & play changes of children

5. Deep dive into the social-emotional context
 5.1 Explanation of methods and process
 5.2 The environment: people and place
 5.3 Inclusive outdoor play activities
 5.4 Children’s inner world

6. Posters concluding the ‘Deliver’ phase
 6.1 Poster 1: Influence of the environment and 
 bystanders on outdoor play and making contact
 6.2 Poster 2: Influence of the activity on participation and  
 making contact
 6.3 Poster 3: Connection & experiences of a child with a  
 disability

CONTENT

The Discover phase focuses on discovering the challenge.

This phase started with a literature review on the context and target 
group, to create a better understanding.
This research centres on outdoor play and the identified social-emoti-
onal barriers associated with it. Regarding the target group, research 
is conducted on the explanation and categorisation of disabilities. 
Furthermore, changes in development and play are studied with a 
primary focus on social-emotional aspects.

After this first exploration, a deep dive into the context is undertaken 
using a mixed method approach. This deep dive explores the environ-
ment of children in outdoor play, inclusive outdoor play activities, 
and the inner world of children with disabilities in relation to playing 
outdoors together.
This phase concludes with three posters, summarising the findings 
from this stage. 

The insights gained in this phase are used in the Define phase to create 
the situation sketch and design vision.

INTRODUCTION
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RESEARCH AND DESIGN ACTIVITIES

Table 2. Overview most important research and design activities in the Discover phase

ACTIVITY PLACE/DATE GOAL METHODS EXTRA INFORMATION
Desk research Online

During the whole project

Diving into the topic of soci-
al-emotional barriers & context 
and target group. Additional 
supporting information.

/ Sources: Papers, websites, articles, documents from Samen Spelen.

Inclusive play day organised 
by ‘InContact Bijzonder’

Visited together with Rosa 
from ‘Samen Spelen’ and 
Social Work student gradua-
ting at ‘Samen Spelen’

Playground ‘de Hoef’ in 
Utrecht

01/05/2024

Immersing myself into the play 
world of children with and 
without a disability.

- Observation of and playing with children. 
Conversations with parents of children with a 
disability.
- Conversation with founder of InContact 
Bijzonder and mother of child with a disability.
- Attend the experience theatre piece ‘Amigos’ 
by De Lachende Zon and a reading moment of 
‘Marley Praat Passie’.

Type and amount of participants: Children differing in disabilities: for example children with multiple disabilities (can’t for 
example verbally speak or are in an electric wheelchair), children that have a physical disability (are for example in a wheel-
chair or have splints on the legs for support), a child with down syndrome. And children without disabilities. Parents were 
present too. Observation was done at a full playground during the whole day. Interacting and playing with children (around 
5/10). Conversation with parents (n=3).
Supporting materials: Inclusive play activities that were present.
Data collection: Written notes, taken photos.

Play moment organised by 
Living Lab 
with paediatric physiothera-
pist and community sports 
coach

Playground ‘Klooster-
plantsoen’ in IJsselstein

06/05/2024
- Observation of and playing with children.
- Conversation with parent (n=1) of child with 
chronic health issues and paediatric physiothe-
rapist.

Type and amount of participants: Mostly children who visit the paediatric physiotherapist, who are motivated here to 
move and play more outside. For example children that have overweight, children with physical disabilities that wear 
splints for supporting the legs,  children with unstable health conditions, children with down syndrome. Some siblings or 
other children joined in play. 
Play moment 1: Around 10/15 children.
Play moment 2: A child with walking assistance and that couldn’t fully verbally communicate was also present at the play-
ground. Around 10 children.
Supporting materials: Play materials present at playground.
Data collection: Written notes, taken photos.

Play moment organised by 
Living Lab 
with paediatric physiothera-
pist and community sports 
coach

Playground ‘Klooster-
plantsoen’ in IJsselstein

13/05/2024

Generative session with 
children organised by 
Samen Spelen team

Mytylschool Oosterhout 
De Beiaard

24/05/2024
Discovering social and emotional 
barriers children with disabilities 
experience in play.

Supervisor together with others of group of 
children from mytylschool and regular school 
(n=6), later on supervisor of duo (n=2). Type and amount of participants: Mixed groups of children from special education and regular education.

Generative session 1: One full class.
Generative session 2: Two full classes.
Supporting materials: Prepared materials by Samen Spelen and materials to craft. For some groups: audio and video recor-
ding.
Data collection: Filled in and created materials by children. Written notes. For some groups: audio and video recording. For 
my project: written down important insights. 

Generative session with 
children organised by 
Samen Spelen team

Mytylschool Utrecht De 
Kleine Prins

27/05/2024

- Supervisor of group of children from mytyl-
school and regular school (n=4)
- Listened to recorded audio from other group 
(n=4) .

Unstructured interview with 
orthopedagogue Nandine 
Henry

Online call

05/06/2024

Diving deeper into the emotions 
and self-esteem regarding 
emotional factors.

Unstructured interview about self-esteem and 
self-image of children with a disability.

Type and amount of participants: 1 orthopedagogue.
Materials: List of topics wanting to discuss.
Data collection: Written notes and recorded interview.

Analysis session of the 
generative sessions

Hogeschool Utrecht

06/06/2024

Gaining insights on the social 
and emotional barriers from the 
generative sessions.

On the wall clustering of statement cards 
created individually by present participants.

Type and amount of participants: Samen Spelen team and Mathieu Gielen.
Supporting materials: Materials created during the generative sessions, initial insights from during the generative sessions.
Data collection: In general: recorded pitch, post-its. For my project: written down important insights.
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3. Context
This chapter discusses the relevance of researching and designing for enhancing play and outdoor play among children 
with disabilities. Through literature review the research questions in this chapter are addressed.
This chapter starts with describing the importance of play, specifically outdoor play, for children highlighting the various 
developmental advantages of engaging in play. 
Later in the chapter, the identified experienced social-emotional barriers & facilitators for inclusive outdoor play from 
literature are discussed. This serves as a starting point for deeper exploration in context. This in-depth exploration can be 
found in Chapter 5.

3.1 Importance of outdoor play

This subchapter will explain the importance of engaging in outdoor play on different levels and highlighting the impor-
tance of this project.  

Research questions: 
Why is (outdoor) play important for children with and without disabilities?
Why is it important to research and design for inclusive outdoor play for children with disabilities?

The average time children play outside is decreasing. Rese-
arch shows that the outdoor playtime of Dutch children 
continues to decline: in 2024 children reported spending 
an average of 7.2 hours a week playing outside, compared 
to 9.9 hours a week in 2022. While half of the children who 
participated in this research mentioned they would like 
to play outside more often than they currently do (Jantje 
Beton, 2024). Time and space for engaging in play is beco-
ming more limited and constrained (Samenspeelnetwerk, 
n.d.).

This decline is concerning, as playing is essential for a 
healthy development of children in multiple ways. It 
contributes not only to physical, but also to social, emoti-
onal, cognitive and psychomotor development (Nijhof, 
et al., 2018; Bento G., 2017). Playing gives children the 
opportunity to discover the world and themselves. Through 
play, they can process experiences, understand how to 
interact with peers, test their limits and develop their skills 
(Samenspeelnetwerk, n.d., Bento G., 2017). Play provides an 
environment for exploring social interactions and communi-
cation. Additionally, creativity and problem-solving abilities 
can be stimulated through play (Nijhof, et al.). The environ-
ment in outdoor play offers children even more opportuni-
ties for socialisation and connection with nature. Further-
more, spending time outside promotes a more physically 
active lifestyle and behaviour in children. Prioritising 
unstructured outdoor play and spending time outdoors in 

organised contexts, such as schools where children spend 
a significant amount of their time, can contribute to this 
active behaviour (Grey et al., 2015). Moreover, unstructured 
play with outdoor materials fosters positive self-esteem, 
autonomy, and confidence (Bento G., 2017)..

Especially for young people with chronic health issues, play 
can enhance their well-being and quality of life both in the 
short term and, most importantly, in the long term (Nijhof, 
et al., 2018). For children with disabilities, the opportunity 
to develop through play, which helps building confidence 
and friendships in the neighbourhood, is particularly valu-
able. Playing together from a young age can help foster an 
inclusive society by reinforcing the idea that everyone is 
welcome to play along. More recognition and action need 
to be undertaken to secure their right to participate in play 
(Samenspeelnetwerk, n.d.). 

Outdoor play, and play in general, is crucial for the deve-
lopment of children on multiple levels. It contributes to 
physical, social, emotional and cognitive development. 
However, the number of hours spent playing outside each 
week has decreased in recent years. On top of that, children 
with disabilities play less outside than typically developing 
children. All together, this emphasises the importance of 
researching and designing to enhance outdoor play among 
children with disabilities. 

Conclusion

3.2 Experienced social-emotional barriers & 
facilitators

This subchapter introduces the social and emotional barriers identified in literature.

Research question: 
What are the social and emotional barriers and its already found building blocks experienced by children with a disabi-
lity in outdoor play with peers?

Social and emotional development are interwoven, yet 
there is a difference in nuance between them: emoti-
onal development is concentrated on the child’s internal 
emotions, and social development is centred on the relati-
onship with their environment (Kijk op Ontwikkeling, 2014). 
Both the child’s internal emotions and the relationship with 
their environment have influence on having and making 
friends, which professionals consider an important element 
in stimulating more outdoor play. This is negatively affected 
by the fact that children with physical disabilities often can’t 
keep up with the movements of typically developing peers 
(Engelen et al., 2021). 

In a recent study, Engelen et al. (2021) researched the 
social and emotional barriers. Regarding the social aspect, 
children with disabilities usually attend schools with special 
education, located outside their neighbourhoods. This 
results in not knowing children in their neighbourhood. In 
the light of the emotional context, it is stated that “the lack 
of self-esteem, autonomy and self-solving abilities are the 
building blocks of the emotional barrier” (p.6).
Moreover Bolster et al. (2021) found that stimulating self-ef-
ficacy and autonomy, and focusing on possibilities can help 
in facilitating physical activity for children with physical 
disabilities. Although these found factors relate to physical 
activity as a whole, rather than specifically to social and 
emotional barriers, they relate to the above mentioned buil-
ding blocks of the emotional barriers. This indicates that the 
social and emotional barriers in outdoor play do not exist 
on their own. Instead they are closely related with factors 
influencing physical activity in outdoor play. 

In the next steps of this project, the social and emotional 
context and barriers will be further explored. On the social 
level, the contact between children with disabilities and 
peers, as well as other people in their environment, will be 
further researched. The upcoming research and design acti-
vities regarding the emotional context will concentrate on 
self-esteem and self-efficacy, taking into account autonomy 
and focusing on possibilities.
As noted, the social and emotional contexts with their 
barriers and facilitators are interwoven and influence each 
other. Not to mention the influence of the physical context.  

Conclusion
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4. Target group
This chapter explores the target group of children with disabilities. It is divided into two subchapters: one focuses on 
explaining disabilities, the other on the development of children. Through literature studies, the research questions in 
this chapter are adressed. 
The first subchapter discusses the categorisation of disabilities, with a key emphasis on the biopsychosocial model, 
which aims to capture the complexity of defining disabilities.
The chapter continues by examining children’s development and corresponding changes in play. The main focus is on 
social-emotional development and play, including Parten’s social play theory.  
Based on the findings in this chapter, decisions regarding the target group are made for the design goal.

4.1 Types of disabilities

This subchapter argues and debates the categorisation of disabilities by introducing various models and methods of 
categorisation. The biopsychosocial model is used to describe the complexity of defining disabilities. Moreover focus is 
placed on permanent disabilites. 

Research questions: 
What are disabilities? How are disabilities categorised?

As abilities and disabilities are often debated and can be 
unstable, it is difficult to create a clear categorisation of 
disabilities (Marks, D., 1997). Medical models that look at 
abilities and disabilities as more stable and uncomplicated 
concepts focus on disability as a feature of the individual, 
seeking ways to treat or prevent the disability. In contrast, 
the social model centres on the deficiencies in society that 
hinder independence and equal rights for people with 
disabilities. This perspective moves away from the idea that 
disability is an individual attribute, and instead perceives 
it as shaped by the social environment. (Marks, D., 1997; 
World Health Organization Geneva, 2002).

The World Health Organization argues that both models 
are not sufficient on their own to capture this complexity. 
According to them, disabilities consist of the interaction of 
the person with their features and the environment, where 
one aspect can be more prominent than the other depen-
ding on different situations. As Microsoft explains in their 
Inclusive Guidebook: disability is not solely one’s personal 
health condition, it is a mismatched human interaction 
(Microsoft, 2016). This perspective led to a new model of 
explaining disability, known as the biopsychosocial model. 
This model integrates the essential aspects of both the 
medical and social model by incorporating biological, indi-
vidual and social aspects. For this model, see Figure 12 & 13 
(World Health Organization Geneva, 2002). 

4.1.1 Biopsychosocial model

Other ways of differentiating types of disabilities include 
examining the timeframe in which the disability and 
exclusion occurs: these can be permanent, temporary or 
situational. Abilities can change temporarily, for example, 
due to an injury or because of being in a different context 
for a certain amount of time.Think, for instance, of having 
a broken leg, where the ability to walk is affected. Additi-
onally, situations can change the ability of a person. For 
example, being in a very loud environment can change a 
person’s ability to hear (Microsoft, 2016). 
Disabilities can be visible or invisible to the outside world. 
Some disabilities are immediately noticeable, while others 
may not be evident right away. For instance, autism, but 
also hearing impairments are examples of invisible disabi-
lities. These invisible disabilities are not always understood 
by others, as there may be no visible signs indicating a 
person has a disability (Scope, n.d.). 

4.1.2. Other methods of 
categorising disabilities

Figure  12. Biopsychosocial model  (World Health Organization Geneva, 2002).

Figure 13.  Explanations of terms of the Biopsychosocial model  (World 

Health Organization Geneva, 2002).

Categorising and specifying disabilities is difficult. Every 
child with a disability is unique and experiences the disa-
bility differently, depending on their interaction with 
environmental features. This perspective is supported by 
the biopsychosocial model, which illustrates that biological, 
individual and social aspects have an influence on disabili-
ties. For this reason, this graduation project is not centred 
on a specific disability. 
What is specified, however, is that the project is focussed on 
children with a permanent disability, as their experience of 
exclusion in society tend to be more deeply rooted. Further-
more, this project specifically concentrates on children with 
disabilities who struggle to keep up with typically deve-
loping peers in outdoor play activities.

4.1.3 Conclusion
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4.2 Development & play changes of children

This chapter discusses the development and related play changes of children. As mentioned in the previous chapter, 
development in various domains can be stimulated through engagement in outdoor play. It dives into social-emotional 
development and physical and motor development. In addition it addresses social play, by introducing Parten’s theory. 

Research questions: 
How do children develop with focus on social-emotional and physical development?
How are development and play related?
What social aspects are there in the development of play?

Acts of play begin in the early stages of children’s deve-
lopment and are regarded as crucial not only for physical 
and motor development, but also for social, emotional and 
cognitive growth, as explained earlier in Chapter 3.1 (Nijhof 
et al., 2018). In Figure 14, the timeline of the development 
and changes in play is depicted. It illustrates the types of 
play that are related to, and of importance for, various deve-
lopmental stages throughout childhood. At the bottom of 
the figure, the types of play children generally engage in at 
certain ages are presented. At the top, the developmental 
domains that relate to the types of play at the bottom are 
depicted.

It is important to mention that this timeline model of deve-
lopment is not fixed and can vary among children. Additio-
nally, the classifications of play do not exclude one another 
and can be  intertwined. Below, the physical and motor 
development, and the social-emotional development inclu-
ding social play are highlighted. Of these, social-emotional 
is most important, as it is the focus of the project goal. 

Figure  14. Development and play changes during childhood (Nijhof et al., 2018)

As research shows, play enhances learning across various 
fields, with social-emotional learning being one of the most 
impactful for children’s long term growth, development 
and accomplishments. Social-emotional learning covers the 
knowledge and abilities that enables individuals, including 
children, to identify and regulate their emotions, cultivate 
and sustain relationships and make informed decisions. 
(Ljubetic, Malica & Vukadin, 2020). 

Considering the social-emotional development of children, 
friendship formation begins around the age of 5 and 
remains an important factor until the age of 12. This soci-
al-emotional development in friendship formation runs 
parallel to the development of exploration of desires & 
emotions and competence. It usually occurs after the earlier 
stage focused on development of expressing emotions 

4.2.1 Social-emotional 
development

and cooperation skills. From approximately the ages 3 to 7, 
social play is most prominent in play development. Further-
more from age 7 onwards, play is progressively influenced 
by peers. Around this same age social play evolves in games 
with rules, competition, risk taking and gaming (Nijhof et al., 
2018).

When looking at the development of social play among 
children, Parten developed a hierarchy ladder of social 
play categories. Parten’s theory outlines six stages in social 
play or social participation that toddlers and preschoolers 
progress through. The categories are, increasing in sociality 
of play: unoccupied, solitary, onlooker, parallel, associative 
and cooperative play (Ruth, 2023). Unoccupied, solitary and 
onlooker play are essentially non-social activities, parallel 
play features defined aspects of social participation, while 
associative and cooperative play involve actual social 
contact. Where Parten introduced the social play categories 
as sequential, it is argued that various factors may influence 
the social play development of children (Xu, 2008). 

4.2.2 Social play

When looking at physical and motor development, at the 
age of 6, children begin to expand  their skills from climbing 
and starting to run to walking and running on different 
surfaces, jumping and biking. Between the ages of 6 and 11, 
the speed, strength and precision of movements increases 
(Nijhof et al., 2018). However, children with developmental 
disabilities often lag behind their peers motor develop-
ment. Each child can experience different obstacles and 
competences depending on their disability (Kara & Ceviker, 
2023). From around the age of 11 to 15, puberty can cause a 
decrease in precision and strength (Nijhof et al., 2018).

4.2.3 Physical and motor 
development
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Important social and emotional development, ranging from 
expressions of emotions and cooperation skills to explora-
tion of desires & emotions, competence and friendships, is 
reflected in the social aspects of play.. Moreover, typically 
developing children aged 6 to 11 show an increase in speed, 
strength and precision. This can accentuate the visible diffe-
rences in physical and motor development between when 
compared to children who are nog typically developing 

The research project of ‘Samen Spelen’ focuses on children 
between 4 and 12 years old, which corresponds to the age 
of children in primary school. In this project, the age of the 
target group remained aligned with these ages. However, 
the mentioned social-emotional development around the 
ages of 5 to 8 are taken into account. These include: social 
play with more social participation, the start of friendship 
forming and exploration of desires & emotions. Lastly, the 
age range does not take precedence, as every child, parti-
cularly when focusing on children with disabilities, deve-
lops differently. In addition, the focus on children’s social 
exclusion from participation in play activities is relevant at 
all ages and remains important as they grow up.

4.2.4 Conclusion 5. Deep dive into the 
social-emotional context
After the initial literature research, a deep dive into the social-emotional context is conducted. This chapter captures the 
insights from this immersion in context. The chapter starts with an explanation of the process and methods used for this 
deep dive. It continues with the findings, split up in three overarching themes: the environment (location and people), 
the set up and type of play activities, and the inner world of children. 
The three overarching themes provided a structure for creating three posters that summarise the findings from the 
Discover phase, see Chapter 6.

Main research questions: 
What social-emotional aspects prevent children with a disability from playing outside with other children?
What social-emotional aspects prevent children with a disability from making and having contact with other children?
What social-emotional aspects stimulate children with a disability to play outside with other children?
What social-emotional aspects stimulate children with a disability to make and have contact with other children?
What play activities are inclusive and why?

5.1 Explanation of 
methods and process

Research methods
Different activities and methods are used to gain a deeper 
understanding of the social-emotional context. These 
included literature reviews, observations and talks at play-
grounds, generative sessions with children, and conversa-
tion with experts. An overview of the activities can be found 
at the introduction of this phase Discover, on pages 34 & 35. 

Process of analysing data
During the various research activities, relevant data was 
generated. This data was analysed, leading to three over-
arching themes that influence inclusive outdoor play. The 
process of gathering and analysing the data is illustrated in 
Figure 15. An elaboration on this process can be found in 
the following paragraphs. The raw insights on post-its and 
development in cluster analysis can be found in Appendix 4.

During and after the first research activities, insights 
gathered as statement cards in an online environment. The 
first research activities included attending inclusive play 
days and play moments. These were approached with an 
open mind. Data was collected by writing notes, drawing 
observations and taking pictures. The following overview 
outlines the approach taken:

• Observing: Observations were conducted using the ‘fly 
on the wall method’, ensuring that there were no interrup-
tions to the children’s play.
• Observing & talking with children: Engagement in play 
was used to start a chat with children about the activity and 
outdoor play in general.
• Conversations: Casual conversations with parents of 
children with a disability and experts were held to gain 
more knowledge about the children and inclusivity in play.

The first cluster analysis had no predefined starting point. 
This approach was taken to get a feeling of which insights 
were most relevant and what clusters could be formed. 
A subsequent cluster analysis was conducted, based on 
barriers and facilitators.

A knowledge gap regarding the emotional aspect of the 
social-emotional context was revealed. To address this 
gap, the emotional context was the focus during analysis 
of the generative sessions with children. Additionally, an 
unstructured interview was conducted with an orthopeda-
gogue. For this interview, a list of questions and topics was 
prepared, see Appendix 5.

Insights from these two research activities were incorpo-
rated into the previous clusters. Subsequently, relations 
between clusters were identified and the most interesting 
clusters were highlighted. This process resulted in the selec-
tion of three overarching connecting themes.

1. 

2. 

3. 

4. 
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5.2 The environment: people and place
This chapter is focussed on the first found overarching theme ‘The environment: people and place’. It discusses how 
the environment influences making contact and playing together. The insights presented in this chapter include the 
influence of diverse people: parents, experts, siblings, peers & friends. Additionally the chapter shortly explores the 
influence of the play areas. The insights are derived from a combination of literature research, observations and talks at 
playgrounds, as well as generative sessions with children.
These insights served as foundation for one of the posters concluding the Discover phase: ‘Influence of the environment 
and bystanders on outdoor play and making contact’, see page 57.

Research questions: 
What factors in the environment prevent children with a disability from making and having contact with other children 
(leading to outside play together)?
What factors in the environment stimulate children with a disability to make and have contact with other children 
(leading to outside play together)?

Research indicates that the environment has both negative and positive influences on participation in inclusive outdoor play. 
The social environment surrounding outdoor play includes the people present at play areas and the most important people in 
the lives of children with disabilities. Sometimes, these groups overlap. These people have a significant influence on the social 
and emotional barrier and facilitators experienced in outdoor play. They include parents or caregivers, experts, siblings and 
peers & friends. While the physical environment also affects social-emotional barriers, it is primarily driven by physical barriers. 
Since physical barriers are not the focus of this project, this aspect of the environment is only briefly addressed. 

Figure  15.  Overview of the process of data analysis

Parents

Intensive care
Parents and caretakers provide intensive care for their 
children, which results in not always having the time and 
ability to play outdoors. This is particularly common in the 
first years of the child’s life (Engelen et al., 2021). Parents 
carry this care and attentiveness to the playground as well.

Influence of care in outdoor play
During observations at the playgrounds, it was noted that 
children with disabilities are often accompanied by their 
parents or caregivers. As the children moved through the 
play areas, parents were present almost every second, 
observing and helping their child when needed. In an 
observation, this constant supervision became particularly 
evident when a mother of a child with a disability asked 
if we could watch her child for a moment, because she 
needed to go to the bathroom (Inclusive play day ‘De Hoef’).

It can be concluded that, on the one hand, the constant 
care and attentiveness of parents can create a safe space for 
children with disabilities to play. On the other hand, it 

5.2.1 People

may hinder children from exploring contact and playing 
with peers on their own. In the study conducted by Engelen 
et al. (2021) it is found that worries from parents about the 
safety of their child with a physical disability can negatively 
influence children’s self-esteem, autonomy and self-solving 
abilities of their child. 

First the influence of the adults (parents and experts) is discussed. Followed by the influence of other children (siblings, peers & 
friends).

Figure  16. Care & worries of parents
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Experts

Creating a safe space
It is observed that inclusive play activities are usually coor-
dinated by experts, including parents of children with disa-
bilities, paediatric physiotherapists and community sport 
coaches. The latter two organised the play moments at the 
playground ‘Kloosterplantsoen’. The children invited to 
these play moments were clients of the paediatric physio-
therapist and therefore already knew him. Due to this fami-
liarity and trust, the threshold for children to come together 
to play at the playground was lower. Consequently, it was 
noted that most parents were not present during the play 
moments. Moreover, it was observed that the contact 
between the children and the physiotherapist was relaxed 
and easy going.

Peers & friends

Just like siblings, peers and friends can have both positive 
and negative influences on the process of making contacts. 
Familiarity and unfamiliarity with one another play a role.

Unfamiliarity: Lack of friends in the neighbourhood
Research by Stichting ‘het Gehandicapte Kind’ (2023) found 
that children with disabilities have fewer friends compared 
to their peers without disabilities. Moreover, children with 
disabilities can not always meet up with friends, often due 
to the fact that friends live far away or a lack of energy. One 
reason for the distance is that they attend school in a diffe-
rent neighbourhood. This situation has a negative effect on 
integration in society and ability to make friends (Engelen et 
al., 2021).

Unfamiliarity: Reluctance in approaching, not knowing 
how to help
The significance of not knowing each other is highlighted 
by the insights of Samen Spelen gathered in the document 
‘Kenniskaarten’ (2023): ‘Lack of familiarity between children 
seems to be a greater barrier than a disability. Children who 
don’t know each other don’t easily play or talk together 
(though they do watch)’. 
This reluctance to approach others for play, was empha-
sised in one of the generative sessions with children. When 
discussing what the children would do if someone seemed 
fun to play with, one child stated: ‘I first wait for someone 
to come to me, instead of me going to them’. The other 
children present, both from special and regular education, 
agreed.

Siblings

Through multiple observations and conversations, it 
became clear that siblings of children with disabilities often 
join them at the playground. This text discusses the positive 
and negative influences.

Positive influences of going with sibling
Parents of children with disabilities express that going to 
a play area with a typically developing child might make 
it easier to connect with others. (Engelen et al., 2021). This 
child may be a sibling, who can help foster contact with 
other children when necessary. Additionally, siblings from 
children with disabilities can easily adapt play activities to 
increase participation for other children with disabilities. 
This was observed during a game of hide and seek, where 
rules were modified to allow a child with a disability to 
equally participate (Play moment ‘Kloosterplantsoen’).
In some cases, the presence of a sibling, much like that of 
experts, can reduce the need for parental supervision or 
can cause it to fade into the background. This can enhance 
the feeling of autonomy among children with disabilities, 
explained one of the parents at the playground in IJssel-
stein. 

Negative influences of going with sibling
In addition to positive influences, it has been observed that 
the presence of siblings can have negative influences on 
making contact with peers. During an observation, an older 
brother joined his younger brother during an activity at 
an organised play moment. It was noted that the younger 
brother followed his older brother most of the time and 
did not initiate contact with other children (play moment 
‘Kloosterplantsoen’). This lack of initiation in contact, due 
to the tendency to stick together, is also evident between 
siblings who are both typically developing children (genera-
tive session Oosterhout).   

Considering these findings, it can be concluded that on the 
one hand, going to the playground with a sibling can lower 
the threshold to make contact with peers; on the other 
hand, it reduces the motivation and need to make contact 
with other children. 

This unfamiliarity can also manifest as uncertainty about 
how to help children with disabilities participate in play 
activities, despite the willingness to help. During the testing 
of a prototype of Samen Spelen in the generative sessions, 
it became apparent that the included activities focused 
on mobility and speed, could result in a participation gap. 
This gap arose because children tended to concentrate on 
their own, which highlighted the differences in movement 
abilities.

Familiarity: Reluctance in making new friends
In addition to the influence of unfamiliarity, the familia-
rity among other children at play areas can also prevent 
children with disabilities that do not have friends in the 
neighbourhood from making new contact. This familiarity 
may include friends who already know each other, as well as 
siblings, as described earlier in this chapter under ‘Siblings’. 

Play areas

Physical: Unaccessible play areas
A lack of good, fun and accessible outside play facilities can 
negatively influence the amount of outdoor play among 
children with disabilities. Samen Spelen notes that play-
grounds are not always accessible for these children, due to 
uneven surfaces, narrow passages and a lack of accessible 
playground equipment (Kenniskaarten, 2023). 

Social: Unsafe play areas
In a conversation with a parent at a play moment at ‘Kloos-
terplantsoen’, it  appeared that playgrounds are not always 
well maintained or provide a safe environment for playing. 
The feeling of unsafety when playing is also supported by 
insights from Samen Spelen, which illustrates that it is not 
always safe to play on the streets (Kenniskaarten, 2023). 

5.2.1 Place
Both the physical and social aspects of play areas influence children’s likelihood of visiting them. 

Figure 17. Safe space created by experts

Figure 18. Siblings sticking to each other vs. facilitating easier connection

Figure 19. Familiarity & unfamiliarity between children

Figure 20.. Unaccessible & unsafe play areas
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5.3 Inclusive outdoor play activities
This chapter is focussed on the second found overarching theme: ‘Inclusivity of outdoor play activities and events’. It 
begins by discussing how the setup of play events and activities influences contact among children. It continues by 
presenting elements of play activities that are accessible and engaging for children with disabilities.
The insights are based on a combination of literature research, observations and talks at playgrounds, and the attended 
generative sessions with children.
These insights served as foundation for one of the posters concluding the Discover phase: ‘Influence of the activity on 
participation and making contact’, see page 59.

Research questions: 
What kind of activities are interesting and accessible for children with a disability?
What activities stimulate children with a disability to make and have contact with other children (leading to outside play 
together)?

Through observations at inclusive play events and activities, it has been identified that the setup and elements of the acti-
vities serve as a foundation for inclusivity in play. These events included an inclusive play day at playground ‘de Hoef’, play 
moments at playground ‘Kloosterplantsoen’ and a play activity during the generative sessions with children, which involved 
testing a prototype of Samen Spelen. The organisation of inclusive play events can have both positive and negative influences 
on the ability of different children to make contact with each other. Furthermore, multiple elements from various play activi-
ties that facilitate inclusive and accessible play have been identified. Some activities may incorporate multiple inclusive play 
elements.

One activity vs. multiple activities

When examining the various organised play activities 
observed, a difference was noted between offering one 
activity or multiple activities at a time. Both approaches can 
have positive and negative influences on the inclusivity and 
the potential for contact between children. 

One activity
When a single activity was chosen at the play moment at 
‘Kloosterplantsoen’ where everyone needed to participate, 
it created an opportunity for establishing contact between 
all children. 
However, this approach can also highlight the differences in 
ability among children, which can discourage children from 
joining. For instance, during the activity based on speed 
differences became evident between children with various 

5.3.1 Set up of inclusive play events and activities

physical  (Play moment ‘Kloosterplantsoen’). Moreover, 
this same difference, but then between children with and 
without disabilities, was observed when children played an 
activity based on speed and mobility (Generative sessions 
with children).

Multiple activities
Offering multiple activities also had positive and negative 
influences on inclusivity. When multiple activities were 
offered at once, at a play moment at ‘Kloosterplantsoen’, 
children were able to choose which activity to join. This 
choice stimulated autonomy among the children and a play 
activity that suited their personal preference and abilities. 
However, this approach takes away the opportunity to 
connect with the whole group. 

Inclusive play events targeted at chidren with disabilities

There has been a growing focus on organised inclusive play events and activities at playgrounds.  This subchapter describes how the 
set up of inclusive play events and activities influences the contact making among children with disabilities, and between children 
with and without disabilities. First, the influence of the general organisation is described. Followed by a comparison between the 
organisation of one or multiple activities at the same time.  For an overview of this subchapter see Figure 21.

The visited inclusive play day at playground ‘de Hoef’, 
attracted families from far away, as noted in a conversa-
tion with a parent. This happens, because these days are 
promoted as inclusive, held in accessible locations, and 
offering accessible activities. However, it has been observed 
that these inclusive days do not always lead to much inter-
action or contact between children with and without disa-
bilities. When such contact does occur, it is often facilitated 
by an adult. 

The play afternoons at ‘Kloosterplantsoen’, are mainly 
attended by children who visit the paediatric physiothera-
pist, who is involved in organisation. The sessions encou-
rage collaborative play and stimulate movement. Occasio-
nally, children who happened to be at the playground join 
in on the activities. However, it is observed that children 
that have not been invited by the physiotherapist, apart 
from family members, tend to join less easily. 

In conclusion, organised inclusive play events and activities 
mostly stimulate children with disabilities and their families 
to engage in outdoor play together. 

Through observations, several elements that promote inclusivity of play activities have been identified. These elements include 
attracting attention, teamwork, speed and movement, free play and sensory play. Observations related to these elements and 
sub-elements are described here. For an overview see Figure 22.

5.3.2 Inclusive and accessible activities

Figure 21. Inclusive play events: one activity vs. multiple activities
Figure 22. Overview of elements of inclusive and accesible (play) activities
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Attracting the attention

Inclusive play activities that draw children’s attention can 
effectively bring them together. This can be achieved by 
moving objects, music, and telling stories.

Moving objects
During a play moment,, a child was playing a throw and 
catch game with a velcro ball with an adult. After watching 
for some time, another asked if she could join in the game. 
The interaction with this moving object drew her attention. 
Additionally, moving plush lifesize in the senses theatre 
show ‘Amigo’ performed by De Lachende Zon attracted 
children’s attention (inclusive play day ‘De Hoef’). The 
attraction lies in the movement of these lifesize figures, 
which made them come alive. 

Music
Music can bring children together. During the theatre show 
‘Amigo’, the performers created calm music together with 
the visiting children. The use and sounds of a variety of 
music instruments captivated the interest of the children. 

Telling stories
Stories that revolve around children’s interests can effecti-
vely attract and hold the attention of children, as demon-
strated at the performances at the inclusive play day at 
‘de Hoef’. The theatre piece ‘Amigos’ told a story about 
friendship and the reading session of ‘Marley Praat Passie’ 
shared a story about confidence, both holding the attention 
of children. 

Speed and movement

Speed and movement can be incorporated into activities in 
different ways to enhance inclusivity. Activities can imple-
ment movement in one place or activities based on moving 
around can be made inclusive for children with (physical) 
disabilities. 

Movement in one place
Activities that involve elements of speed and movement 
happening in one place, make the activity accessible for 
children with physical disabilities. Examples of these acti-
vities include moving a tarp up and down (play moment 
‘Kloosterplantsoen’) and moving a bridge up and down, by 
walking or riding on it (inclusive play day ‘de Hoef’). 

Teamwork

Teamwork can take shape in multiple ways. Two of these 
are observed during context immersion and are described 
as follows.

Creating together
Music can not only attract attention, as described earlier, 
but can also foster teamwork. At the theatre performance 
‘Amigo’, performers engaged the visiting children and 
parents in creating music together. Furthermore, when 
necessary, they assisted each other in handling the instru-
ments.

Speed and movement activities made accessible 
Sports or activities with speed and movements, which are 
made accessible for children with a physical disability can 
give children a kick. An example of this is the organisation of 
skiing trips for youngsters with a physical disability. Rosa de 
Vries described that different equipment, like for example 
sit ski’s, make it possible to go skiing on the pistes (chat at 
play moment ‘Kloosterplantsoen’). 

Besides, playgrounds are incorporating more accessible 
play equipment. This equipment makes movement and 
speed accessible and enjoyable for children with disabili-
ties. An observation that confirms this insight, is the joy of a 
child in a wheelchair bouncing up and down on an inclusive 
trampoline (inclusive playday ‘de Hoef’). 

Shared challenge
Another type of teamwork observed was the presence of 
a shared challenge. This shared challenge was for example 
evident in an activity that involved moving a round 
coloured tarp up and down. Each participating child held a 
corner of the tarp and was needed for the movement of the 
tarp, which fostered a shared goal (Play moment ‘Klooster-
plantsoen). 

Sensory play

Various inclusive activities with a focus on engaging all 
children by stimulating their senses, were observed. Of the 
five senses touch, sight, hearing, smell and taste; elements 
of touch, sight and hearing were evident in inclusive acti-
vities. Activities based on senses, create opportunities for 
communication and collaborative play or creation, without 
the need for verbal interaction.

Touch
The previously mentioned activity of play with foam, stimu-
lated the senses of touch. Children would go through the 
foam with their hands, focusing on the soft feeling. 

Free play

Free play activities are accessible to join and free for 
creation based on children’s own wishes and abilities. Free 
play is usually described as unstructured play with objects. 
However, through research in context another type of free 
play is distinguished: free play by manipulation of games 
and activities. 

Unstructured play
In literature, Bento (2017) states that unstructured play has 
a positive influence on children’s self-esteem, indepen-
dence and confidence. This type of play is well illustrated by 
an observation with a box filled with foam, which allows for 
free play and creation. Some children just move their hands 
in the foam, while others create drawing with it or engage 
in foam fights (inclusive play day ‘de Hoef’).

Hearing
As described earlier, the theatre play by ‘De Lachende 
Zon’ featured a variety of music and sounds, which stimu-
lated the auditory senses. This stimulation can be enjoyed 
together, with music and sound serving as a means of 
communication.

Sight
When looking at the sense of sight, it was observed that 
colours can play a role in activities, fostering a mutual 
understanding among the participating children. Colours 
were used in the observed games Twister and in activities 
which involved moving a coloured tarp together. This 
shared understanding of colours made verbal communica-
tion not necessary to understand what to do.    

Manipulation of games and activities
Another interpretation of free play as an inclusive activity, 
is children’s interest to create new games or play activities 
that incorporate elements from existing ones. This insight 
emerged during the analysis of the generative session with 
children, where they were asked to come up with new 
inclusive activities.  Most of these activities were variations 
of existing activities with a twist. 
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5.4 Children’s inner world
This chapter is focussed on the third found overarching theme ‘Children’s inner world’. It discusses how the inner world 
of children has an influence on contact with other children and vice versa. The starting point of this inner world explora-
tion is self-efficacy and self-esteem.
The insights are derived from literature research, observations at playgrounds, the generative sessions at schools and an 
interview with an orthopedagogue. 
These insights served as foundation for one of the posters concluding the Discover phase: ‘Connection & experiences of a 
child with a disability’, see page 61.

Research questions: 
What internal thoughts and emotions prevent children with a disability from making and having contact with other 
children (to play together outside)?
What internal thoughts and emotions stimulate children with a disability to make and have contact with other children 
(to play together outside)?

Research has been found that the inner world of children, consisting of internal thoughts and emotions, affects contact with 
other children and their participation in outdoor play. In Chapter 3.2 it is explained that self-esteem is one of the building 
blocks of the emotional barrier (Engelen et al., 2021). Furthermore, factors that promote activity in children among children 
with physical disabilities, such as self-efficacy, autonomy and focusing on possibilities, can enhance participation (Bolster et 
al., 2021). These factors are further examined and supplemented in relation to the social-emotional barriers. This chapter first 
examines the literature on these factors, followed by insights from my own research in context. 

In this subchapter, the literature research related to the theme of children’s inner world is presented. First, the terms 
self-image, self-esteem and self-efficacy are explained. Next, findings in literature research regarding the inner world 
of children with disabilities are discussed. These include the found barriers of a lack of self-efficacy, self-esteem. Other 
influential factors, such as autonomy and focusing on possibilities, are also considered.

5.4.1 Literature research 

Self-concept
Self-esteem and self-image are two of the three main 
elements that are part of the self-concept framework, 
described by Carl Rogers. Self-concept, can be described as 
“a theory that the individual has unwittingly constructed 
about himself as an experiencing, functioning individual” 
(Epstein, 1973, p. 407). (Brummelman & Thomas, 2017). 

Self-image
Self-image is described as how someone sees themselves. 
How they see their appearance, abilities and personality 
(Vallejo, 2023).

Self-esteem
Orth and Robins (2014) clarifies by addressing multiple 
sources that ‘self-esteem refers to an individual’s subjective 
evaluation of his or her worth as a person’.

Self-efficacy
Self-efficacy is not about the general evaluation of oneself, 
but about the evaluation of someone’s own ability to 
perform certain tasks. According to Bandura (1994), the 
founder of the self-efficacy theory, ‘perceived self-efficacy 
is defined as people’s beliefs about their capabilities to 
produce designated levels of performance that exercise 
influence over events that affect their lives’. 

Figure 23 presents an overview of the influential factors on inclusive outdoor play identified in the research literature and 
the interview with the orthopedagogue Nandine Henry. Relevant subfactors, observed through immersion in context, are 
discussed in Chapter 5.4.2 and Chapter 5.4.3 and highlighted. A full list of the found factors and subfactors in research by 
Bolster et al. (2021) can be found in Appendix 6.
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5.4.2 Research in context: focusing on possibilities & self-efficacy

Through research in context, deeper insights are gained into the factors self-efficacy and focusing on possibilities. Observations and 
talks during play moments at playground ‘Kloosterplantsoen’, along with the generative sessions with children, provided valuable 
insights into these factors and are discussed here. 

Figure  23.  Relevant emotional factors identified in literature research

Celebrating successes
Through observations at the playground ‘Kloosterplant-
soen’, it was seen that children who enjoyed outdoor play 
and felt proud of their achievements eagerly shared these 
moments. For instance, one young child kept calling out, 
‘Grandpa, Grandpa!’ to draw attention to her accomplish-
ment of climbing a rock. Another child, participating in an 
inclusive play activity, proudly demonstrated how far he 
had run in a race organised by the physiotherapist.

Focus on one’s possibilities instead of obstacles & cultiva-
ting a sense of security 
In contrast, another child with a visible physical disability 
hesitated to join the running activity, feeling his ability was 
insufficient and ultimately withdrew from the activity. In this 
observation, focus was on the obstacles. However, a diffe-
rent experience unfolded as a parent encouraged her child 
with a disability to climb in a safe yet challenging manner. 
This focus on possibilities, can foster children’s confidence. 

Focusing on possibilities

Later, the same child, despite difficulty in joining a game 
of tag, participated in her own way within the group 
playing tag. This own way of participating, led to brief but 
meaningful interactions, including touches, looking at each 
other, and laughter (play moment ‘Kloosterplantsoen’).

Finding creative solutions
During a play moment at ‘Kloosterplantsoen’, a child with a 
physical disability wanted to participate in the game of tag. 
The other children adjusted the game to ensure this child 
could join in. They had previous experience in playing with 
other children with disabilities. Based on their experience 
they found solutions that allowed others to join.
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Self-efficacy

5.4.3 Research in context: Self-esteem & self-image

This subchapter describes what influences children’s self-image, which can contribute to overcoming or hindering 
the emotional barrier of self-esteem. First, the formation of a positive-self image is described, followed by factors that 
construct a negative self-image. 

To gain more insights into self-esteem and self-image among children with disabilities, an interview with orthopedagogue 
Nandine Henry was done. She participated in one of the generative sessions with children. Previously, it has been described 
that self-esteem and self-image are related to each other within the self-concept framework. Both terms relate to how 
children perceive themselves. Consequently information about the self-image of children is also used to describe the emoti-
onal barrier of self-esteem. 

Factors influencing positive self-image
The orthopedagogue argued that the most important 
factors that build a positive self-image for children with 
disabilities are:

• The feeling of belonging 
• Experience that the child can do something successfully 
• Acceptation when the child can not do something 

Positive self-image

Insights into one’s capabilities
Generative sessions with children revealed that children 
with disabilities generally found it harder to identify their 
capabilities, though they could easily point out their chal-
lenges. In contrast, children without disabilities more easily 
named things they were good at but found it harder to 
identify something they found difficult to do. This illustrates 
that children with disabilities do not always have insights 
into their own capabilities.

Another observation revealed children with disabilities 
demonstrated their confidence in their capabilities. When a 
wheelchair race was suggested as an activity to do, children 
in wheelchairs responded with pride, saying, “I am faster 
anyway,” and, “But safety comes first, so we are going to 
explain how it works.” This encouragement from others 
helped enhance a positive view on their self-efficacy and 
capabilities.

Observations indicate that focusing on possibilities and 
on gaining insights into one’s capabilities helps children 
feel positive about themselves and creates openness to 
participating in their own way. However, since each child is 
unique, designing inclusive activities that focus on all child-
ren’s strengths rather than obstacles can be challenging. 

Conclusion

Metaphor
The orthopedagogue used a metaphor to describe how 
children with a negative self-image process thoughts: nega-
tive thoughts travel quickly on a ‘highway’,  while positive 
thoughts take slower, ‘forest trails’. This focus on the nega-
tive thoughts, explained in the VGCt Factsheet (2022) as 
‘wearing negative glasses’, causes children’s brains to filter 
out positive thoughts and even distort positive experiences 
toward negative, see Figure 24.

Negative experience in contact
In a generative session, stories from children with disa-
bilities highlighted how negative experiences in contact 
can create a negative self-image, hinder forming new 
friendships, and reduce their initiative to form new contact 
with others. One child shared, “They said no, I do not want 
to get sick; you are contagious. Since then, they never came 
to play with me again.” Another child explained, “Some kids 
do not understand me and then start talking to each other, 
asking what I am saying. I would rather that you tell me 
that you do not understand me.” This aligns with insights 
from ‘Stichting Gehandicapte Kind’ (2023), mentioning that 
children with disabilities often feel misunderstood by their 
peers and vice versa.

Negative self-image

Building a positive self-image strengthens the self-esteem 
of children with disabilities. This can help them overcome 
emotional barriers experienced in outdoor play. The first 
factor that facilitates a positive self-image, ‘the feeling of 
belonging’, can increase the formation of new contacts with 
other children. Additionally the factors ‘experience that the 
child can do something successfully’ and ‘acceptance when 
the child can not do something’ are the opposite of each 
other, both stimulating children’s self-esteem. These factors 
are in line with stimulating self efficacy. 

Conclusion

Furthermore, previous negative experiences in contact 
hinder children with disabilities from making new contact 
and reduction of their participation in outdoor play. 

In conclusion, focusing on shaping positive experiences and 
thoughts for children with disabilities is essential for achie-
ving inclusive play and participation.

Figure  24. Negative self-image (VGCt Factsheet, 2022)
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6. Posters concluding the 
‘Discover’ phase
This chapter concludes the Discover phase by gathering all insights into three posters. The themes of the posters are 
led by the three overarching themes discovered in chapter 5. The posters are titled ‘Influence of the environment and 
bystanders on outdoor play and making contact’, ‘Influence of the activity on participation and making contact’ and 
‘Connection & experiences of a child with a disability’. The posters are used as guiding principles throughout the next 
phases of Defining and Developing.

6.1 Poster 1: Influence of the environment and 
bystanders on outdoor play and making contact
This subchapter presents the first conclusion poster with as core the insights discussed in Chapter 5.2 ‘The environment: 
location and people’. It concludes with the main findings regarding the influence of the environment and bystanders on 
the child.

The poster is structured in three layers. The top layer, the darkest, summarises the influence of the physical environment. The 
second layer explains the influence of family and experts. The most inner layer focuses on other children in the environment, 
as they are most closely involved in contact making, being the peers with whom play connections are established. The last 
two layers have overlap, since family members can also include children. 

Based on the three overarching themes found in the cluster 
analysis, see Figure 15 on page 44, three concluding posters 
are constructed. More elaborated information about these 
themes can be found in the previous Chapter 5. The posters 
have evolved over time, based on feedback and reviewing 
the clusters and insights again. These posters provide a 
coherent story around the factors that have an influence 
on, and issues and opportunities around making contact 
between children with and without a disability in outdoor 
play situations. In each subchapter one of the posters is 
introduced and shown.
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�������: professionals such as 

physiotherapists, other parents with a 
child with a disability who share 

experience and understanding, as 
well as teachers and family. They can 
encourage and slow down children, 

when necessary.
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6.2 Poster 2: Influence of the activity on 
participation and making contact
This subchapter presents the second conclusion poster with as core the insights discussed in Chapter 5.3 ‘Inclusive 
outdoor play activities’. It concludes with the main findings regarding the influence of (outdoor) play activities on parti-
cipation of children and making contact with others. 

The poster is divided in a top and bottom layer. The top layer argues how different ways of setting up play activities for a 
diverse group of children can influence the participation and possibilities for making contact. The bottom layer shows a 
variety of activities and elements of activities that score high on accessibility. These activities have a positive influence on 
participation of children and have overlap with each other.
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6.3 Poster 3: Connection & experiences of a child 
with a disability
This subchapter presents the third and last conclusion poster with as core the insights discussed in Chapter 5.4 ‘Child-
ren’s inner world’. It concludes with the main findings regarding children’s emotional experiences and the connection of 
a child with disabilities. 

The poster is split up in a negative and positive side. The left side introduces the negative experiences in contact with others 
and a negative view on integrating with other chilren . The right side shifts to a positive view. It illustrates how focus on crea-
ting positive involvement and opportunities for participation positively influences children’s inner world and experiences in 
contact with others. 
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Research and design for the social and emotional aspects of inclusivity in (outdoor) play is important. 
Key background information that stimulates this finding is:

• Play, and in particular outdoor play, is not only beneficial for physical, cognitive and psychomotor 
development, but also for social and emotional development. It provides an environment to experi-
ment with social interactions and communications.
• Play is especially important for children with disabilities. It helps their development and fosters an 
environment where confidence and friendships within the neighbourhood can be built. Moreover, 
contact and play among diverse children contribute to an inclusive society.
• Children with disabilities experience social and emotional barriers regarding outdoor play with 
others: they are often unfamiliar with the children in their neighbourhood because they attend special 
education located elsewhere. Besides, a lack of self-esteem, autonomy and self-solving abilities hinders 
playing together with other children.

MAIN TAKEAWAYS

CH.3

The focus of this project is on permanent disabilities; however, no specific disabilities or age groups 
within the primary school range (4-12 years) are selected. Important background information for this 
conclusion includes:

• Categorising disabilities is challenging, because they are debated and unstable. The World Health 
Organization developed the Biopsychosocial model, which seeks to explain disabilities by integrating 
biological, individual, and social factors. This model aims to reflect the variations in differences among 
individuals and across contexts.
• Disabilities can be classified as permanent, temporary, or situational, as well as visible or invisible.
• The development and play changes of children are not fixed or universal, especially regarding 
children with disabilities, where developmental trajectories often vary.
• The social development of children, including friendship formation and social play (Parten’s theory), 
typically occurs between the ages of 3 and 12. Emotional development during these ages involves the 
development of competence and the exploration of desires and emotions, especially in terms of expres-
sing emotions and developing cooperative skills.

CH.4

A deep dive into the influences on inclusive outdoor play within a social-emotional context, provided 
insights into three themes: 1. The environment: people and place, 2. Inclusive outdoor play activities, 
3. Children’s inner world. A summary of factors that have this influence are described:

• Important adults, such as family and experts: Parents can withhold children from exploring through 
play due to the need to create a safe environment for their child. The presence of family and experts 
creates a safe space to play.
• Other children, familiar or unfamiliar, including siblings and peers & friends: Siblings can join acti-
vities, creating a safe space in both positive and negative ways. Unfamiliarity between children and 
familiarity between other children raises the threshold for making new contact.
• Activities based on invitation and attraction, teamwork, specific speed and movement, free play, and 
sensory stimulation are found to be highly accessible.
• Organised inclusive play events and activities are often facilitated by adults and are primarily 
attended by children with disabilities. The facilitated activities create opportunities for participation and 
contact between children but can also highlight differences in abilities.
• Celebrating successes and insights into one’s capabilities can help build self-efficacy and focus on 
possibilities. Children with disabilities can struggle to articulate what they are good at.
• Negative experiences in contact with other children can negatively influence the initiative to make 
new contacts and the self-image of children with disabilities. The feeling of belonging, the experi-
ence of doing something successfully, and acceptance when something is not possible can positively 
influence their self-image.

CH.5

The phase Discover is concluded with three posters, based on the three themes discoverd in Chapter 5:

CH.6

1. 

2. 

3. 
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experience and understanding, as 
well as teachers and family. They can 
encourage and slow down children, 

when necessary.
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Figure 25. Photo inclusive play day ‘De Hoef’ (photo from ‘InContact Bijzonder’)



66 67

7. Situation sketch
 7.1 Identified means, obstacles & end/goal
 7.2 Desired situation sketch

8. Design vision
 8.1 Project focus
 8.2 Design goal
 8.3 Requirements & wishes
 8.4 Project focus and goal within the broader context

CONTENT
The Define phase focuses on defining the challenge. This is done by 
creating a situation sketch and design vision.

This phase begins with the development of a situation sketch. The 
three posters concluding the Discover phase are used to identify  
means, obstacles & end/goal and the desired situation sketch.
Next, the design vision is illustrated, which is structured around the 
project focus, design goal, requirements & wishes, and the broader 
context. The most significant means, obstacles & end/goal are selected 
to shape the project focus and design goal. The requirements & wishes 
are derived from this project focus and design goal.  The design vision 
concludes with zooming out on the project focus and design goal, 
placing it in the broader context of inclusive design.

The insights from this phase are used to start ideation and conceptua-
lization in the next phase Develop.

INTRODUCTION
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RESEARCH AND DESIGN ACTIVITIES

Table 3: Overview most important research and design activities in the Define phase

ACTIVITY PLACE/
DATE

GOAL METHODS EXTRA INFORMATION

Presenting conclusion 
posters to Samen 
Spelen team

Hogeschool 
Utrecht

6/06/2024

Gaining feedback 
(most promising 
themes and if they 
could identify with 
it)  on my insights 
by showing my 
three posters 
concluding the 
discover phase

Discussion with 
printed posters

Type and amount of participants: around 4 
members of Samen Spelen
Supporting materials: 3 printed posters 
with insights
Data collection: Written notes

Presenting evolving 
design vision to 
Samen Spelen team

Online cal

20/06/2024

Gaining feedback 
on my design goal 
and vision, and 
visuals

Presenting and 
discussing my 
design vision 
and goal

Type and amount of participants: around 4 
members of Samen Spelen
Supporting materials: Initial design goals 
and visuals of design vision
Data collection: Written notes
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7. Situation sketch
This chapter outlines the steps taken from translating the most important insights from the Discover phase into the 
design vision, which can be found in the next chapter.
In this chapter, the three concluding posters from the previous phase are used to identify means, obstacles & end/goal.
Moreover, this chapter presents the desired situation sketch, based on the identified means, obstacles & end/goal. This 
sketched out ideal world includes positive experiences in the physical world, the thought world and feeling world.

7.1 Identified means, obstacles and end/goal

In this chapter, the three insight posters, concluding the Discover phase, are analysed in order to provide different infor-
mation inputs for developing the design vision. Identifying means, obstacles and end/goal from the posters helped in 
pinpointing the most important and interesting information. Aansluiting & ervaringen 

van een kind met beperking

POSITIEFNEGATIEF

End/Goal

OPZET ACTIVITEIT

ACTIVITEIT ZELF

Invloed activiteit op 
participatie en contact maken

OMGEVINGInvloed van omgeving en 
omstanders op buiten 
spelen en contact maken

FAMILIE & EXPERTS

KINDEREN

Bekendheid

Onbekendheid

Veilig 
gevoel

In contact 
leggen

In samen 
spelen

Obstacle

Means
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Figure  26. 3 insights posters with identified obstacles means and end/goals

7.1.1 Goal/end

7.1.2 Means

7.1.3 Obstacles

The posters concluding the Discover phase, see 
Chapter 6, are analysed based on type of information and 
divided into three categories: means, obstacles and end/
goal. These identified categories serve as various inputs for 
the design vision. Some insights function as both means 
and obstacles.  For the analysis, see Figure 26.

The right section labelled ‘positive’ on the third blue poster 
‘Influence of the environment and bystanders on outdoor 
play and making contact’ represents the goal or end and 
serves as a foundation for the desired future interaction and 
design goal. These objectives include: striving for open-
ness and looking for opportunities for a child’s own way of 
participating, which can increase the feeling of belonging, 
as well as fostering positive play experiences for children.

Within this goal-oriented insights from the third poster, 
one means is covered: facilitating small contact between 
children. This small contact focuses on the natural flow of 
making contact among children, without the need of it 
being full play. The identified means could serve as inspi-
rational ingredients towards achieving the end/goal. Other 
means discovered in poster 1 and 2 include the facilitation 
by experts and family members, who can help create a safe 
space for play. Another means is organisation of activities 
for all children, with focus on inclusion of children with disa-
bilities and the willingness of children to help each other. 
Lastly, elements from the researched and observed inclusive 
activities could serve as a means towards reaching the goal.

Besides means, obstacles are identified, which in some cases 
are closely related to the means. Family can not only serve 
as a means to reach the goal, but can also withhold children 
from playing together by clinging to each other for a safe 
feeling. When organised activities are based on speed and 
mobility, which creates meaningful opportunities for more 
movement of children with disabilities, this can also lead 
to lower participation for some. This lower participation is 
a result, because differences in abilities between children 
become more apparent. Another obstacle is the unfamilia-
rity among children and the familiarity among others, which 
hinders the formation of new contacts. 
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7.2 Desired situation sketch

Based on the insights from the three posters and the categorisation into means, obstacles and end/goal, presented in 
the previous chapter, a desired situation sketch is made. This sketch outlines the desired impact on the physical, thought 
and feeling levels. Using this desired situation sketch, the project focus will be determined, which will be detailed in the 
next chapter.

Based on the insights gathered, including means, obstacles 
and end/goal, a desired situation sketch is created. This 
desired situation sketch illustrates the ideal experienced 
situation and evoked interactions resulting from the yet-to-
be-designed intervention. The desired situation sketch is 
divided into three worlds: the physical world, the thought 

Physical world

Thought world
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Figure  27. Desired situation sketch with 3 worlds

world and the feeling world.In this way, the situation sketch 
includes the social and emotional context. These worlds and 
their corresponding desired contact, thoughts and feelings 
influence one another and do not exist on their own. Just as 
with the intertwined social and emotional contexts.
For the desired situation sketch, see Figure 27. 

The first world is the physical world, the world in which our 
bodies exist and we can observe. In this desired physical 
world, children with and without disabilities are present and 
interact with each other. These interactions can be initiated 
through the means of small contact and elements of inclu-
sive activities. 
Small contact refers to an accessible, safe and natural way 
for children to make contact with each other. This contact 
does not necessarily involve playing together and can be 
direct or indirect contact. Elements of inclusive activities 
can inspire the design of these small contact moments. 
Stimulating small contact, based on inclusive play elements, 
can enhance the openness for participation of children in 
outdoor play. 
To establish this initial step towards the desired situation, a 
trigger for contact and participation between a child with a 
disability and a child without a disability must be present.  
In this physical world, the environment contains objects and 
people with their own thoughts and feelings. The presence 
of these people, like family, experts and other children, can 
have both a positive as a negative influence on participation

7.2.1 Physical world

The second world is the thought world, an unobservable 
world with thoughts running in people’s minds. In stri-
ving for equal contact, both children with disabilities and 
children without disabilities need to have positive experi-
ences and thoughts about their interactions. These positive 
experiences can stimulate both groups to seek contact with 
other children the next time they engage in outdoor play. 
Moreover it can lower the threshold to initiate contact or to 
even step outside again to play. 

7.2.2 Thought world

The feeling world is closely linked to the thought world. 
This world centres on feelings and emotions. In this case the 
feelings are mostly shaped by the interactions with other 
children and their thoughts about these interactions. In the 
desired situation, children, both with and without disabili-
ties, that have been in contact with each other, feel a sense 
of belonging. This sense of belonging is fostered by shared 
positive experiences. It is described as one of the compo-
nents of fostering the end/goal of striving for openness for 
participation.

7.2.3 Feeling world 
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8. Design vision
To establish the project focus, all the insights gathered so far are reviewed in this subchapter. Together with Samen 
Spelen the three posters concluding the Discover phase are discussed, to identify the most interesting and relevant 
topics. To scope down the project, the most significant, interesting and promising themes are selected from the identi-
fied means, obstacles and end/goal from Chapter 7.1. This project scope will guide the formation of the design goal and 
start of the ideation phase..

8.1 Project focus

To establish the project focus, all the gained insights until now are reviewed. Together with the Samen Spelen the three 
posters concluding the Discover phase are discussed, to identify what they found interesting to work on. To scope down 
the project, the most significant, interesting and promising themes are selected from the identified means, obstacles and 
end/goal from Chapter 7.1. This project scope will guide the formation of the design goal and start of the ideation phase.

In a meeting with Samen Spelen, the three conclusion 
posters were presented for feedback. The posters were 
printed out and briefly discussed with the team. Part of the 
team was present and their feedback was consistent. The 
goal was to determine whether they could identify with the 
found results and if certain themes stood out to them. This 
feedback was used to select themes for the project focus. 
The most important and inspiring themes highlighted by 
the team were:
• The findings from Poster 1 were the ones they related to 
the most. It was argued that ‘now knowing each other’ was 
an important obstacle, preventing children from playing 
together.
• Poster 3 was the newest and most inspiring for them. 
They identified with the negative social-emotional expe-
riences of children with disabilities, revealed during the 
generative sessions with children. The concept of ‘small 
contact’ sparked their interest. They argued that this new 
direction could serve as a basis for creating positive interac-
tions between children and an opening to the next step of 
playing together.  

8.1.1 Poster review with 
‘Samen Spelen’

Goal of openness for participation: 
Means of facilitating small contact
The most new and interesting theme identified through 
research is small contact. This concept is categorised as a 
means that helps in creating openness for children’s own 
way of participating and making contact between children 
with and without disabilities. Small contact emphasises 
accessible, safe and natural ways for children to connect, 
allowing for interactions that do not necessarily require full 
engagement in play.
This theme is promising, yet much within it can be explored.

8.1.2 Themes to continue with
The poster review with Samen Spelen, along with my own 
perspective, led to the selection of the following goal, 
means and obstacles to continue with.

Obstacle of not knowing each other / 
unfamiliarity between children
The obstacle of not knowing each other appeared to be a 
significant barrier to making contact and playing together. 
This creates a hurdle for contact between a child with a 
disability and a child without, as well as between children 
without disabilities and between children with disabilities.
However, the unfamiliarity between children with and 
without disabilities has an extra layer: Children without disa-
bilities often lack experience in playing with children with 
disabilities. This can result in not knowing how to adjust in 
contact making and playing together. Last but not least, 
children with disabilities often attend schools outside their 
neighbourhoods, resulting in increased unfamiliarity and 
play with other children from their neighbourhood.

Obstacle of playing together and participation: 
Activities based on speed and motor skills
Activities based on speed and motor skills could hinder 
equal participation of children with and without disabilities. 
Especially when there are significant differences in abilities 
of participating children. By focusing on facilitating small 
contact between children in this project, I aim to ensure that 
most children can participate, without feeling left behind 
due to speed and difficulty of movements.  

Means as inspiration: 
Elements of inclusive activities
To achieve the aim of facilitating small contact moments 
and inclusion in activities for most, inspiration from existing 
inclusive activities can be taken to develop ideas. Elements 
from previously observed activities can serve as starting 
points. Furthermore new inspiration from activities, play 
objects, or installation can still be discovered. 

8.1.3 Conclusion
The central goal of facilitating inclusive outdoor play within 
the social-emotional context remains maintained. 
For the next steps in this graduation project, the focus is 
on ‘small contact’. This concept evolves around accessible, 
safe and natural ways of making contact, by letting go of 
the thought that outdoor play has to be full play. To achieve 
small contact, I will concentrate on elements that can facili-
tate small contact, including inspiration from inclusive play 
activities and excluding activities with speed and mobility 
as the primary factor for participation.
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8.2 Design goal

Based on the project focus, a design goal is formed to capture the essence of the design direction in one sentence. This 
design goal is based on the explanation in the Design for Interaction master’s course ‘Exploring Interactions’, which 
defines the intended user, intended location or situation and the desired effect (Bendor, 2023). The main elements of the 
design goal are further elaborated when needed.

My design goal is to facilitate/create small equal contact
between children with disabilities and children without disabilities that 

do not know each other,
at an outside play area in their neighbourhood,

which positively influences the participation of children with a disability

Equal contact:With equal contact it is meant that both children with disabilities and children without disa-
bilities are happy and fulfilled with the contact between them. They do not need to participate in the same 
way, but have to find each other in the contact. At best, this contact will create a feeling of belonging. 

Small contact: Meaningful moments of interaction are meant, focusing on accessibility, safety and natural 
ways of contact. These do not have to be full play moments. These small contact moments typically happen 
within small groups or one-on-one contact. Inspiration can be taken from inclusive play activities.

Children: The focus is on children who are hesitant in connecting with peers, for example because of 
previous negative experiences. The emphasis is on children within the age range of primary school, from 4 to 
12 years old, which aligns with the consortium’s research project. Important social-emotional development 
stages, especially between the ages of 5 to 8, are taken into account. Around these ages the last stages of 
social play, where more social participation occurs, evolve into development in forming friendships, compe-
tence and exploration of desires and emotions. 

Disability: The focus is on children with permanent disabilities as their experience in exclusion in society are 
more deeper rooted. There is also a focus on children with disabilities who struggle to keep up with outdoor 
play activities with typically developing children, in terms of speed/mobility or contact for/within participa-
tion.

Play areas: Play areas can be playgrounds, but also areas outside where play can occur that are not specified 
as playgrounds.

Their neighbourhood: The neighbourhood of the children is chosen as the location, because children with 
disabilities usually do not have a lot of friends living nearby. This is due to them attending special education 
further away. The design should stimulate making contact with peers within their neighbourhood, which 
can lead to new friendships and more outdoor play close to home.

Participation: In striving for participation, inclusion is the ultimate goal, see Chapter 1.2. Facilitating small 
contact needs to contribute to the participation of children with disabilities.

8.3 Requirements & wishes

This subchapter outlines the requirements & wishes, derived from the project goal and project focus. Furthermore it illus-
trates how the requirements & wishes are used in the ideation and conceptualisation phase of the project. 

To create a field to design in, a set of requirements and wishes is established. Requirements are based on the 
design goal and the core of the project focus. Wishes are based on the potential long-term positive effects of the 
design, as well as ‘nice to haves’. 
The list of requirements and wishes is reviewed again in the Develop phase. In this phase the importance of the 
requirements and wishes is considered. Based on this assessment, they are used differently in various stages of the 
ideation phase to evaluate and select ideas. Some new guidelines are created which helped in selection ideas.
Moreover, the value and approach of using this list in the project process was reviewed in this phase. It has led 
to using this list as guidelines to explore contact making for inclusive play rather than as strict requirements for a 
design. This approach is used to not select the single best idea, but to facilitate the exploration of small contact 
within a designated area.

Contact
• The solution has to facilitate contact between children with disabilities and children without disabilities.
• The solution has to facilitate contact between children who do not know each other.
• The solution has to lower the first barrier of making contact with other children.
• The solution has to address children that are hesitant in making contact with other children (in outdoor play 
areas).
• The solution has to focus on making contact between children, not necessarily directly about playing together.
Experience
• The solution has to contribute to a positive outdoor play experience for both children with (physical) disabilities 
and children without disabilities.
• The solution should provide room for interacting and moving at children’s own pace. 
Place of contact
• The (facilitated) contact needs to happen outdoors. or: Children need to be directly stimulated to make contact 
with other children outdoors.
Use
• The designed interaction is not controlled by parents, supervisors or older siblings and children, but can be 
guided by parents, supervisors or older siblings or children if necessary.
• The designed interaction needs to be understandable in use for most children (depending on the child it can be 
a different way in use).

Requirements

Future contact
• The interaction with the solution leads to more interaction between the children after use.
• The interaction with the solution leads to children making contact with children they do not know more often. 
Future outdoor play
• The interaction with the solution leads to more physical outdoor play.
• The interaction with the solution leads to children playing outside more often.
Future thoughts & feelings
• The solution contributes to strengthening a positive self-image of children.
Contact in general
• The solution needs to facilitate spontaneous contact between children. 
Use
• The solution can be used and interacted with in different ways, stimulating various forms of contact between 
children that suit each child. 
• The solution remains interesting for children, encouraging more frequent use. 

Wishes
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8.4 Project focus and goal within the broader 
context

This subchapter concludes the design vision by zooming out to examine the project focus and goal in the broader 
context of inclusivity.

The project focus and project goal are part of a broader aim 
of enhanding inclusive outdoor play for children with disa-
bilities. Zooming out reveals the overarching objective of 
making  society more inclusive for children with disabilities, 
and for everyone who feels excluded in the current society. 

Project focus: 
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Figure  28. Project focus related to the bigger goals
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Figure  29.  Illustration of how the project focus fits in the upward spiratl towards the broader goal

8.4.1 Zooming out: project goal 
in relation to inclusive society

This project centres on a specific part from the positive 
upward spiral aimed at achieving the broader goal of 
encouraging children with disabilities to play more outside 
with peers from their neighbourhood. This involves having 
social connections and being physically active.
The upward and downward spirals illustrate the possible 
steps that could lead towards increased or decreased 
participation in outdoor play, see Figure 29. These steps are 
based on levels of the worlds (physical, thought, feeling) in 
the desired situation sketch, see Chapter 7.2. Most of these 
steps align the wishes, outlined in Chapter 8.3. The spirals, 
which represent the experiences and actions of children, 
can fluctuate, moving from the upward to the downward 
spiral and vice versa. 

8.4.2 Upward spiral: towards 
participation in outdoor play

The focus in this social-emotional context of inclusive play 
is on the first step that could lead to inclusive outdoor play: 
making contact. Reflecting on the main themes identified 
by Samen Spelen that influence inclusive outdoor play for 
children with physical disabilities, see Figure 5 in Chapter 
1.1, this project primarily focuses on the themes: the 
children, making contact. When zooming out further, this 
graduation project contributes to promoting an inclusive 
society. See Figure 28 for the different levels of zooming out 
on the goal.
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• The three posters concluding the Discover phase are used to identify means, obstacles and end/
goal in the social-emotional context of inclusive outdoor play. The found overarching end/goal is: stri-
ving for openness to and looking for opportunities for a child’s own way of participating. 
• The identified means, obstacles and end/goal are organised by creating a desired situation sketch. 
The end/goal serves as base, leading to three different layers in the situation sketch: the physical 
world, the thought world and the feeling world. The openness for participation is mostly relates to the 
physical world, where the means of small contact and inclusive play activities play an important role. 
Positive thoughts about the experience are reflected in the thought world, while the sense of belonging  
is presented in the feeling world.    

MAIN TAKEAWAYS

CH.7

• The identified themes that are chosen as focus are: openness for participation (end/goal), facilita-
ting small contact (means), unfamilarity between children (obtacle), activities based on speed and 
motor skills (as obstacle), elements of inclusive activities (means)
• The focal point of this project is ‘small contact’: This small contact focuses on safe, accessible and 
natural of making contact, that does not necessarily have to be a full play activity. The purpose is to 
create openness for making contact for different children, stimulating participation in outdoor play.
• The focus on these themes, led to the design goal: 

 

• Requirements & wishes are created and used as guidelines in the next phase Develop for the selec-
tion of ideas.
• The goal of facilitating a positive experience for children with disabilities in contact with other 
children can contribute to the upward spiral towards full participation and inclusion in outdoor. When 
zooming out, the goal of this project contributes to a more inclusive society.

CH.8

‘My design goal is to facilitate/create small equal contact between children with disabilities and 
children without disabilities that do not know each other, at an outside play area in their neighbour-

hood, which positively influences the participation of children with a disability.’
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Figure 30. Photo from testing prototypes (own photo)
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9. Ideation & Conceptualization
 9.1 Brainstorm
 9.2 From 4 idea directions to 6 ideas
 9.3 Comparison and selection
 9.4 Conceptualisation

10. User testing & Evaluation
 10.1 Prototypes
 10.2 Method
 10.3 Analysis of testing
 10.4 Concepts evaluation with orthopedague 
 10.5 Concluding on the concepts

CONTENT
The Develop phase focuses on developing ideas.

In this phase, the process from ideation to conceptualization to analy-
sing the concepts through user testing, is outlined.
The ideation begins with brainstorm sessions, based on conclusions 
and takeaways from the Define phase.  Four ideas directions with six 
ideas are generated, leading to the development of three concepts. 
These concepts are compared. The most promising ones are developed 
into the concepts ‘Kijk Kameraden’, ‘Spelen met Schaduw’ en ‘Stoep-
krijt Ontdekking’.
For user testing with children, these concepts are turned into proto-
types. By analysing the data through clustering the main themes and 
applying Parten’s social play theory, conclusions are drawn. Additio-
nally the concepts are evaluated by an orthopedagogue 

The insights from this phase are used in the next phase, Deliver, to 
create useful information and conclusions to hand over to the client 
Samen Spelen. 

INTRODUCTION
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RESEARCH AND DESIGN ACTIVITIES

Table 4. Overview most important research and design activities in the Develop phase

ACTIVITY PLACE/DATE GOAL METHODS EXTRA INFORMATION

Sprint days commissioned 
by ‘Samen Spelen’ team, 
led by sprint leader outside 
‘Samen Spelen’ team

Hogeschool Utrecht

25/06/2024
27/06/2024
02/07/2024
04/07/2024

Coming up with ideas and  
prototypes for child therapists 
to facilitate inclusive outdoor 
play in the social context.

Variety of methods to dive into insights, come 
to prototypes for social context and present 
them.

Type and amount of participants: Around 10 members of ‘Samen Spelen’ team and experts.
Supporting materials: Insights from Samen Spelen, materials to craft, etc
Data collection: Initial prototypes, presentation materials, photos and videos, brainstorms, etc.

Brainstorm together with 
Rosa de Vries &
Brainstorm together with 
peer

TU Delft and online call

18/07/2024

Diverging on brainstormed 
themes ‘Teamwork’, ‘Sensory 
activities’, ‘Grabbing attention 
- wildly attractive’ and‘ Small 
contact’

Presenting themes with brainstormed 
elements of: existing play activities, interac-
tive installations, metaphors, notes and initial 
ideas. Brainstorm with participants 1 on 1, 
create new links and combine into ideas

Type and amount of participants: 3 including me, 1 on 1 brainstorms
Materials: Printed and online brainstorm that was already done
Data collection: Drawings, written notes, images from internet

Feedback on concept ideas 
from orthopedagogue 
Nandine Henry

Online messages

01/08/2024

Getting feedback on ideas 
from expert

Structured questions asked Type and amount of participants: 1 orthopedagogue
Supporting materials: shared posters of the ideas, list of questions
Data collection: typed answers from orthopedagogue

Testing prototypes at Inclu-
sive play day organised by 
InContact Bijzonder

Playground ‘Bouwspeeltuin 
Voorn’ in Utrecht

14/08/2024

Getting to know how concepts 
would work in context with 
children

Testing prototypes by observations and small 
talks

Type and amount of participants: Around 10-15 children, of which none had a visible disability 
Supporting materials: Prototypes, inviting signs, notebook, extra observer
Data collection: Written notes, photos

Testing prototypes at play-
ground in Utrecht

Playground ‘De Duizend-
poot’ in Utrecht

15/08/2024

Type and amount of participants: Around 7 children (of which one had autism)
Supporting materials: Prototypes, inviting signs, notebook, extra observer
Data collection: Written notes, photos

Testing prototypes at parti-
cipants house

One of the participants’ 
house

17/08/2024

Testing prototypes by observations and 
asking questions, with focus on testing 
‘Stoepkrijt Ontdekking’ on the streets

Type and amount of participants: 2 children without disabilities, who are friends of each other
Supporting materials: Prototypes, inviting signs, notebook
Data collection: Written notes, photos, recorded audio and film

Testing prototypes at Inclu-
sive play day organised by 
InContactBijzonder

Playground ‘de Hoef’ in 
Utrecht

20/08/2024

Testing prototypes by observations and small 
talks, with focus on testing with children with 
a disability if present

Type and amount of participants: Around 10 children (of which one wore splints on the legs)
Supporting materials: Prototypes, inviting signs, notebook
Data collection: written notes, photos

Conversation with Samen 
Spelen about tested 
concepts

Hogeschool Utrecht

12/09/2024

Getting insights and their 
opinion on how to deliver / 
hand over the concepts and 
conclusions to ‘Samen Spelen’

Presenting and discussing my 3 concepts, 
insights and conclusions of testing, ideas on 
how to iterate

Type and amount of participants: With 2 people from the team of ‘Samen Spelen’
Supporting materials: Online insights of testing, photos of prototypes.
Data collection: Written notes
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9. Ideation & Conceptualization
In this chapter, the ideation phase of this graduation project is described. It includes brainstorm sessions on the main 
takeaways of the Discover and Define phase, the development of six ideas based on different ways of making contact, a 
comparison of these ideas, and the selection and development into concepts of three ideas.

Research questions:
 Brainstorm / Creating ideas: 
What ideas stimulate (small) contact between children?
What ideas arise from elements from inclusive outdoor play activities? 
What ideas are suitable for children that feel limited in participating in outdoor play by speed limit? What ideas are easy 
and understandable in use?
 Comparing / Evaluating ideas: 
What different types of (small) contact could be used in play?
How do these types of (small) contact differ from each other

9.1 Brainstorm

The brainstorming phase was a nonlinear process in 
which methods, inspiration, and ideas were alternated 
and combined. An overview of the sequential brainstorm 
sessions is presented in Figure 31. Additional information is 
provided for each step in this process.
Multiple brainstorming methods were used to enhance 
idea generation and generate inspiration. The methods 
used from the Delft Design Guide include: How-Tos (p.175), 
Analogies & Metaphors (p.161), Brainstorming & Brainwri-
ting (p.167), Braindrawing (p.169) (Van Boeijen, Daalhuizen 
& Zijlstra, 2020). This led to various sub-ideas and ideas. 

The design goal and themes of the project focus served 
as a starting point for ideation. The themes are: the goal 
of openness for participation, the means of small contact 
and elements of inclusive play, the obstacles of unfamili-
arity between children and activities based on speed and 
motor skills. Based on these themes, various How-Tos and 
other questions were generated. For the brainstorms, see 
Appendix 7.
Formulated How-Tos and brainstorm questions:
• ‘What can small moments of contact be?’
• ‘How can you create/make small contact?’
• ‘Elements of inclusive outdoor play’
• ‘How can you give someone a positive feeling?’
• ‘What might different children need?’
The results from these brainstorms led to the selection of 
four themes for further exploration: ‘Teamwork’, ‘Sensory 
activities’ ‘Grabbing attention - wildly attractive’ and ‘Small 
contact’. ‘Small contact’ remained unchanged, as this is the 

central focus of this project and allows for further explora-
tion. The other themes concentrated on bringing children 
together and activities that can facilitate inclusive, small 
contact. The four themes were then used to draw inspira-
tion from existing play activities, interactive installations 
and metaphors. See Appendix fixme for the results. 

To gain a new perspective on the themes and ideas, the 
process continued with two brainstorm sessions involving 
others. In the first session with Rosa de Vries, the results of 
my own brainstorm on the four themes were printed out 
and discussed. Her new perspective facilitated the creation 
of connections within the themes and ideas. Comparison 
and combination of these ideas led to the foundation 
of four idea directions. This brainstorm can be found in 
Appendix 8. This foundation of the idea directions and their 
associated ideas was further explored in a brainstorm with a 
peer. These results are shown in Appendix 9. 

The collection of all brainstorms led to four idea direc-
tions with six ideas. The four idea directions were: ‘From 
a distance’, ‘Unexpectedness & Exploring’, ‘Bumping into 
each other’ and ‘Leaving traces for each other’. The six ideas 
were chosen to provide a selection that offers a variety of 
ways to facilitate small contact. At this stage, a selection is 
made based on the requirements regarding ‘contact’, see 
Chapter 8.3, as these were deemed most important because 
they determine the core of the design goal. The process and 
results from this stage will be further explained in the next 
subchapter. 

1. 

2. 

3. 

This subchapter describes the process, including the approach and methods, used for brainstorming. 

Brainstorm part 2 - With others
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Figure  31.  Overview of the brainstorm process
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9.2 From 4 idea directions to 6 ideas

Based on combining outcomes of the ideation phase, four idea directions emerged. These directions differ in how they bring 
children together, facilitate small contact and stimulate participation. The four idea directions, along with the main elements 
from brainstorming, can be found in Figures 32 and 33. The full idea directions are detailed in Appendix 10.

9.2.1  4 idea directions

This subchapter discusses the four idea directions and selected ideas that emerged from the brainstorm sessions. 
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Figure  32. Idea direction ‘From a distance’ and  ‘Unexpectedness & Exploring’
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Figure  33. Idea direction ‘Bumping into each other’ and  ‘Leaving traces for each other’
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Figure 35. Idea ‘De Zintuigenmuur’

Ideas ‘Kijk Kameraden’ and ‘De Zintuigenmuur’
In the direction ‘From a distance’ two ideas emerged: ‘Kijk Kameraden’, Figure 34 and ‘De Zintuigenmuur’, Figure 35. The 
essence of ‘Kijk Kameraden’ lies in making small contact based on the sense of sight, specifically by making eye contact 
through mirrors or viewing holes. Children can hide and carefully observe or search for each other from a distance. In ‘De 
Zintuigenmuur’ children can work together, while maintaining distance because of the wall between them. Teamwork games 
could focus on communication through talking or feeling, ultimately leading to a surprise of seeing each other. 

9.2.2  6 ideas
Within the four directions, six ideas have been selected. The ideas, each relating to one of the idea directions, are 
described.

Figure  34. Idea ‘Kijk Kameraden’

Figure  37.  Idea ‘Speeltuin Toegangsritueel’

Idea ‘Speeltuin Toegangsritueel’
From the idea direction ‘Bumping into each other’ the idea of ‘Speeltuin Toegangsritueel’, Figure 37 emerged. This idea 
focuses on physical encounters by moving through the same, partly enclosed, space. Furthermore, this object facilitates a 
transitional phase between playing at the playground with others and home, where reflection is stimulated. 

Idea ‘Spelen met Schaduw’ 
‘Unexpectedness & exploring’ resulted in one idea: ‘Spelen met Schaduw’, Figure 36. This idea revolves around creating, 
exploring and discovering with shadows. Children could react to each other or provoke each other by creating unexpected 
shadows.    discovering with shadows. Children could react to each other or provoke each other with creating unexpected 

Figure  36. Idea ‘Spelen met Schaduw’
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Figure  38: Idea ‘Stoepkrijt Ontdekking’

Figure  39: Idea ‘Buurt Buitenspeel Vriendenboekje’

Ideas ‘Stoepkrijt Ontdekking’ and ‘Buurt Buitenspeel vriendenboekje’
The ideas ‘Stoepkrijt Ontdekking’, Figure 38 and ‘Buurt Buitenspeel vriendenboekje’, Figure 39 originate from the category 
‘Leaving traces for each other’. The first idea focuses on creating routes, drawings and information on the pavement in the 
neighbourhood using chalk. This chalk leaves messages for other children walking in the neighbourhood, teaching them 
about the neighbourhood, play, and peers. ‘Buurt Buitenspeel vriendenboekje’ is a friendship book that circulates among 
children in the neighbourhood. In these books they can share information about themselves, the neighbourhood and playing 
outside. Through this book, children can learn who lives nearby and get inspired by outside play stories from others.

Figure  40. Photo from National outdoor play day at ‘Kloosterplantsoen’ with prototype from CMD students  (photo from Samen Spelen)
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9.3 Comparison and selection
When using the PMI method, the design goal and requi-
rements & wishes are taken into account. As explained in 
chapter 8.3, the requirements serve more as guidelines.
By comparing the idea concepts using the PMI method, 
two extra requirmenets are generated. One focuses on the 
stimulation of various possible moments of small contact. 
The other requirement addresses practical implementa-
tions, ensuring that facilitating small contact is accessible 
for people to integrate in inclusive play activities.

New requirements:
• The solution has to stimulate various possible moments 
of small contact between children.
• The solution has to be accessible to be implemented in 
inclusive play activities. 

Figure 41. Comparison of 6 ideas on contact
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This subchapter compares the six generated concept ideas across various levels, including the small contact they evoke. 
A selection of three ideas is made using the PMI method, taking into account the requirements and wishes
.

The PMI method from the Delft Design Guide (p.183) is 
used to select three concept ideas for further elaboration, 
prototyping and testing with children. This method is used 
for a comparison of the concept ideas by examining their 
positive (plus), negative (minus), and interesting aspects. 
(Van Boeijen, Daalhuizen & Zijlstra, 2020). For the results of 
usage of the PMI method see Appendix 11.

The three concepts ‘Kijk Kameraden’,  Spelen met 
Schaduw’ and ‘Stoepkrijt Ontdekking’are selected based 
on their dynamic elements, which provide accessible ways 
for various forms and moments of contact. Furthermore 
the three selected concepts differ in types of small contact, 
which can be further explored.

The idea ‘Zintuigenmuur’ and ‘Speeltuin Toegangsritueel’ 
did not make the cut, as these objects are static and do not 
allow for stimulating various possible moments of small 
contact. Furthermore these objects are challenging to 
implement in inclusive play activities.
The idea ‘Buurt Buitenspeel vriendenboekje’ was also 
excluded, as the small contact of this idea does not occur 
outdoors and does not directly stimulate children to go 
outdoors to meet other children.

  

9.3.1  Comparison

9.3.1  Selection

The six concept ideas generated during the ideation process 
are compared based on their intended location, the objects 
used, and the actions they invoke. The comparison further 
emphasises the differences in how each object could facili-
tate contact between children. This is split up in the objects 
or actions that could stimulate contact and what kind of 
contact this could be. See Figure 41 for the comparison 
across these four levels. The three selected concept ideas 
‘Kijk Kameraden’, ‘Spelen met Schaduw’ and ‘Stoepkrijt 
Ontdekking’ are colour coded.
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9.4 Conceptualisation

This subchapter presents the conceptualisation of the three selected ideas.

The conceptualisation of the three selected ideas was done to develop them into concepts, to create material for commu-
nication with others and to provide a foundation for evaluating, prototyping and testing. For the conceptualisation of ‘Kijk 
Kameraden’ see Figure 42, for ‘Spelen met Schaduw’ figure 43, and for ‘Stoepkrijt Ontdekking’ Figure 44. 

Figure  42. Concept ‘Kijk Kameraden’ Figure  43. Concept ‘Spelen met Schaduw’
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Figure  44. Concept ‘Stoepkrijt Ontdekking’
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10. User testing & Evaluation 
The three before selected concepts are developed into prototypes to be tested with children in context. This testing 
focuses on what type of small contact occurs when using the prototype, what elements facilitate this contact and how 
the contact was established. Insights from observations are obtained through clustering and analysed using Parten’s 
theory of social play categories. Additionally, feedback on the concepts is obtained from an orthopedagogue. The 
chapter ends with a conclusion on all three concepts.

Research questions:
What do children instinctively do with the prototypes when presenting?
What kind of contact between children occurs when using the prototype?
How do children come in contact with the prototype?
Between whom does contact arise when using the prototype?
Is there a difference in usage between different prototypes within the same concept?
Where is the prototype used?

10.1 Prototypes

This subchapter describes the creation of the prototypes.

For user testing with children, the three chosen concepts 
were transformed into testable prototypes. Each of the 
prototypes is described below: 

• For ‘Kijk Kameraden’ different configurations of 
multiple acrylic mirrors were made. These included combi-
nations of mirrors facing inwards and outwards, larger and 
smaller mirrors, and one manually adjustable configuration. 
This provide a variety of options for play. See Figure 45, 46 & 
47 for the prototypes and use of prototypes during testing.
• For ‘Spelen met Schaduw’ a variety of 2D objects were 
created in different sizes. The variety of objects included 
recognizable play items, such as tennis rackets, general 
items like a house, and ambiguous shapes. The smaller 
objects were laser cut and put on a stick. The larger objects 
were cut out of cardboard by hand. A few flashlights were 
collected to serve as light sources, in addition to using the 
sunlight. See Figure 48, 49 & 50 for prototypes and testing.
• For ‘Stoepkrijt Ontdekking’ several assignments had 
been developed, ranging from route assignments to ‘who 
are you’ assignments, in the size of a paving stone. For 
testing, these assignments were written down on the 
ground with chalk or were told to the children. For the 
prototypes, test setup with chalk and one of the results of 
testing, see Figure 51, 52 & 53.

The prototypes needed to be safe: sharp edges were sanded 
down and no small parts that could be swallowed were 
used. Furthermore, attention was being paid during testing, 
to ensure that children did not engage in harmful activities.

10.2 Method of testing

This subchapter illustrates the method of user testing 
with children and collecting data.

For conducting user tests with children, multiple organi-
sations and institutions were contacted. Ultimately, two 
inclusive play activities from ‘InContact Bijzonder’, and a 
playground from ‘Dock’, were open for testing. Additionally, 
a test was planned with two children at one of their houses. 
For extra information on these testing activities, see Table 4 
at page 86-87.

When conducting user tests, an open approach was taken. 
This was done, in order to observe how children would 
instinctively interact with the objects, and specifically if and 
how they use the objects to have contact with others. If 
children did not use the objects simply by seeing them, or 
if they appeared hesitant to start, a brief introduction was 
given.

The two methods of data collection that were used are 
described on the next page.
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Figure 45. Prototypes of ‘Kijk Kameraden’ Figure 46. ‘Kijk Kameraden’ during observations

Figure 47. Set-up of ‘Kijk Kameraden’ at one of the playgrounds

Figure  48. Small prototypes of ‘Spelen met Schaduw’

Data collection:
• Before testing a checklist of potential situations based 
on hypotheses was created. This was done in order to help 
keep track of what was happening during testing, without 
being distracted by observing. Furthermore hypothesis for 
each concept were drawn. The checklist and hypothesis can 
be found in Appendix 12.
• Data was collected by sketching and writing down the 
observed situations. These observational sketches can 
be found in Appendix 13. When possible, this was done 
during the observations; if not, short keywords were noted 
for elaboration after the observations. During the first two 
testing sessions, a second observer was engaged in case 
facilitating would make observing no longer possible for the 
first observer.

Figure 51. Prototypes of tiles for ‘Stoepkrijt Ontdekking’

Figure 53. Test outcome, when the assignment of ‘Stoep-

krijt Ontdekking’ was told to childrenFigure 52. Testing  ‘Stoepkrijt Ontdekking’ at one of the playgrounds

Figure 49. Set-up of small and big objects from ‘Spelen met 

Schaduw’

Figure  50. ‘Spelen met Schaduw’ during observerations at 

one of the playgrounds
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10.3 Analysis of testing

After testing and data collection, the observational 
drawings with annotations and scenarios for each concept 
were gathered for analysis. The first layer of analysis 
involves clustering all the insights into main themes and 
relating sub-themes. A second layer of analysis focuses 
on different ways of playing together and having contact, 
through the use Parten’s social play framework.

The observational drawings, along with annotations and 
written observations, are clustered with post-its in an online 
environment. For each concept, post-its were grouped into 
main insights and related sub-themes. The clusters for all 
three concepts can be found in Appendix 14. 

10.3.1 Analysis by clustering

This subchapter describes how the results from testing are analysed using the method of clustering and using Parten’s 
social play theory. The results of this analysis are integrated in the conclusions on the concepts in Chapter 10.5.

To analyse different types of contact between children and 
playing together, the theory of Parten’s hierarchy of social 
play categories is used as a foundation. Parten’s theory 
presents a hierarchical ladder for the development of 
social play among toddlers and preschoolers. This theory is 
already briefly introduced in Chapter 4.2. 

Categories of social play
In her study she found six different categories of social play 
or social participation, which increase in terms of sociality: 
unoccupied play, solitary play, onlooker play, parallel play, 
associative play and cooperative play (Ruth, 2023; Laat ze 
maar lekker spelen, 2017). In Figure 53, the six play cate-
gories are illustrated, with explaining the last four, which 
involve a type of social participation.

Play states
These different types of play originated as stages of play 
that young children experience during their develop-
ment, where a shift occurs from solitary play to social play. 
However, subsequent research, such as that conducted by 
Bakeman and Brownlee (1980), has reframed these cate-
gories as play states instead of play stages. In this reframed 
theory shifts between categories can occur in minutes 
rather than over years. Additionally, parallel play could be 
seen as a play state that can trigger or lead to associate and 
cooperative play, thereby creating more opportunities for 
socialisation (Bakeman & Brownlee, 1980).

Identifying small contact
In analysing the concepts of social play theory, the six play 
stages are viewed as play states. The identified themes in 
the clustering analysis were used to identify which social 
play states were present in each concept. These findings 
were further unravelled by identifying what themes 
involved small contact and what elements of these themes 
facilitated this small contact. The analysis based on Parten’s 
social play theory can be found in Appendix 15.

10.3.1 Analysis by Parten’s social 
play theory

Unoccupied play
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Figure  53. the six social play categories 

Besides user testing with children, the three concepts are 
evaluated with orthopedagogue Nandine Henry, who is 
involved in the Samen Spelen research project. An inter-
view on the formation of self-image had previously been 
conducted with her. Posters on the concepts and a list of 
questions were prepared for feedback. These posters and 
questions can be found in Appendix 16.

Learning points:
• ‘Kijk Kameraden’ could provide an exciting and chal-
lenging way for children to meet, without the need for 
verbal communication. The functioning of the mirrors could 
intrigue them.
• ‘Spelen met Schaduw’ could encourage positive 
creative actions and spontaneous contact. Additionally, 
onlooker play may occur, which could facilitate accessible 
play, but also lead to unequal contact.
• The two-handed activity of controlling a flashlight and 
an object for creating shadows in ‘Spelen met Schaduw’, 
could be challenging for children with motor disabilities. 
• Drawing routes on the ground in ‘Stoepkrijt Ontdek-
king’ is not possible for everyone, particularly for children 
in a wheelchair or children with motor disabilities. Further-
more, it could be difficult for children who cannot read.   

These learning points are considered in the next 
subchapter, concluding on the three concepts, by compa-
ring them with the insights gained from user testing and 
incorporating them into the limitations. 

10.4 Concepts evaluation with orthopedagogue

This subchapter presents the feedback from orthopedgague Nandine Henry on the three concepts. This feedback, along 
with the results from user testing, is used to draw conclusions about the concepts in Chapter 10.5.



106 107

10.5 Concluding on the concepts

The general conclusions from the concepts include the 
themes that are discovered in the analysis of the user 
testing. Additionally conclusions on small contact are 
presented, divided into the discoved main theme and 
elements. The limitations are discussed, and opportunities 
and possibilities for addressing these limitations are intro-
duced. See the upcoming pages for the conclusions of each 
concept, in the following order: ‘Kijk Kameraden’, ‘Spelen 
met Schaduw’, and ‘Stoepkrijt Ontdekking’.

This subchapter provides conclusions on all three concepts, based on insights from user testing and the evaluation with 
the orthopedagogue. 

Building & playing with reflections 
When observing children’s instinctive interactions with the ‘Kijk Kameraden’ prototypes, they engaged in building and explo-
ring reflective objects, including their own reflections. The block shapes encouraged construction, while the smaller mirrors 
prompted placement within the larger mirrors, creating multiple reflections. Additionally, children were drawn to adjust the 
mirrors by bending them. This interplay of changing reflections, resulting from altering the position of the mirrors, captured 
the attention of the children and sometimes resulted in long-lasting attention. 

Looking at themselves and at others
Children tended to focus more on their own reflections than on those of others. This was partly due to the inward-facing 
mirrors, which directed attention towards the user’s self. Furthermore, the objects were placed in a static environment, on a 
table. Because of this, it was often necessary to encourage children to look and search for each other through the objects. This 
guidance involved encouraging the children to look in the mirror at one another and placing assignments next to the objects.
Some children took the mirrors into the playground, which led to increased interest in the mirrors and more exploration of 
contact. However, it was not as spontaneous or exploratory as hoped for.

Short, intimate contact
Contact was short and children quickly became occupied with other activities, whether that was playing alone with reflections 
or doing something completely different. It appeared that the small contact of eye contact through reflections can still feel 
quite direct and intimate. 

Kijk Kameraden

Static, inward focused setting
Concluding, it appeared that the created setting with the 
mirrors was quite static, due to the placement of the mirrors 
on tables and the inward facing mirrors. Moreover it proved 
mostly short moments of contact.

Dynamic approach in wider context
To broaden the possibilities for making contact with 
others through reflections, a shift towards a more dynamic 
approach can be implemented. This can be achieved 
by placing reflections within a wider context, involving 
multiple mirrors and multiple possible reflections rather 
than just the reflection of oneself.

Interactivity through the manipulation of mirrors
Another possibility to make contact through reflections 
more interesting and long-lasting, is to make the interaction 
with the mirrors more interactive. This could be achieved by 
creating ways to manipulate the mirrors themselves.

Utilising the intimate aspect of eye contact
As analysed, making eye contact through the mirrors can 
be quite intimate. This can be a powerful way to connect 
with someone. What makes this concept compelling, is 
that the contact purely involves looking, no other forms of 
communication or actions are required. This intimate and 
simple contact could be beneficial for children with multiple 
disabilities, who struggle with verbal communication and 
mobility, making eye contact a fun and intimate interaction.

Indirect direct/intimate contact through objects by 
exploring one of the senses: seeing

THEMES

MAIN THEME

Elements that evoke the small contact: Reflections focused 
on others around you, (small) mirrors where focus is needed 
to find something/someone, guidance with using reflec-
tions to see others
Elements that hinder small contact: Reflections turned 
inward, reflections focused on children themselves
Elements that are interesting for children and help stimu-
lating the small contact: Multiple reflections in one (reflec-
ting each other), adjustable reflections/mirrors

ELEMENTS

LIMITATIONS

OPPORTUNITIES & POSSIBILITIESCONCLUSIONS ON SMALL CONTACT
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Outside the box & creativity
The different, multi-interpretable objects and dynamic lighting sparked children’s creativity. The shadow play was utilised in 
various ways: by creating stories, combining objects, exploring interplay and in using other objects to create shadows with. 
Shadows were projected onto different surfaces, including walls, ceilings, the ground and even onto people. The flashlights 
made it easy to create shadows of varying sizes and directions.

Interesting, inviting & long attention span
The moving and dynamic shadows created by the light made the activity inviting for others to join. Moreover, the various 
possibilities for creation resulted in a long attention span. In general, the activity was very open for other children to partici-
pate. Only when other children were performing a shadow show, children were hesitant to join.

From parallel to intermingled play in a dynamic play area
Parallel play occured due to the attraction of the moving shadows, the accessibility to join in, and the open yet defined play 
area. Children use this entire area for play, which has resulted in an evolution from parallel play to more intermingled play. 
This small contact of intermingled play can positively influence the participation of children.

Explorative, cooperative play
Cooperative play was also present in ‘Spelen met Schaduw’. Objects that resembled already existing interplay objects, such as 
tennis rackets, led to exploration of this game in the shadow world. Other children creatively used the flashlights to create a 
game of tag. During this cooperative play, children interacted through shadows, resulting in indirect contact.
Furthermore, children collaborated in creating new shadows and performances. This form of cooperative play is no longer 
viewed as small contact, as more interaction in the form of dialogues and discussions was present.

Spelen met Schaduw

Indirect interplay through objects that can be manipu-
lated from a small distance

Intermingled play among children using the same objects

THEMES

MAIN THEMES
Elements that evoke the small contact of intermingled 
play: Inviting and stimulating moving images, accessible to 
join (easy to understand, varied objects / multi-interpretable 
/ accessible objects, accessible activity: no focus on speed, 
but on exploring), open yet defined play area (easy access 
to material, a specific / preferred place to play) 

Elements that hinder small contact: Limited opportunities 
to explore with shadows within the same space

Elements that evoke the small contact of indirect inter-
play: Objects that suggest recognisable interplay or belong 
together (Tic Tac Toe, tennis rackets), objects with open-
ended play that stimulate creating games based on existing 
ones (playing tag with different lights)

ELEMENTS

CONCLUSIONS ON SMALL CONTACT

Dynamic play vs outdoor play
Testing was primarily conducted in indoor or covered 
areas due to the lack of sunlight. Flashlights allowed for 
the creation of varying shadow sizes on different surfaces, 
enhancing a dynamic and intermingled play experience. In 
contrast, sunlight restricts the manipulation of shadow sizes 
and directions. However, the formation of clear shadows, 
which lead to more dynamic play, requires some darkness, 
which is more present indoors. White this indoor play is 
possible at managed playgrounds with indoor spaces, it 
reduces the emphasis on outdoor play.

Difficulties for children with motor disabilities
In feedback on this concept from the orthopedagogue 
Nandine Henry, see Chapter 10.4, it was mentioned that the 
two-handed activity of holding the flashlight and object 
for shadow, could be challenging for children with motor 
disabilities

Creation of dynamic play fitting to situation
To support shadow creation in outdoor play, various 
solutions could be employed. Fabric could be used to 
create a darker and more covered play area for ‘Spelen met 
Schaduw’. Furthermore ‘Spelen met Schaduw’ could stimu-
late outdoor play during the winter times, when it becomes 
darker soon and children tend to sit more inside. This could 
make playing outside during winter times more appealing. 

Help and devices for children with motor disabilities
During testing, it was observed that if an adult or super-
visor held the flashlight, children could still participate and 
participate in engaging shadow play. This support enables 
children with motor disabilities, who struggle to hold and 
aim objects, to join in the activity. Additionally, modifica-
tions to the holding sticks or assistive devices could further 
assist those who find it difficult to hold the objects.

LIMITATIONS

OPPORTUNITIES & POSSIBILITIES
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Neighbourhood vs. playground
This concept was designed for use in the neighbourhood where children live. During testing, written assignments at play-
grounds did not engage children much due to a lack of opportunities to draw routes.There were little tiles available for 
drawing, and the open layout of the playground provided little opportunity for exploration. However, when tested in the 
neighbourhood, children were more excited and engaged in creating routes.

Empathy
During the observations two children were asked to create a route for children with disabilities in their neighbourhood, who 
were not familiar with other children and play areas. It was evident that these children thoughtfully and empathetically consi-
dered how to help them find. Even discussions occurred regarding how accessible the routes were for different children.

Clear tasks stimulate creativity and action
Initially, the children worked alone on creating routes when no clear task was given. Once an exercise was clarified, the 
children brainstormed together on ways to provide help. They added signs to the routes such as ‘This is our home’ and ‘If the 
sun shines, you can ring the doorbell’ to indicate they would be available for help. Moreover, other signs for route indications 
like ‘Look at the left’ were used. 

Stoepkrijt Ontdekking

Limited testing in neighbourhood and following traces
The concept was intended for use in the neighbourhood. 
Testing was mostly done at playgrounds, which proved to 
be an unsuitable place for creating chalk routes. As testing 
was only done once in the neighbourhood, fewer insights 
were gathered regarding this place. Furthermore, the 
effectiveness of finding and following traces  left by other 
children has not been tested in the neighbourhood.  

Assignment with clear goals
To encourage the creation of routes together, assign-
ments should have clear goals and promote route creation 
throughout the neighbourhood. When children collabo-
rate on routes, they become more creative and develop 
empathy. Additionally it was seen that children tend to stay 
close to their homes when creating routes. This all leads to 
the recommendation to create clear tasks that encourage 
children to work together on routes and integrate different 
places in the neighbourhood.

Making creating routes accessible 
Since chalking on the pavement is not equally accessible 
for all children, solutions like Walkie Chalk could be used. 
Walkie Chalk is a sidewalk chalk holder for use from a 
distance (Walkie Chalk, n.d.). Other ways to increase accessi-
bility for creating routes could be studied.

Indirect contact through leaving and following traces 
that indicate the visibility of other children’s play in the 
neighbourhood

THEMES

MAIN THEME

Elements that evoke the small contact: Having a clear 
assignment / goal, creating routes together (Creating 
empathy & understanding, guidance & help)
Elements that hinder small contact: No clear assignment / 
goal 

ELEMENTS

LIMITATIONS

OPPORTUNITIES & POSSIBILITIES

CONCLUSIONS ON SMALL CONTACT Accessibility for children
Orthopedagogue Nandine Henry, see Chapter 10.4, noted 
that chalking on pavements is not accessible for all children. 
For example for children in a wheelchair or with motor 
disabilities. Furthermore, not all children are able to read. 
During testing, it was observed that children would help 
each other with reading or asked adults to chalk things 
down.  
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• Different consecutive ideation and conceptualision activities are conducted, based on the main 
take-aways of the Discover and Define phase.
• 4 design directions with 6 ideas emerged:  

MAIN TAKEAWAYS

CH.9

1. 

2. 

3. 
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Spelen met Schaduw

Carry out

React

Discover

Follow

Invited

Neighbourhood

Get to know
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• Testing with prototypes was conducted with minimal guidance in order to observe what children 
would instinctively do with the prototypes. 
• User testing with the prototypes revealed the different possibilities for creating small contact 
moments between children. Each prototype had elements that effectively evoking small contact, as well 
as limitations and opportunities for improvement.
• The concepts were analysed by clustering the insights from observations and analysing these based 
on Parten’s social play theory. 

‘Kijk Kameraden’ facilitated meaningful small contact through creating indirect, but still intimate 
contact through objects by exploring one of the senses: seeing.

‘Spelen met Schaduw’ created meaningful small contact in two ways. The first one is by facilitating 
indirect interplay through objects that can be manipulated from a small distance. The second one is 
by intermingled play among children using the same objects. 
 
‘Stoepkrijt Ontdekking’ created meaningful small contact through leaving and following traces that 
indicate the visibility of other children’s play in the neighbourhood. 

CH.10

1. 

2. 

3. 

 ‘From a distance’, with the ideas ‘Kijk Kameraden’ and ‘De Zintuigenmuur’.  
 ‘Bumping into each other’ with the idea ‘Playground entrance ritual’ 
 ‘Leaving traces for each other’ with the ideas ‘Stoepkrijt Ontdekking’ and ‘Buurt Buitenspeel  
 vriendenboekje’

‘Kijk Kameraden’, focused on making contact through reflections of each other in mirrors. Children can 
search for and experiment with making eye contact. 
 
‘Spelen met Schaduw’ focused on making contact through creating shadows. Children can play and 
respond to each others shadows with use of the sun or a flashlight as lightsource.
 
‘Stoepkrijt Ontdekking’ focused on making contact by leaving traces in the neighbourhood to follow. 
Assignments on the pavement will stimulate making routes to let others get to know neighbourhood 
and it’s children.



114 115

DE
LI

VE
R

Figure 54. Photo from testing prototypes (own photo)
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11. Handing over 
 11.1 Iterations
 11.2 Future work with diverse outcomes
 11.3 Conclusion poster on Small contact

12. Final conclusions
 12.1 Conclusion in relation to aim and design goal
 12.2 Conclusion on principle Small contact
 12.3 Conclusion in relation to goal of ‘Samen Spelen??’
 12.4. Limitations, alternative perspectives and 
 recommendations

CONTENT

The Deliver phase focuses on delivering an outcome. 

In this phase, the graduation project is finalised by reflecting on what 
to hand over to the client ‘Samen Spelen??’ and concluding on the 
insights gained throughout the entire graduation project.  
The chapter ‘Handing over’ presents iterations on the three concepts 
based on the conclusions drawn at the end of the Develop phase. 
Furthermore it discusses how the various outcomes of this project 
can be used in future work of  Samen Spelen and their stakeholders. 
It concludes with a poster summarising the identified themes and 
elements on the principle small contact. 
This phase concludes with an overall summary, in relation to the 
project goal of this graduation project and in relation to the goal of 
Samen Spelen.

INTRODUCTION
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11. Handing over
This chapter focuses on handing over the results from this graduation project. It starts with the exploration of iterations 
on the three concepts. The chapter then discusses with how the client Samen Spelen can utilise the insights from this 
graduation project in various ways. It concludes with the presentation of the conclusion poster summarising the most 
important findings on small contact. 

11.1 Iterations

The iterations are not intended to create a better version of each concept; rather they aim to explore possibilities for cultiva-
ting found small contact elements and possibilities for Samen Spelen to incorporate the concepts into their work. 

The iteration of ‘Kijk Kameraden’ is based on the lack of a dynamic and open way of making this indirect, yet intimate, contact. 
The iteration of ‘Spelen met Schaduw’ acknowledges the fact that, when using flashlights, the created environment must 
have a certain level of darkness to foster a dynamic play setting. The iteration of ‘Stoepkrijt Ontdekking’ encourages children 
to go into their neighbourhood to leave traces by providing clear assignments. 

The iteration of ‘Kijk Kameraden’ aims to explore a more 
dynamic setting for making contact through reflections, 
placing reflective objects in a broader context. Multiple 
mirrors that reflect one another are arranged within a play 
environment. These reflections can be altered by adjusting 
the mirrors.This self-adjustable play element makes interac-
ting with the objects more intriguing. 

11.1.1 Iteration ‘Kijk Kameraden’

Figure  55. Explorative situation sketch of iteration ‘Kijk Kameraden’

Based on the opportunities and possibilities for the concepts, outlined in chapter 10.5, small iterations on the three 
concepts have been made. These are illustrated in this subchapter.

Lines connecting the mirrors on the ground could guide 
users in discovering one another through reflections within 
the play area. An explorative situation sketch is illustrated in 
Figure 55.
This placement within a broader context could be achieved 
by using acrylic mirrors used in prototypes used for testing, 
allowing for easy creation of bendable mirrors.

The iteration of ‘Spelen met Schaduw’ does not involve a 
change in the concept itself, but rather in the situation used 
to stimulate dynamic play outdoors instead of only indoors.

To explore the use of ‘Spelen met Schaduw’ in various 
suitable outdoor environments, tests were conducted in 
autumn under different weather and lighting conditions. 
See Figure 56, 57 and 58 for results. It was previously esta-
blished that the formation of clear, dynamic shadows can 
stimulate intermingled play. This effect can be achieved 
with adjustable light sources, like flashlights, and a dark, 
open yet defined play area. Results from testing the shadow 
play outdoors showed that twilight enabled the creation 
of clear shadows in open areas. During the set of twilight, 
a covered area was still needed. When the sun is shining, 
the covered area should be positioned opposite the sun to 
block its light. Additional coverage could be provided using 
fabric. In the dark, the difference in the size of shadows 
was significant. When using ‘Spelen met Schaduw’ in the 
dark, it should be ensured that there is a defined play area, 
encouraging children to interact with each other through 
shadows. For extra results about testing, see Appendix 17..

11.1.2 Iteration  ‘Spelen met Schaduw’

Figure 56. Onset off twilight in the open

Figure 57. Onset off twilight in covered area

Figure  58. In darkness with flashlight, small object
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In the iteration of ‘Stoepkrijt Ontdekking’ clear assignments 
are created to guide children in going through the neig-
hbourhood together to create routes. In discussions with 
two members of Samen Spelen, it was suggested that this 
concept could be integrated into their tool, ‘Hack de Speel-
plek’. This booklet contains exercises that engage children 
in outdoor play at any possible location. The assignments 
include a variety of activities, including climbing, building 
parcours, and games based on colours and animals. With 
this tool in mind, the assignments are created. These assign-
ments encourage children to go through the whole neigh-
bourhood and leave traces. See Figure 59 for the envisioned 
assignments.

11.1.3 Iteration  ‘Stoepkrijt Ontdekking’

Figure 59.  Route assignments iteration of ‘Stoepkrijt Ontdekking’

Think of all the 
playgrounds in the 

neighbourhood... 
big and smal....

And connect them 
together via a chalk 

route!

Think of all the other outdoor 
places you play...

for example in your own 
street

Connect them with the chalk 
route and write down 

something about you like to 
play there:

1.

2.

Choose your favourite 
activities from 

‘Hack de speelplek’

Write them down along the 
chalk route you have created 

together!

3.

It needs to be researched whether children who do not 
play outside much encounter these routes or if they need 
to be indicated more specifically or promoted. Within this 
overarching theme of ‘indirect contact through traces’, it 
may be worth considering traces that would remain visible 
over time.

11.2 Future work with diverse outcomes

This graduation project focused on researching and 
designing for the participation of children with disabilities 
and establishing small contact between children with and 
without disabilities. Various levels of outcomes have been 
derived from this project. The outcomes range from overar-
ching themes and elements that facilitate different types of 
small contact, to physical prototypes and iterations. 

These diverse outcomes offer multiple options for future 
use in practice and research. Figure 60 provides an overview 
of how the client Samen Spelen can utilise the project’s 
outcomes. In collaboration with their stakeholders and 
student projects, they could implement these layered 
outcomes in numerous ways. For an overview of the stake-
holders of Samen Spelen, see Chapter 1.1.

List of possibilites of future work:
• The overarching themes and their elements related to 
small contact can serve as a foundation for developing and 
testing new concepts. For example within student projects.
• Prototypes can be applied in play activities at the play-
grounds ‘De Hoef’ and ‘Kloosterplantsoen,’ as well as at the 
physiotherapy centre ‘De Groene Biezen’ in IJsselstein.This 
can help create contact moments between children and 
provide new insights into small contact. 
• Last but not least, the exploration of the overarching 
principle of small contact can give Samen Spelen and their 
stakeholders a new perspective on facilitating inclusive 
outdoor play.

This subchapter outlines the future possibilities for the client, Samen Spelen. It discusses how the various outcomes from 
this project can be further utilised and explored, including their relevance to stakeholders.
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Me and the outcomes 
of this project

Consortium 
‘Samen Spelen??’
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Iterations

&

Figure  60. Overview of future work opportunities with the outcomes of this project

11.3 Conclusion poster on Small contact

This subchapter presents the conclusion poster summarising the identified themes and elements that facilitate small 
contact.

On the next pages a conclusion poster, summarising the 
main findings of this graduation project, can be found. From 
the middle the four identified main themes that facilitate 
small contact are shown. In the layer beneath, elements 
relating to these themes are illustrated.  Some of these 
elements relate more to the activity in regard to the theme, 
others to the objects used for the activity. This poster serves 
as the final delivery and conclusion of this graduation 
project. 
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Indirect play through objects that 
can be manipulated from a small 

distance

Indirect direct contact through 
objects by exploring one of the 

senses: seeing

Intermingled play among children 
using the same objects
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Leaving & 
following traces

Intermingled play

Indirect interplay

Indirect intimate
contact
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It is observed that letting children create together 
gives them the opportunity to discuss their 

thoughts and ideas, as well as to ask and o�er 
each other guidance & help. This fosters creating 

empathy & understanding among each other and 
for the ones they are creating routes for.

To reach collaboration 
between children and 

the creation of 
empathy, it is 

bene�cial to create 
clear assignments and 

goals. Additionally, 
clear assignments can 
increase the visibility 
of the routes within 
the neighbourhood.

Seeing moving images 
created by other children 

attracts attention, 
inspiring other children 
to participate and make 

similar creations. 

Creating a speci�c play 
area with easily accessible 

materials stimulates 
opportunities for 

intermingled play, and, at 
a further stage, 

cooperative play.

When activities based on play or contact are 
understandable by seeing the objects, seeing 

others play with them, or through a brief 
explanation, they become more accessible to join. 
By focusing on exploration within the activity and 
presenting a variety of multi-interpretable objects, 
children are given the opportunity to participate in 

their own way.

The placement of 
recognisable interplay 

objects and 
open-ended objects 

in this indirect, 
explorative context 

stimulates accessible 
interplay.

When objects encourage 
children to focus on their 
surroundings, they bring 

attention to others around 
them. This focus can be 

directed through guiding 
components. Additionally, 

objects that require focus can 
help in attentively looking for 

and observing their 
surroundings including 

people.

Objects that o�er multiple usage options, 
such as featuring multiple re�ections and 

being adjustable & movable, provide 
opportunity for exploration. In this 

context, this means exploring the external 
environment with other people in it.

Indirect contact through traces 
that indicate the visibility of other 
children's play in the neighbourhood

Small contact
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12. Final conclusions
This chapter concludes and reflects on the graduation project. It begins with conclusions related to this project, including 
reflections on the design goal of facilitating small contact and on the three developed concepts. A bullet list summarises 
the findings on the overarching principle of small contact identified during this graduation project. It then presents 
conclusions regarding the goal of ‘Samen Spelen??’. Finally, the chapter discusses the project’s limitations, alternative 
perspectives and recommendations.

12.1 Conclusion in relation to aim and design goal

This graduation project started with a focus on the soci-
al-emotional context of inclusive outdoor play, with the 
consortium ‘Samen Spelen??’ as the client. The objective 
was to increase participation of children with disabilities. 
The project aimed at inclusion, ensuring that the needs of 
both children with and without disabilities in outdoor play 
are met. 
Through research, three main themes were identified 
that have an influence on the social-emotional context of 
inclusive outdoor play. These themes are: ‘The environment: 
people and place’, ‘Inclusivity of outdoor play activities & 
events’ and ‘Children’s inner world’. These themes formed 
the foundation for three poster concluding the phase 
Discover, see pages 56-61.

The research findings informed the design goal: 

My design goal is to facilitate/create small equal 
contact between children with disabilities and 

children without disabilities that do not know each 
other, at an outside play area in their neighbour-
hood, which positively influences the participation 

of children with a disability. 

Based on this design goal, three prototypes that facilitate 
small contact have been created. These prototypes explore 
various methods of stimulating small contact between 
children.

It has been found that children, both with and without 
disabilities, are often hesitant to approach each other and 
ask to play together. Unfamiliarity among children presents 
a significant obstacle in this regard. 
For children with disabilities, this process is even more 
challenging, as they often attend school outside their 
neighbourhoods. This leads to increased unfamiliarity with 
children in their neighbourhood and specifically at play 
areas. Additionally, play activities are not always accessible 
for a wide range of children, as they can be focussed on 
speed and movement, have strict rules or require verbal 
communication for participation. This results in children 
experiencing barriers for participation. 

In this project ‘small contact’ is explored as a means to 
overcome these barriers.

Small contact is interpreted as a safe, accessible and natural 
way for children to make contact with each other. For the 
conclusions on the overarching principle small contact , see 
Chapter 12.2.
 In this project, different types of small contact were 
explored by creating and testing three concepts. The 
focus was on identifying what encourages and lowers the 
threshold for children to make contact with each other. The 
conclusions on these, can be found on the next page.

12.1.1 Explanation and 
importance of small contact

This subchapter concludes on this graduation project by addressing the design goal, the explanation and importance of 
small contact, and the three concepts that stimulated different small contact. 

Through brainstorming, various forms of small contact were 
explored and developed into prototypes for testing with 
children. These prototypes differed in terms of the type of 
objects used to facilitate contact, the type of small contact, 
and the directness of the contact. The tests focused on how 
children instinctively interacted with the prototypes.

In the case of ‘Kijk Kameraden’ it was observed that eye 
contact or simply looking at each other, could be achieved 
without the need for other forms of communication. Short 
moments of eye contact, which reflects the ‘small’ in small 
contact, can be a powerful way of making contact and 
connecting people. This accessible form of contact can 
increase participation of a wide group of children. However, 
making eye contact can be perceived as intimate, which can 
be considered as not that ‘small’. Furthermore, it has been 
found that establishing this form of contact spontaneously 
can be challenging.

The concept ‘Spelen met Schaduw’ was identified as an 
accessible play activity that offers different levels of social 
play, positively influencing children’s participation. The 
concept facilitated two types of small contact between 
children through playing with shadows. The first type is 
intermingled play, where children play dynamically among 
each other. This creates an activity that is open for other 
children to join and provides opportunities for further 
interaction.

The second type of small contact identified is the indirect 
contact between children through the use of play objects. 
In this form, children made contact with each other through 
the shadows created by these play objects. In this indirect 
contact, recognisable interplay objects, along with those 
who offering a wide range of manipulation possibilities, 
were found to stimulate making contact. This type of 
cooperative play is defined as accessible small contact, as it 
is indirect and emphasises free exploration rather than rules 
and speed.

The concept of ‘Stoepkrijt Ontdekking’ represents the most 
indirect method of facilitating small contact, as the contact 
is established through leaving and following traces. On the 
other hand, the joint creation of routes stimulates direct 
impactful contact, fostering empathy for other children in 
the neighbourhood.

In the context of ‘Stoepkrijt Ontdekking’, the equality 
of contact is not determined by engaging in the same 
activities, but rather by addressing children’s own, diffe-
rent needs. The traces of routes created throughout the 
neighbourhood can reach those who need them. These 
children may not yet know the neighbourhood, be aware 
of available play opportunities, or have contact with other 
children. For children who already engage in outdoor play 
with others, the collaborative creation traces enhance 
understanding and empathy for those who face barriers to 
outdoor play. For both groups of children, this approach 
serves as a step towards increased participation of children 
with disabilities.

1. 

3. 

2. 

12.1.2 Conclusion on different 
ways to stimulate small contact 
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12.3 Conclusion in relation to goal 
of ‘Samen Spelen??’

The goal of the client ‘Samen Spellen??’ is as follows:

The goal is to develop two toolkits for child therapists to 
facilitate inclusive outdoor play for children with physical 

disabilities (4-12 years old) and their parents. 

Their project is structured around two main areas of focus: 
the physical context and social context. The latter repre-
sents the core of this graduation project. 

The results of this project are valuable for facilitating inclu-
sive outdoor play for children with disabilities through the 
use of objects. These objects stimulate safe, accessible and 
natural contact and interaction. The findings of this study 
identify the themes and elements present in these objects.

The results offer the client ‘Samen Spelen??’ a new perspec-
tive on enhancing participation in outdoor play, enriching 
their work and toolkit development. By integrating this 
perspective and the outcomes of facilitating small contact 
into their toolkits, they can inform and motivate child thera-
pists to adopt this perspective in their practice. Increased 

attention to facilitating small contact moments between 
children with and without disabilities who are unfamiliar 
with each other, shows great potential for enhancing inclu-
sive outdoor play.
Stimulating contact between children in a natural flow 
is important, as facilitators are not always present. This 
approach allows children to learn how to independently 
make contact with others, at their own level, and to explore 
different ways of making contact. Additionally, contact and 
play facilitated by others may not be suitable for every child. 
It should be noted that this does not imply that guidance 
from others is never required or beneficial. 

A shift in focus is occuring, moving from primarily stimula-
ting physical activity to promoting social contact between 
children in order to enhance inclusive outdoor play. This 
project’s findings support this shift: it demonstrates that 
by focusing on stimulating small contact between children 
with and without physical disabilities, a starting point for 
inclusive outdoor play can be established.  and playing and 
moving together can be established.

12.2 Conclusion on principle Small contact

• The concept of small contact is based on a safe and accessible way of making contact. It does not have 
to be a full play moment; however, it provides opportunities for more and new contact, as well as the potential 
for these to evolve into play moments. 
• This small and safe way of making contact makes it easier for children who are unfamiliar with others 
to try out and initiate initial contact. This can be particularly helpful for children with disabilities who are 
reluctant to play with others, due to previous negative or limited experiences in contact with others. New posi-
tive experiences in contact with others contribute to the development of a positive self-image. 
• The objects that stimulate small contact focus on accessibility for a variety of children, allowing them 
to participate in their own way. The focus of this contact is not on speed or rules, but on exploration.
• The initiating factor for contact comes from stimuli provided by objects, rather than from other people, 
as often is the case. These objects stimulate a natural way of making contact, rather than a controlled stimu-
lation from others.
• Children are encouraged to initiate contact on their own, using objects that facilitate this contact. This 
approach can stimulate their own exploration of contact. and foster a sense of autonomy and self-efficacy. 

Based on the exploration of small contact through three concepts, the most important insights on this principle have 
been gathered. 
 
A bullet point list has been created to capture the essence of all the insights on small contact gained throughout the project:

This subchapter reflects on the results of this graduation project in relation to the goal of ‘Samen Spelen??’. 

12.4 Limitations, alternate perspectives and 
recommendations

This subchapter discusses the limitations, alternative perspectives, and recommendations that should be considered in 
this graduation project.

Testing with children with disabilities
Unfortunately, during the testing phase of this project, there 
was little opportunity to test with children with disabilities. 
Although two inclusive play days were attended, almost no 
children with disabilities were present. It is recommended 
that future research includes testing with a combination of 
children with and without disabilities who are unfamiliar 
with each other. Testing can be conducted with children 
with varying disabilities and experiences of barriers in 
inclusive outdoor play, to observe how different children 
respond to different facilitation of small contact. 

Accessible vs out of comfort zone
The approach of small contact aims to provide facilitating 
contact that would be accessible to a diverse range of 
children, thereby increasing participation. An alternative 
approach could involve encouraging and helping children 
in trying new activities that are out of their comfort zone. 
This approach could also contribute to fostering children’s 
positive self-image and promoting inclusive outdoor play. 
However, it would require more attention to facilitation and 
providing encouragement from others.

Differences in children
Another point to consider is that facilitating contact that 
suits all children is challenging. Children differ in their prefe-
rences, personalities, experiences, abilities and disabilities. 
Furthermore, children may experience barriers in outdoor 
play differently. It is important to note that the findings, 
concepts and themes regarding stimulating small contact 
from this graduation project, do not apply to every child. 

Positive effects on the long term
As mentioned, facilitating small contact serves as a starting 
point for increased contact, play moments, a growing posi-
tive self-image, and the development of new friendships in 
the neighbourhood. However, this graduation project did 
not focus on assessing the long-term effects of the different 
types of facilitating small contact and how these might 
evolve over time. This could be explored further in future 
research.
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• This graduation project has outcomes on various levels: from the main principle ‘small contac’ to 
themes and elements that can stimulate this principle, as well as prototypes and iterations.
• Different stakeholders from the client Samen Spelen can utilise the outcomes in various ways. 
• Themes and elements can serve as insights for understanding the importance and functioning of 
small contact. Additionally, they can inform the development of new prototypes. These represent the 
most significant outcomes of the project.
• Prototypes and iterations can be implemented in practice to facilitate contact between children 
get in contact, and pottentially provide new insights into stimulating small contact through the use of 
object
• Chapter 11 is concluded with an overview poster of the themes and elements that faciliate small 
contact.

MAIN TAKEAWAYS

CH.11

 - Different methods of small contact facilitated by objects effectively promote the participation of 
children with disabilities in outdoor play. 
- The principle small contact is a safe, accessible and natural way of making contact. This contact 
makes it easier for children who are unfamiliar with each other to try out and initiate contact. 
- This graduation project gives Samen Spelen a new perspective on facilitating inclusive outdoor play. 
Child therapists can use the insights to stimulate natural contact between children with physical disabi-
lities.

CH.12

Indirect play through objects that 
can be manipulated from a small 

distance

Indirect direct contact through 
objects by exploring one of the 

senses: seeing

Intermingled play among children 
using the same objects

������������������

������������������
�������

�����������
���������
�

����������	�
��

�

���������
�������
��
��������
�������

��������
���

����������������
������
��

���������������

����
���
��������
����
������
������
���
����


������

��������������� ���
�
��
�����
������

���������
��
�����
���

	������
���������������
�
�����
����
��

��������������������������������

�����������������������������
����������������
�����
�
�����

����������������
�����

�����������������
������
������������

������
�������


�
�����
�
������
��
����
����
�����
������

��
���

�����
���������
��������
����������������������������

� ��������������­�������
������
��������������������
���������

���������­�����������

������
���������������
������
�������������

�������������
����
�����������������


Leaving & 
following traces

Intermingled play

Indirect interplay

Indirect intimate
contact
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It is observed that letting children create together 
gives them the opportunity to discuss their 

thoughts and ideas, as well as to ask and o�er 
each other guidance & help. This fosters creating 

empathy & understanding among each other and 
for the ones they are creating routes for.

To reach collaboration 
between children and 

the creation of 
empathy, it is 

bene�cial to create 
clear assignments and 

goals. Additionally, 
clear assignments can 
increase the visibility 
of the routes within 
the neighbourhood.

Seeing moving images 
created by other children 

attracts attention, 
inspiring other children 
to participate and make 

similar creations. 

Creating a speci�c play 
area with easily accessible 

materials stimulates 
opportunities for 

intermingled play, and, at 
a further stage, 

cooperative play.

When activities based on play or contact are 
understandable by seeing the objects, seeing 

others play with them, or through a brief 
explanation, they become more accessible to join. 
By focusing on exploration within the activity and 
presenting a variety of multi-interpretable objects, 
children are given the opportunity to participate in 

their own way.

The placement of 
recognisable interplay 

objects and 
open-ended objects 

in this indirect, 
explorative context 

stimulates accessible 
interplay.

When objects encourage 
children to focus on their 
surroundings, they bring 

attention to others around 
them. This focus can be 

directed through guiding 
components. Additionally, 

objects that require focus can 
help in attentively looking for 

and observing their 
surroundings including 

people.

Objects that o�er multiple usage options, 
such as featuring multiple re�ections and 

being adjustable & movable, provide 
opportunity for exploration. In this 

context, this means exploring the external 
environment with other people in it.

Indirect contact through traces 
that indicate the visibility of other 
children's play in the neighbourhood

Small contact
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for inclusive play
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Personal reflection

Project process & findings  
Throughout this project, I learned that I sometimes need 
to trust the process more. I can be uncertain about which 
steps to take; however, I recognise that each step leads to a 
valuable exploration in one way or another. Furthermore, at 
the start of this project, I was keen to adhere to my project 
plan, as this provided me with a sense of control. I disco-
vered that I need to view this planning more as a guideline 
and be open to exploring new opportunities that may not 
have been included in my original plan, in order to achieve 
meaningful results.
I view the findings from small interactions as a valuable 
new perspective for ‘Samen Spelen??’ to explore further. 
However, recognise that the facilitation of small contact is 
only one little step towards inclusivity in play. Working with 
various stakeholders throughout the project taught me that 
inclusivity is an important yet challenging and complex 
subject. In future work I would like to integrate this impor-
tant topic further in my projects. 

When examining the final results of this project, I was parti-
cularly intrigued by the element of indirect interplay with 
recognisable shadow objects, for example tennis rackets. 
Placing these objects in a different context transformed 
the interactions with them. The contact between children 
through the use of tennis rackets in this shadow world 
became exploratory, with no need for further communica-
tion. While playing a game of ‘normal’ tennis is structured 
by rules.

Learning Goals
This graduation project provided me with the opportunity 
to develop my own perspective as a designer. I learned a lot 
about myself, as a designer and in general, from such a large 
and individual project. However, I still find it challenging to 
make decisions based on my expertise and intuition. This is 
something I would like to further develop in the future. 
In this project, I discovered that I enjoy creating visual 
content. Moreover, the process of producing visuals helps 
me understand my work better, enabling me to draw more 
informed conclusions. Additionally, I found that analysing 
and making sense of data is something I enjoy.

Furthermore, I gained more experience in sharing unfi-
nished work to receive feedback. I improved at organising 
meetings and sessions and learned how to ask the right 
questions to get the feedback I look for.

Before starting this project, I aimed to gain more experience 
in generative sessions. However, as the project progressed, I 
realised that this was not the right step to take. Fortunately, 
I had the opportunity to join the generative sessions with 
children organised by ‘Samen Spelen??’. This experience 
taught me a lot about the organisation and facilitation 
of these sessions for children. Additionally, working in a 
multi-professional team allowed me to receive valuable 
feedback and new perspectives from different experts. 



132 133

References
Bailey 2nd, J. A. (2003). The foundation of self-esteem. Journal of the National Medical Association, 95(5), 388.

Bakeman, R., & Brownlee, J. R. (1980). The strategic use of parallel play: A sequential analysis. Child development, 873-878.

Bandura, A., & Wessels, S. (1994). Self-efficacy (Vol. 4, pp. 71-81).

Bendor, R. (2023). EXPLORING INTERACTIONS ID4250  2023-2024 The end(?) [Course Guide]. First Year Master Design for Inter-
action, Faculty of Industrial Design Engineering, Delft University of Technology. 

Bento, G., & Dias, G. (2017). The importance of outdoor play for young children’s healthy development. Porto biomedical 
journal, 2(5), 157-160.

Bloemen, M; Verhoeven, F; Bolster, E; van Gessel, C; van der Lugt, R; Wittink, H. (2021). Samen Spelen. SIA RAAK PRO aanvraag.

Bolster, E. A., Gessel, C. V., Welten, M., Hermsen, S., Lugt, R. V. D., Kotte, E., ... & Bloemen, M. A. (2021). Using a co-design 
approach to create tools to facilitate physical activity in children with physical disabilities. Frontiers in Rehabilitation Sciences, 
2, 707612.

Brummelman, E., & Thomaes, S. (2017). How children construct views of themselves: A social-developmental perspective. 
Child Development, 88(6), 1763-1773.

Cambridge University Press & Assessment. (2024). Meaning of participation in English.
https://dictionary.cambridge.org/dictionary/english/participation 

Design Council. (2024). The Double Diamond. Retrieved July 16, 2024, from https://www.designcouncil.org.uk/our-resources/
the-double-diamond/ 

Gray, C., Gibbons, R., Larouche, R., Sandseter, E. B. H., Bienenstock, A., Brussoni, M., ... & Tremblay, M. S. (2015). What is the 
relationship between outdoor time and physical activity, sedentary behaviour, and physical fitness in children? A systematic 
review. International journal of environmental research and public health, 12(6), 6455-6474.

InContact Bijzonder (n.d.) [Home of website]. https://www.incontactbijzonder.nl/ 

Jantje Beton. (2024, March 25). Onderzoek buiten spelen 2024. Een onderzoek onder ouders en kinderen. https://jantjebeton.
nl/media/pages/medialibrary/8fff6f2d1a-1712060905/rapport-buitenspelen-kinderen-jantje-beton-2024.pdf 

Kara, E., & Ceviker, A. (2023). Motor skills in individuals with disabilities. Journal of ROL Sport Sciences, 4(1), 394–410. https://
doi.org/10.5281/zenodo.7741469

Kijk op Ontwikkeling. (2014, November 22). Wat is sociaal-emotionele ontwikkeling. https://www.kijkopontwikkeling.nl/
artikel/wat-sociaal-emotionele-ontwikkeling/

Laat ze maar lekker spelen. (2017). Spelcategorieën volgens Parten.
https://laat-ze-maar-lekker-spelen.webnode.nl/spelcategorieen-volgens-parten/#:~:text=Ad%20C%3A%20Associatief%20
Spel%3A%20Bij,kinderen%20echt%20met%20elkaar%20spelen. 

Lapsett. (2023, July 26). Inclusive play research. https://www.lappset.com/en-GB/article/inclusive-play-research

Little warriors (n.d.). Development ladder explained. https://littlewarriors.ca/clinical-directors-corner/developmental-lad-

der-explained/#:~:text=A%20child’s%20developmental%20age%20is,make%20them%20seem%20much%20younger. 

Ljubetic, M., Maglica, T., & Vukadin, Ž. (2020). Social and Emotional Learning and Play in Early Years. Bulgarian Comparative 
Education Society.

Marks, D. (1997). Models of disability. Disability and rehabilitation, 19(3), 85-91.

Mentaal Beter, (2010-2024). Wat doet een orthopedagoog? https://mentaalbeter.nl/faq/wat-doet-een-orthopedagoog/  

Microsoft. (2016). Inclusive 101 Guidebook.
https://inclusive.microsoft.design/tools-and-activities/Inclusive101Guidebook.pdf 

NCcaregivers. (2021). Caregivers vs. Caretaker: The differences you should know. https://www.nccaregivers.org/caregiver-ver-
sus-caretaker-what-to-know/

Nijhof, S. L., Vinkers, C. H., van Geelen, S. M., Duijff, S. N., Achterberg, E. M., Van Der Net, J., ... & Lesscher, H. M. (2018). Healthy 
play, better coping: The importance of play for the development of children in health and disease. Neuroscience & Biobehavi-
oral Reviews, 95, 421-429.

NVFK. (2024). Wat is kinderfysiotherapie. https://dekinderfysiotherapeut.com / 

Orth, U., & Robins, R. W. (2014). The development of self-esteem. Current directions in psychological science, 23(5), 381-387.

Ruth, T. (2023, March). Mildred Parten and her Six Stages of Play.
https://www.communityplaythings.co.uk/learning-library/articles/mildred-parten-and-her-six-stages-of-play?srsltid=Afm-
BOork8xs3899aq1eFVa0z0LBP_Erjd3kfkICGRWMCgrZhpMdT4vn

Samenspeelnetwerk. (n.d.). Samenspeelakkoord. Elk kind speelt mee! https://www.samenspeelnetwerk.nl/media/pages/bieb/
https-samenspeelnetwerk-nl-over-samenspeelnetwerk/1346983200-1664476853/samenspeelakkoord.pdf

Samen Spelen (2023, September). Kenniskaarten. Retrieved from Samen Spelen database. 

Scope. (n.d.). Invisible Impairments. https://www.scope.org.uk/campaigns/invisible-disabilities/invisible-impairments 

Stichting Dock. (2024). [Home of website]. https://www.dock.nl/?gad_source=1&gclid=Cj0KCQjwu-63BhC9ARIsAMMTLXT-vt-
phQdRSOrCiy_nk7RVQAkPgTt63G64RIE9UESK861Hrzy_QoQAaAnxlEALw_wcB 

Stichting het Gehandicapte Kind. (2023). Dagelijkse leven en toekomst kinderen met en zonder handicap. Onderzoek 2023. 
https://gehandicaptekind.nl/sites/default/files/assets/files/pdf/Stichting%20het%20Gehandicapte%20Kind%20-%20Onder-
zoeksrapport%202023.pdf 

Stichting Pulse. (2021). Buurtsportcoach. https://stichting-pulse.nl/buurtsportcoach/

Vallejo, M. (2023, November 6). Self-Concept vs. Self-Esteem: What’s the difference? https://mentalhealthcenterkids.com/
blogs/articles/self-concept-vs-self-esteem#what%E2%80%99s-the-difference-between-self-concept-and-self-esteem? 

van Boeijen, A. G., Daalhuizen, J., & Zijlstra, J. (2020). Delft design guide: Perspectives, models, approaches, methods. bis 
Publishers.

Van Engelen, L., Ebbers, M., Boonzaaijer, M., Bolster, E. A. M., Van Der Put, E. A. H., & Bloemen, M. A. T. (2021). Barriers, facilita-
tors and solutions for active inclusive play for children with a physical disability in the Netherlands: a qualitative study. BMC 
pediatrics, 21(1), 369



134 135

VGCt. (2022, September 20). VGCt Factsheet. Cognitieve gedragstherapie (COMET) bij  negatief zelfbeeld kind & jeugd. 
Retrieved from: https://kennisnet.vgct.nl/factsheet-negatief-zelfbeeld-jeugd/ 

Walkie Chalk. (n.d.). A New Way to Play is Here! https://docs.google.com/document/d/1sPczq0agt0pAQogm_3vfn97ZROS7R-
cIaMz9VBgTHfp8/edit 

World Health Organization Geneva. (2002). Towards a Common Language for Functioning, Disability and Health ICF. https://
cdn.who.int/media/docs/default-source/classification/icf/icfbeginnersguide.pdf 

Xu, Y. (2010). Children’s social play sequence: Parten’s classic theory revisited. Early Child Development and Care, 180(4), 
489-498.



136 137

Appendices
Appendix 1: Project brief



138 139



140 141



142 143

Project week 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23
Month APRIL MAY JUNE JULY AUG SEP
Start date of the week 15 22 29 6 13 20 27 3 10 17 24 1 8 15 22 29 5 12 19 26 2 9 16 23 30
Working days 4 3 5 4 4 5 5 5 5 5 0 5 5 5 5 3 5 5 3 5 5 5 4
Cumulative working days 4 7 12 16 20 25 30 35 40 45 45 50 55 60 65 68 73 78 81 86 91 96 100
Key moments KO 30-04 MT GL GR
Working on deliverables
Finalizing project brief & preparations
Getting / keeping in touch with target group
Work on report & write down ideas
Preparing for key moment 
Activities 'Samen Spelen??'
Design sessions with children 24-mei 27-mei
Design sprint
Discover
Formulating research questions
Get in contact with children & parents
Literature research
     Theme
     Insights ´Samen Spelen??'
     Methods
      Inspiration idea generation
Observations & talks
Generative session
     Preparations
     Sessions
     Analysis
     Conclusions & Visualizations
Define
Create design vision / goal
Requirements & wishes
Specify design vision / goal
Design
Preliminary idea generation
Idea generation
Idea exploration
     Fast prototyping
     Tests & analyse
     Choosing concept
Concept improvements
       Small discussions / tests & analyse
      Implement improvements 
Create final prototype
Evaluate
Concept evaluation
     Preparations
     Sessions
     Analysis
     Conclusions & Recommendations

Project brief: planning

Table FIXME: 

Activity Place Date Goal Methods Extra information

Co-design session 

organised by ‘Samen 

Spelen’

Playground 

‘Griftsteede’ in 

Utrecht

08/04/2024 First introduction with 

the ‘Samen Spelen’ team 

and stakeholders before 

the start day of my 

graduation. 

& Visiting as one of the 

participants. & Helping 

with data collection by 

observing.

/ Type and amount of partici-

pants: Participants included 

a variety of people from the 

stakeholders.I visited as one 

of the participants.

Supporting materials: /

Data collection: My part: 

writing down insights when 

participants tested proto-

types from Samen Spelen by 

observing and listening.

Attending review 

from second years 

Communication 

Multimedia Design 

students

Hogeschool 

Utrecht

06/05/2024 Getting immersed in the 

context and inspired by 

others insights and ideas

Listening to presen-

tations and discus-

sions

Type and amount of partici-

pants: 4/5 student groups

Supporting materials: /

Data collection: Written notes.

Organised play 

moment by Samen 

Spelen on National 

outdoor play day 

with playing a bingo 

game designed by 

Communication 

Multimedia Design 

students 

Playground 

‘Kloosterplant-

soen’ in IJssel-

stein

12/06/2024 Getting inspired by how 

children play with the 

designed play activity in 

context

Observation of and 

guiding in playing 

a bingo game with 

small assignments 

throughout the play-

ground with children 

with and without a 

disability.

Type and amount of partici-

pants: Around 15/20 children 

and teenagers, played with 

and spoken to Around 5 

children, of which one walked 

with a walking assistance 

Supporting materials: Bingo 

game in form of signs on 

sticks

Data collection: Written notes

Triangulation 

session organised by 

Samen Spelen

Hogeschool 

Utrecht

13/06/2024 Getting inspired from 

views of different stake-

holders from ‘Samen 

Spelen’.

& Visiting as one of the 

participants to give 

feedback on the proto-

types ‘Samen Spelen’ 

created

Listening to discus-

sions

Type and amount of partici-

pants: Around 6,  from diffe-

rent stakeholders of ‘Samen 

Spelen’. Including me at one 

phase of giving feedback on 

prototypes.

Materials: Printed insights 

from Samen Spelen, proto-

types from Samen Spelen for 

physical context

Data collection: Written notes

Attending final 

presentations 

from second years 

Communication 

Multimedia Design 

students

Hogeschool 

Utrecht

13/06/2024 Getting inspired by 

others insights and ideas

Listening to presen-

tations and discus-

sions

Type and amount of partici-

pants: 4/5 student groups

Supporting materials: /

Data collection: Written notes

Appendix 2: Other design and research 
activities
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Appendix 3: Raw insights clustering statement 
cards
Statement cards inclusive play day at playground De Hoef

Statement cards play moment 1 at playground Kloosterplantsoen
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Statement cards play moment 2 at playground Kloosterplantsoen Statement cards literature research
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Statement cards generative sessions with children Statement cards interview orthopedagogue
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Appendix 4: Raw insights clustering 3 versions

Clustering version 1
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Clustering version 2
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Clustering version 3
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Figure  Fixme:

Appendix 5: List of questions and themes to 
discuss with orthopdagogue

Appendix 6: Themes and subthemes paper

Found themes and subthemes in paper: Using a Co-design Approach to Create Tools to Facilitate Physical Activity in Children 
With Physical Disabilities

Figure  Fixme:
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Figure  Fixme:

Appendix 7: How-to’s and  4 themes

1. ‘What can small moments of contact be?’

Figure  Fixme:

2. ‘How can you create/make small contact?’
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Figure  Fixme:

3. ‘Elements of inclusive outdoor play’

Figure  Fixme:

4. ‘How can you give someone a positive feeling?’
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Figure  Fixme:

5. ‘What do different children need / what might different children 
need?’

Figure  Fixme:

First sub ideas
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Figure  Fixme: Figure  Fixme:
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Figure  Fixme: Figure  Fixme:

Theme: Teamwork
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Figure  Fixme:

Theme: Sensory activities

Figure  Fixme:

Theme: Grabbing attention



170 171

Figure  Fixme:

Theme: Small contact

Figure  Fixme:

Appendix 8: Brainstorm part 2 with Rosa
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Figure  Fixme: Figure  Fixme:
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Figure  Fixme: Figure  Fixme:
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Figure  Fixme:

Appendix 9: Brainstorm part 2 with peer

Figure  Fixme:

Appendix 10. 4 idea directions with online brain-
storm
Idea direction 1 ‘From a distance’
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Figure  Fixme:

Idea direction 2 ‘Unexptedness & Exploring ’

Figure  Fixme:

Idea direction 3 ‘Bumping into each other’
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Figure  Fixme:

Idea direction 4 ‘Leaving traces for each other

Figure  Fixme:

Appendix 11: Comparison ideas with PMI method
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Figure  Fixme:

Appendix 12: Checklist for testing & hypothesis

Extended checklist 

Figure  Fixme:

Used checklist on phone
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Figure  Fixme:

Hypothesis

Figure  Fixme: Cluster analysis ‘Kijk Kameraden’

Kijk Kameraden

Appendix 13: Observational sketches testing
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Figure  Fixme: Cluster analysis ‘Kijk Kameraden’ Figure  Fixme: Cluster analysis ‘Kijk Kameraden’
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Figure  Fixme: Cluster analysis ‘Kijk Kameraden’

Spelen met Schaduw

Figure  Fixme: Cluster analysis ‘Kijk Kameraden’
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Figure  Fixme: Cluster analysis ‘Kijk Kameraden’ Figure  Fixme: Cluster analysis ‘Kijk Kameraden’

Stoepkrijt Ontdekking
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Figure  Fixme: Cluster analysis ‘Kijk Kameraden’

Appendix 14: Clustering insights testing

Figure  Fixme: Cluster analysis ‘Spelen met Schaduw ‘

Figure  Fixme: Cluster analysis ‘Stoepkrijt Ontdekking’
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Figure  Fixme: Analysis on social play ‘Kijk Kameraden’

Appendix 15: Social play analysis 3 concepts

Figure  Fixme: Analysis on social play ‘Spelen met Schaduw’

Solitary play

Onlooker play
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Figure  Fixme: Anlaysis on social play ‘Stoepkrijt Ontdekking’ Figure  Fixme:

Appendix 16: Evaluation questions & overview 
concepts for orthopedagogue
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Figure  Fixme: In darkness with lantarn with difussed light

Figure  Fixme: In darkness with lantarn with concentrated light

Figure  Fixme: Use guide iteration of ‘Spelen met Schaduw’

Sunny day

Use of ‘Spelen met Schaduw’ 
in diierent lighting environments 

Evening, 
the sun has set

Cloudy day
or

onset of twilight

Under covered outside 
area, with extra closed 
of sides for darkness

Play everywhere with 
the use of  ashlights or  
with street lantarns 

with conentrated light

Want more 
intermingled play? 
Deene the play area 

Play everywhere, 
but for extra 

darnkness look for 
a covered area

If not possible, play 
inside, with the sun as 

lightsource or at another 
darker time, depending 
on needs and wishes

Figure  Fixme: In darkness with flashlight, big object

Appendix 17: Extra test 
results from iteration 
‘Spelen met Schaduw’


