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Emphatise

01 First I started with research questions. The goal of this research
was to learn what motivates children to play in the playground,
as well as activities like video games. I also wanted to reveal their
values and characteristics regarding playing.

Research Objectives

Research Methods
To get a better understanding of my target group I used
multiple methods such as Desk Research, Interviews,
Observation (Fly on the wall), and Questionnaire. In that way, I
could get to know how they feel and think and also their
behavior and actions in regard to my research objectives.
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Desk Research
First, I used this method to get baseline
information in understanding my
research objective and it was also quick
and easy. Besides are a few findings
that I got from this method. The finding
that I got from this method I also used
to formulate my interview questions.

To keep a playground
attractive over time, variation
in and renewal of equipment
and games were
recommended. This is
especially relevant to older
children since they already
played for years in the
playground.

(Caro et al, 2016)

children were motivated by challenges
in playing video games

Olson, (2010).

The main barriers for
children to play
outside less are:

Play areas are
boring (39%).
I prefer to play
indoors (39%).

Jantje Beton (2018)

Interview
Second, I used interview to give me
more deep knowledge about what they
feel and their perception based on their
experience. I interviewed several
children that were within my target
group. I connected with these children
by contacting my friends and my
docents. On the right side are a few
examples of quotes from my
participants.

Example of interview Questions:
What are your favorite activities in
the playground? Why? 

1.

What do you like and don't like
about your school playground?

2.

"I don't like a game that needs a lot of concentration or
where it takes lots of time to be good at it. But I do like
games that are a little bit hard because I like to
challenge myself. But not too difficult. I am always up for
challenges." -- Maurits, 11 yo

"Because it is fun. I like running and I am pretty good at
this game. I feel good when I can catch someone or
when someone cannot catch me." -- Edwin, 10 yo

"I like it, but not too easy then the game end quickly. I
like when I need to put effort to catch someone." --
Daphne, 9 yo

Observation 
Third, I used observation to allow me to
unobtrusively gather information  (such
as their behavior in natural
environments ) by looking at and
listening to my target group without
interfering with them. For this method,
I went to some primary schools and
also public playgrounds around
Zoetemeer. On the right side, you can
see the floorplan of one school and also
a few findings that I got.

The most frequented play
equipment was the football field,
followed by floor games, slider, and
climber. 

Many children watched other
people play because the play was
occupied.

Questionare
Lastly, I used this method to reach
more people to participate and quickly
gathered more information for this
research. I went to one of sports events
for children from the Municipality of
Zoetemeer during Spring Break.

Children like a variety of activities in playgrounds and
Football was the most mentioned, and after that freeze
tag, and then Running. The activities that they
described usually around sports.

4 out of 7 participants mentioned that they used a
smartphone as a video game console at home. All
participants had a smartphone at home.

CHALLENGES (THEME)

My target group likes to push their
limits and finds it very rewarding if
they can do the difficult challenges in
a play. However, a challenge that is
too difficult will frustrate them and one
that is easy will bore them.

What I learned was children were playing less in the playground
because they thought their playground was boring. They
considered if the playground were boring it means it was not fun
to play at. During my research, I found four themes that children
considered fun which were: Challenges, Positive Social
Interactions, Variation and Novelty, and Aesthetic (3D and
Colorful). I also got 11 insights from those themes (below you can
see 1 theme and 2 insights that I can show you).

Pic. 1 Affinity diagram

Not FUN = Boring

Insights
After I gathered all my findings, I used an affinity diagram (See Pic
on the left side) to cluster the findings that have similar patterns
and put them into themes. After I extract insights from each of
the themes.
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My target group likes to compete
with themselves and their friends
during a play because they like the
sense of winning that comes from
it.

FINDINGS:
Some children like to challenge themselves

Some children who played basketball, after they could shoot at a short
distance then they tried to shoot a bit further (observation).
Children made a loud noise and screamed happily when they win
during a football game (observation).
"well in Minecraft there is a mode that is very hard to defeat. Like there
was one mode that you need to kill the boss but the boss is too strong
and it is very difficult to kill it. It frustrated me" -- Andre (10 yo).  
(interview).
"I like to compete with my friends when running, like who gets first to a
finish line." -- Maurits, 11 yo (interview).
children were motivated by challenges in playing video games (Olson,
2010).  (desk Research)
"Compete and win was one of the strongest motivators for video
games among boys and girls." (Olson, C. 2010)(desk Research)

INSIGHTS:
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Personas
I also created personas to represent my target group. These personas were created based on the
findings that I got during the empathize phase. In the persona, you can a description of a target
group, their preferences such as playground activities, play areas and etc, and also what they want in
a video game.

I also discovered similar frustrations within my target group from the research that I gathered. Since
those are more senior students and have been at school for a longer time it makes sense they find
their school playground and any public playground boring because they have somewhat the same
type of equipment and not challenging enough.

Therefore this becomes my question for the design: HMW redesign the playgrounds to be more
attractive and less boring to attract children to play there?

HMW Question

Next, I conducted a workshop with my target
group to do diverging sessions with
brainstorming methods to get more ideas to
solve the HMW Questions. In this session, I did
with 5 children and their school. I got insights
that children like to play sports in the
playground and their favorite activity was
football based on their drawing and interviews. 

Ideation (Diverging and Converging)03
1st Co-creation

I also wanted to explore more ideas to make sure that I
had figured out a lot of options. Then I did some diverge
and converge with 5 of my friends who are also UX
designers. I chose them because they are creative people
and they can produce more variety of ideas on how to
solve my design challenge. This session was online
because some of them were not in the Netherlands. I
prepared the session using Miro Board and Google
Meetings. In this session, I conducted 2-time Diverging
using Braindump and 6-3-5 Brainstorming. The reason I
did it 2 times was the first method for dumping their
common ideas or normal ideas. And the second method
was used to help them to come up with a large number
of ideas in a short timeframe by drawing inspiration from
previously mentioned ones. I also used inspiration cards
to make it easier for them to come up with more ideas.

Then I conducted a converging session. For this, I used
the Dot Voting method to select potential ideas. For
selecting ideas, I asked them to vote for ideas that they
think it was challenging enough for a target group.

2nd Co-creation

INSIGHT
Sports or gymnastic activities were preferred for play
in playgrounds and football was the wanted activity.
Participants suggested  features on how to make the
more game challenging such as(here are a few
examples):

score systems
level system (easy, normal, difficult)
play with strangers
etc

Here are a few examples of
children's ideas

Braindump

6-3-5 Brainstorm Methods
and Dot Voting

Inspiration Cards 

Concepts Creations
Based on the co-creation session, I created 3
different concepts with a storyboard to
demonstrate how the concept should work to
solve the design challenges. I gave a
presentation of these 3 ideas to my mentor and
clients to get feedback.

Feedbacks
2nd concept:

"The detective game is not applied to large audiences,
only to a small audience"

3rd Concept:
"I like it looks futuristic but it is very expensive to have a
screen in a playgrounds



Today the weather is a bit sunny and
not really windy during the second
break time at Zoetemeer school. 
Roland and his friend wait for the
people to take a change in the
football field so he can play football
with his friends. He and his friend
really like to play football, but there is
only one football field at his school
and everyone wants to play football.

He sees that his school is already in
2nd rank. He taps his school score
and a new page pops up. It says that
in order to earn a score they need to
play a mini-game and if they want an
extra score they need complete a
quest. Then they tap the quest. and
the page shows a list of quests that
they can choose.

"Oh, luckily there is a pole where you
can put your phone so our phone
won't get dirty or get stepped on by
other children". Said one of Roland's
friends. Then he and his friends go to
that place to put their phones over
there and start playing the game. The
game is about penalties in football.
They need to get points blocking the
ball from entering their goal. In this
game, whoever gets 5 points first
wins the game.Roland plays this game with his

friend. The game starts. He tries to
catch every ball and he finally gets
the highest score. He wins the game,
and he finally can bring his school to
first place for now before another
school will surpass their score. 

Final Concept

Then I created a black-and-white sketch
so I can check and test the functionality
of my concepts without focusing too
much on the visual part.

Then I showed and tested it to the
company mentor to get feedback. Here
is the feedback that I got:

Then I iterated my first three concepts based
on the feedback that I got. Then I presented
again the improved concepts to my clients.

Then we had our final design.

He starts to walk around and then
he sees a sticker on the fence. He
then remembers that there is a
football game in the school phone
app. He then walks back to his
friend's place and invites them to
play the penalty shooter instead. His
friends agree.

All of his friends open the app. When
he opens the app, he and his friends
see the announcement that there is a
competition that one school and the
people who have the highest score
will get rewarded by the Gemeente of
Zoetemeer. Roland and his friend get
excited about this announcement

He and his friend try to find this
specific sticker. After a few minutes of
looking around, they finally found it.
Then they scan it. After that, a video
tutorial pops up on how to set up a
device and how to play the game.
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Lo-fi Prototype

User Flow
Before making a low-fidelity prototype I started with the User Flow. Therefore, I know what kind of pages I
needed to create. This user flow is showed a task on how to complete a quest to get a sticker and also how
to play a Penalty Shooting.

Feedbacks
It would be great if children collect
a sticker to unlock a new
character or a new mini-game.
A pole is still expensive maybe try
another option that is more
affordable to apply in broader
scale

User flow of getting a new sticker

User flow of playing a Penalty Shooting (mini-game)

"Make the tutorial more clear. It is a tutorial for playing
the game or for setting up a phone"
"For the leaderboard try to make more categories like
people who are not very skilled or who cannot get a lot of
scores but play more often. So try to create more
categories."
"Leaderboard needs to be reset every month so everyone
could have a chance to win"

Feedback



Before creating the Hi-Fi, I created style tiles to communicate how the visual would look to match the art
style that my target likes which was colorful and 3D. Therefore, I wanted to create an energetic atmosphere
because the game will be played in a playground and it is about sports games. To achieve an energetic
atmosphere I used bright colors. I also did not want the style to be very active so I chose cool colors such as
light green, blue, and purple to balance it out. Hence, I did not choose colors like orange or yellow which are
known to be very activating. By using bright blue, green, and purple I could achieve an energetic
atmosphere that could be very soothing to look in the eyes. 

STYLE TILE

Hi-Fi Prototype

Testing and Improvement05 After creating Hi-FI it was time for me to test the prototype with my target group. However, for the test I had
only 2 subjects available who matched the target group, therefore, to compensate I tested my prototype on 3
teacher interns and 2 UX designers. I did usability testing, observation, and a questionnaire to know if my game
was fun and whether it makes them move more. Then, I found 3 major improvements:

BEFORE:

AFTER:

1. How to increase movement during the gameplay of the penalty
shooter.
During the test, I found that my participant did really feel tired
after playing the game. Therefore, I increase the duration of the
game.

Before: The player who could get a score of 5 first, would win the
game.
After: The player who could get 10 scores first, wins the game. And
if their score is like 9:9, then the gameplay will be extended until a
player leads by a 2-point margin. So every time they get a tight
score, then the game will be extended.

BEFORE: AFTER:
2. How to make it challenging and increase movement during
finding a sticker
Besides the lack of movement, my participant also did not find it
challenging when finding a sticker. 

Before: Using image tracking, users need to find an image that
the system told them to and they need to scan it to get extra
points.
After: Instead of using image tracking, I changed to barcode
scanning. Before the image sticker was spread and hidden in the
playground and now it will be a QRcode sticker. The system still
tells them to scan specific images in the playground, but this time
the player needs to scan the QRcode. And after they scan it, the
QRcode will show an image. If the image does not match the
image that the player needs to scan, then they will not get a point.
They will get extra points if they scan the QR code that shows the
same image that they need to scan.

3. Make the ball animation smoother
4 out of 7 participants were really bothered by the unsmoothed or
laggy animation during the gameplay. I agreed with the
participants that the laggy animation really influences the
experience of the game negatively. Therefore, to smoothen the
animation I needed to increase the frame rate. 

Before: I used 2 frames per second and 7 layers (see the red circle
on the picture below).
After: Now I used 11 frames per second and 18 layers (see the red
circle on the picture below).

BEFORE: AFTER:

Finalising



Contact me!

Impacts

Hopefully, if my design gets developed further and turned into a successful game it
will give a positive impact on the semi/public playground that is currently only being
used occasionally. And also provide the less unfortunate children who don't have
fancy video consoles and who have small places to live a good quality game that
they can play outside in the playground. Furthermore, as more children play in the
playground they can finally start to have a real social life and not only at home
behind a screen. 

This game is not a replacement for the playground but can be seen to add value to
the playground so the playground can have more variety of games to play and not
only be stuck in a traditional way since children are attached to their smartphone.

Last but not least, I hope this game makes them become healthier since the
intention of the game is to make them be more physically active in a fun way.

It was quite a challenging project for me because I did this project by myself and my
target group, mostly children around 9-12 years, almost exclusively speaking Dutch
only, which I do not understand very well yet.  It was a very tedious and bureaucratic
process to find the participants for an interview and do some observation in their
school. I also had no connection with children, but gladly I managed to get
information from my client. I learned that sometimes you just need to be pushy to
accelerate the process because you work with a timeline.

I also learned new features and tricks in Figma to create the game prototype that I
thought was impossible to do. Eventually, I could find a way to prototype the game
with the app.

Looking back at my research phase, especially the interviews, I see what questions
could be improved to get a deeper understanding of my target group problem. I
know that working with children you really need a different approach on how to ask
them questions.
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Testimonials
Emellie, 11 yo Student

Fee, 12 yo Student

Daniel (Client GLSO)

It is creative and it is about soccer and I love soccer.

The visuals are very appealing and catching the ball is very fun.

Designing is something where Ve definitely stands out. Presenting them
vocally could be improved, but the prototypes looked amazing every
time. Sometimes more than necessary to get the idea across. 

Maria (Client GLSO)
It has been a fun project where Ve contributed in a very nice way. We
have gained a lot of input from his work. In a place where he is
enthusiastic about the work he shows the creative talent that he has. 

khrisna_viveka@yahoo.com

ve_rfect

+31 6 39035732


