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Overview
The portfolio of group 19, for the course ‘From Idea to Design’. Semester A, Quartile 1. Under the 
supervision of Dr. Ir. S.A.G. Wensveen. To visualise our work in the different stages of the designing 
process, we made an overview. 
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Ideation
Week 1 & 2

In the first week of From Idea to Design, we de-
cided we had to sit together with our group to 
discuss our ideas. We didn’t know each other, so 
planning this meeting took quite some effort. Af-
ter we found a moment where we all could discuss 
our ideas, we planned our first meeting. During 
this meeting we discussed in which direction we 

wanted to go. 

The majority of our group wanted to do some-
thing in either the research area ‘Energy’ or the 
research area ‘Smart Mobility’. We decided to 
take the ‘Energy’ area, as it felt like the widest 
area in terms of ideas that we could generate. We 
found energy to be more of a “defined” field of re-
search, even though it is very broad and encom-
passing. Energy seems very society-centered. In 
‘Energy’ there are four research themes; Built En-
vironment, Future Fuels, Energy Conversion and 
Fusion Energy. Especially the “Built Environment” 
theme piqued our interest, the described utopia 
vision seemed very exciting. 

Just before the second lecture, a part of our 
group spoke with our tutor. Because we 

ended last week with the question if we 
actually had to generate an idea from 

just those four areas, or if we had to 
choose out of a list, we decided to 
ask our tutor, hoping he was able to 
answer that question. The meeting 
with our tutor was very helpful un-
derstanding the actual project we 
had to do. First of all, he answered 
our question. On top of that, he mo-
tivated us to try the different tech-
niques for brainstorming we would 

learn in the next lecture.

In our second meeting we decided to motivate 
our choice and brainstormed about ideas in the 
sector ‘Energy’. We didn’t yet know what we ac-
tually wanted in this area, so we were just brain-
storming about the area we chose. 

After the lecture, we concluded that we wanted 
to design a product that was usable for the ‘nor-
mal person’.  We wanted to create something that 
would make it easier to reduce energy consump-
tion in normal households. The only problem is 
the motivation for those people. Why do they 
want to reduce energy consumption? Do they 
actually think about the future, or do they make 
certain choices just on financial basis? We wanted 
to design something that unconsciously persuad-
ed people to make the right choice, in this context 
that’s the most sustainable one. We discussed 
and found that people just want to make the eas-
iest choice, with the most benefits and the least 
effort. Also, it has to be quite cheap. Otherwise 
you just target a small group of people, and if you 
want to make the world more sustainable, you 
have to reach a big group. 

We ended our meeting with one question: What 
problems do we have nowadays with energy con-
sumption? We didn’t yet know the answer to that 
question, so we ended the meeting. We picked a 

new meeting 
the day after, 
to work on our 
ideas further. We went 
on with our project to find our 
target group. Our target group was ‘students’, so 
if we wanted to try to reduce their energy usage, 
we had to find out where students are during their 
day. The problem with students was that they are 
not just in one or two places, like other older and 
younger people are. 
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Concept
Week 3 & 4

Instead of going on with our idea using another 
target group, we stopped our idea immediately 
and went on with the places we associated with 
students. 

This resulted in us looking into the train. Instead of 
solving the problem with energy usage, we looked 
into a general problem with trains. We asked our-
selves the question: ‘What is the problem every-
body has with the train’. All of us are used to trav-
el by train, but do sometimes dislike it a lot. The 
problem with trains is that the temperature is not 
right most of the times. The climate on the train is 
almost always way too hot or too cold. It is like the 
NS (Dutch train service) just doesn’t want people 
on their trains.

This gave us the inspiration for our idea. What if 
everybody who is travelling by train can change 
the climate themselves? We had to create an en-
vironment that was suitable for everybody. In this 
stage we dived totally into this problem and idea. 
We focused our idea on public places, as those are 
the places where you are totally unable to change 
the climate. At the end of week three we had our 
concept: a device that gives you the ability to 
combine your feeling of the climate  with those 
of others, and together choosing the perfect tem-
perature in a public space. 

When we tried to find our motivation for this con-
cept, it became clear that there was plenty. It is 
not only bad for your health to be in a place with 
a wrong temperature, but it also reduces your 
productivity. It is also pretty energy consuming if 
a place is heating itself, even when there are no 
people who like the heat. 

After our meeting in week 3 we didn’t stop our 
motivations of the product. If we can have the 
network recognize the devices, it can also turn off 
the heating if there is no device in that particular 
room or place. At the same time, we thought of 
a name of the devices: Climate. We were happy 
with the name, because it exactly describes the 
product. First, you read Climate, and when you 
look closer, you see mate, which describes the 
function of the product. It is your friend, helping 
you reach the most comforting temperature.  

In week 3 we started working on the storyboard 
for our movie. Not only the storyboard had to be 
designed, but also a logo of Climate. This all was 
pretty fast done, so we wanted to film the mov-
ie.  The only problem was that we needed some 
prototypes to film, but we didn’t have them yet.  
We planned to make these on Friday, but we were 
busy thinking of all the features Climate should 
have, so we didn’t have any time to create the 

prototypes we wanted to use in our movie. We 
did create the shape our prototypes should 
have with clay. 

On Sunday, all we had to do was trans-
form those clay prototypes to wood-
en prototypes. An important part 
of our prototype was the changing 
color. Because we wanted to give 
our users feedback about what they 
had chosen, we had to give some 
feedback. We wanted to keep the 
device as simple as possible, so we 
didn’t want to use any text or char-
acters. Colors were the simplest 
thing we could think of. To use those 
colors well, we thought of two colors, 
red and blue. But because we wanted to 
make this device your mate, and not your 
personal remote control of the heating sys-
tem, we decided you had to tell the device how 
you were feeling. If you would say “I’m cold”, the 
device would turn blue and a signal was sent to 
the network to turn the heating up. We wanted 
to express these feelings by hand gestures. If you 
waved the Climate, it would detect that you were 
feeling too warm, and if you squeezed the device 
between your hands (like you were warming your 
hands, it would recognize that as you feeling cold. 

On Friday, we also finished the storyboard of the 
movie. Our first thought was to film the movie on 
a train, but we turned this idea down eventual-
ly, both because it was too hard to film in a train 
without permission of all the people in there and 
because of the small space. So we widened our 
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Midcrit
Week 3 & 4

work to do some exploration in realizing our final 
product. We figured we had to get the prototype 
to work, and so we had to dive into the electron-
ics. To solve the feedback of Bart, we figured that 
it was too hard to get the interaction with the 
product right. The problem we couldn’t fix was 
the following: If you wave with the product (in-
dicating you are hot, so the temperature has to 
go down) could also mean you want to have the 
heating on. 

This discussion had already drawn our attention, 
as it is the ‘colors versus feelings’-discussion. 
Also, it is quite hard to realize this in terms 
of electronics. You need to have a move-
ment sensor, and for the ‘cold-feeling 
interaction’ you would need some-
thing that measures the pressure 
put on the device. 

In the next following days, our group met a lot, to 
work together on editing the movie. It took a long 
time to get the right approach on our design in 
the movie, because we filmed a lot of footage. Be-
cause we had so much footage, it was sometimes 
hard to pick the right piece to make the movie as 
clarifying as possible. 

The advantage of filming so early (in comparison 
to some other groups) was that we had a lot of time 
to edit and criticize some fragments of the mov-
ie. On top of that, because we had so much time, 
we were able to put some nice motion tracking in 
our movie, so it would look more professional and 
to make it even more clarifying. We eventually 
handed in our movie on Wednesday, just before 
the deadline. We could have done it a lot earlier, 
but our motion-tracking software crashed, and 
we had to start all over again. If we look back at 
the process of the movie, we are quite happy with 
the result, as it was like how we planned it.  

On Thursday, after all the movies, we went to Bart 
Hengeveld, to ask if he had some feedback on our 
movie, as we weren’t mentioned in the general 
feedback session. Bart told us he liked the part of 
the voting, as it is democratic and thus relevant 
right now. On the other hand, he didn’t get the in-
teraction with the prototype. So we went back to 

search to all public spaces. One of our group 
members lives in Driebergen, and works in a 
hotel with perfect facilities to film our movie. 

On Sunday in week 3 we created our prototypes 
for the movie. We started to work on them in 
a workplace in Driebergen.  Two members of 
our group created the prototypes using wood 
and plastic wires. The prototypes didn’t have to 
work, but we needed a lot of them to film the 
movie. We needed a lot of them because they 
had to be in different colors. We were not able 
yet to change the color of a prototype, so for 
every case we needed three prototypes. One 
saying that you’re feeling cold, one that you’re 
feeling hot, and one that is just turned on, but 
not yet used.

Because our design helps people vote for a bet-
ter Climate in spaces where they don’t know 
the other guests, we needed a place with a lot 
of people. The hotel also holds a Grand Café, so 
there were plenty of guests we wanted to film. 
We asked all of the people in the café if it was 
fine for them to have them filmed, and luckily 
all of them said yes. Some of them we gave one 
of our prototypes, so they could interact with 
it in the movie. Filming the movie took some 
time, as we wanted to make a movie that was 
both professional and clarifying. Beforehand, 
on Friday, we made a storyboard to film as 
fast as possible. This helped us a lot, because 
we filmed for about 4 hours, and otherwise it 
would have been a lot longer.
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Elaboration
Week 5 & 6

In week five we started to work with clay again, 
to find out what the perfect shape of our prod-
uct was. Our whole idea of the product is, to look 
back at the brainstorming sessions in week two, 
that our product has to be simple, and very us-
er-focused. This meant that we had to find out 
how you would want to hold the product. What 
size should it have, should it be round or more di-
amante-shaped? 

To find out, we went to Vertigo and started to buy 
some materials to create the shape. We bought a 
piece of MDF and cut it in the right shape. We re-
alized that we had to create a small product, but 
because it had to have a Arduino Nano in it, we 
had to create both a top part and a bottom part 
out of MDF. If they were right, we could melt plas-

tic (vertex) over it, so it 
would create an 

empty shell. 

If you put the two shells on top of each other, you 
would have our product, with a storage inside for 
the electronics. 

After we created four different MDF shapes, we 
bought some vertex to melt over it. After the ver-
tex was done, we had four shells of plastic. We 
found out that two of them had almost the same 
edges, so they would fit perfectly on each other. 
Luckily those two shells were the best hands-on 
shells in terms of the feeling in your hand. 
The bottom part had a small groove, so you can 
easily put your finger in there. The top part was 
perfect because of all the round edges and the 
flat piece in the middle. The flat part in the middle 
of the top part was essential for us, because we 
could use it as the main touch area of the prod-
uct, where the user was going to turn the device 
on and off. 

Around the flat piece, we wanted to create anoth-
er touch area. This time it has a swipe function, 
as this is the place to tell Climate how you are 
feeling. With people working on the electronics, 
they had to make a touchscreen. Making pressure 
points out of copper plates, we created capacitive 
touch. If you swipe to the right, you’re feeling hot. 
If you swipe to the left, you are feeling cold. For 
us this was the best alternative to the hand ges-

tures we first had in mind, and were too difficult 
to realize. 

At the same time a small part of our group was 
coding an Arduino Uno, to see if our idea would 
work. After a few hours of coding, we created a 
touch system. So, the swiping-area worked now, 
and so we continued our building process. 

In the beginning of week 6, we started to work 
on our final presentation. We divided our group 
in some smaller groups, to spread the work, and 
be efficient. Our group consists of 6 people. Two 
of us were going to work further on the proto-
type, others were making the new storyboard for 
the movie, and the last two persons of our group 
were working on the poster. We wanted to pres-
ent our prototype by completing the full story in 
three ways. We wanted to emphasize the way 
the product worked (the system) in the movie, 
and our motivation for the product in the pitch.  
For the poster we wanted to put the design and 
interaction with the product central. This way we 
covered all the aspects of the product in the three 
ways we had to present our product.

Because we divided the work, we all got very ef-
ficient and collaborating again. We would sit to-
gether with the six of us, but in the small groups of 

two. If you had any question, or wanted an opin-
ion, you just ask the question, and someone would 
respond. This process worked a lot better for us 
than working on the whole project step by step 
with each other. This way we excluded the end-
less discussions, and we were helping each other 
again. Every small group was in charge of some-
thing we had to do for the final presentation. 

As we designed the prototype, we were now 
ready to build it. The code worked, so combined 
with the copper pressure plates we had a ‘touch-
screen’ that was connected to a RGB-led via an 
Arduino. The Arduino and all its components 
were soldered at the end of week 6.
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Prototype
Week 7

We only had to go to the copy shop to buy a trans-
parent sticker with our logo’s, and our icons on 
there. After we bought them, we put them on 
the prototype, painted it white and mounted the 
Arduino in there. We also had a master student 
3D-printing a piece of the prototype for us. This 
piece is the place where the upper and bottom 
part of the shell are put together (in the middle), 
and is a place where we designed a keyhole, so 

you can get your Cli-
mate on your 

k e y c h a i n . 

The other function this middle-part has, is that it 
is helping the structure of the Climate. Because of 
this piece, the whole prototype is somewhat more 
solid. Also, at the far end of this piece, we created 
two small holes. This we did because the Arduino 
needs power, but we’re unable to put a 9V battery 
in our Climate. Other group members managed 
to make the storyboard ready, so we could film 
when the prototype was ready. Also, the poster 
was almost done as well, we only needed a photo 
of the prototype to put it in there.  Because a lot 
of us were done with our tasks, we helped with 
the prototype, so we could get that ready as soon 
as possible. We still needed a portfolio to hand 
in, so some people worked on the portfolio at the 
same time. 

The group responsible for the poster created the 
poster, had to put the design and the interaction 
central. So they designed a poster that explained 
how you would use the Climate. The first step was 
to get it powered on by tapping in the center of 
the product. The second step was swiping to the 

side that was matching your feeling. The 
third step was the part where the Climate 
would send the information.

This was neatly followed by the movie, where 
the system was emphasized. From the sending 
part, the data would go through a router to a com-
puter system, combining all the data from differ-
ent Climates, calculating the average feeling, and 
sending the desired temperature to the thermo-
stat. 
The pitch was meant for the motivation. The 
question ‘why do you need this product?’ had to 
be answered. Because we were all en-
thusiastic about our product, this 
was quite easy to answer. 
We wanted to explain the 
problem there is right 
now, the effects an im-
proper temperature 
can have on some-
one, and also how 
easy it is to change 
this bad temper-
ature to a proper 
one using Climate.
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Final Presentation
Week 8

I feel...

Climate
Tap to wake1

Swipe to tell Climate 
how you’re feeling

2

  Your feeling will be combined with 
those of others. Together you create the 

perfect climate, wherever you are.

3

Too cold
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Too warm

SOCIAL CLIMATE CONTROL

Department of Industrial Design

DAB310 – From Idea to Design
Group 19

Brigitte Kock, Emmie Knoester, Femke Kaskens
Melle Keuchenius, Pim Keunen, Zeno Kapitein

I feel...

I feel...

After we soldered the last wires to the Arduino, 
we finally put it all together. We wanted to film 
our movie on Friday last week, but we didn’t man-
age to be ready with our prototype yet. We fin-
ished our prototype Monday evening, so we had 
to film our movie on Tuesday. So Tuesday morn-
ing, we started filming. Because we divided the 
tasks in week  6, it made filming so much easier, 
as we had a storyboard that was clear for every-
body. 

We filmed for about two hours, and after that, our 
movie was ready to edit. We also made a picture 
for our poster, so we could put the poster togeth-
er as well, and print it on Wednesday. The day 
before the presentation, Wednesday, we were 
ready with everything. The movie was edited, the 
poster was designed and printed. The prototype 
still worked, and we wrote a pitch. All of those 
three parts were perfectly fitted in the ‘boxes’ we 
gave them in week seven. 

During the presentation, we all had the feeling 
that it was going according to plan, with every 

bit of the presentation connecting to the 
other. 

After the presentation we started to 
work on the design of the portfolio. 

We finished the writing almost al-
ready, so we wanted to focus on 
the design. We wanted to create 
a clarifying, yet professional port-
folio for our design. We decided 
that we wanted to use a lot of 
shapes we also used in our proto-
type, movie and poster. 

We wanted to show our whole process. So we 
went from idea to design through our notes, port-
folio, dummies and photos. We created an over-
view on the first page to show what we did in 
which of the six phases of the project. After the 
overview we concentrated on every phase par-
ticular, and so we made six chapters. 
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To start with, I learned how to brainstorm. Of course 
I had done some brainstorming before starting this 
project, but I always was very critical in writing ide-
as on paper. I already selected ideas in my head, in-
stead of writing them first. During the first weeks 
of this course we had to brainstorm a lot. I learned 
that every idea you have is worth writing them on 
paper, before criticizing these ideas. Furthermore I 
learned that ideas cannot be crazy. 

Creating a prototype was new to me. I learned 
and experienced how to use a sawing machine and 
a sander, to create the shape of the Climate, as a 
template for the real Climate. I had never done this 
before. I also explored a lot of materials that were 
available in Vertigo. I have got insight of what mate-
rials are suitable for what, what paint and glue one 
will have to use depending on the material, etcetera. 

During the project I learned that being critical is 
good, but that you sometimes have to accept things 
as not being perfect, because there simply is not 
enough time. I think it is good that I have learned 
this, because beforehand I took too much time for 
irrelevant things as I thought they were not com-
pletely the way I wanted them to be. 

In the beginning I found it difficult to determine 
what my role in the group was. During the first 
weeks, we were just brainstorming ideas as a group, 

and discussing these ideas, so we all had more or 
less the same role; generating ideas. Zeno looked af-
ter the documentation of our brainstorm sessions. 
After choosing an idea, we created a one-minute 
film presenting and explaining our idea. Zeno edited 
the one-minute film and created the Climate logo. 

After the midcrit presentations, we elaborated on 
our idea. We wanted to create one prototype, in the 
desired size, with the desired feels and with inte-
grated technology. Pim focused on the technology, 
together with Brigitte. This contained programming 
and installing a code for the Arduino that was going 
to be placed in the Arduino, for the sensors in the 
Climate, so the lights could change via touching the 
climate. 

Melle and Emmie focused on the storyboard of the 
second film that was going to be shown in the pres-
entations. Zeno and I made a setup for what should 
be in the poster, and what should be placed where 
inside the poster. Zeno designed the final post-
er and furthermore, editing the final video for the 
presentations. I mainly focused on contributing to 
the looks and feels of the final prototype. I found 
this very interesting, because I have always liked to 
be busy with physical materials, and making things 
look good. I was happy that I could use my interest 
for crafting to contribute to a good looking proto-
type. 

I think everybody participated well in the project. 
Everybody came up with ideas, thought about the 
ideas of others, and contributed to the development 
of the project in their own way and using their own 
talents. In my opinion, a very wgood thing was that 
everybody could learn from each other.

Personal Reflection

Femke Kaskens

As a premaster student with a mechanical engineer-
ing background and very little experience in design, 
I chose this elective mainly as an introduction. I 
wanted to experience a full design cycle within a 
relatively short time span, thus getting to know the 
faculty and the way of working. Furthermore, I felt 
my knowledge of and skills in creative techniques in 
ideation and conceptualization phase lacked. 

Working in this team was a pleasant experience. The 
enthusiasm was there right away by most of us, and 
this resulted in a motivated and pro-active group 
that was prepared to spend a lot of time and effort 
in the project. The earlier lectures and group meet-
ings, especially those spent on creative techniques 
were very interesting for me, as this was quite new 
for me. The biggest learning point here for me was 
the non-linear character of a design process, try-
ing directions to find out that the one you choose is 
actually the right one. What I sort of missed when 
looking back, was the research part in the project. 
Testing and validation had a too small role in our de-
sign process. 

Furthermore, designing in a group also means that 
your design is more likely to be some sort of a com-
promise. This is something I find hard to deal with, 
but taught me that a designing process, for me, is 
not that much of a democratic one.

Personal Reflection

Pim Keunen

I think my most important part in the process was 
the technology and realization. I wrote the code for 
Arduino and designed the electronics and 3D print-
ed part, resulting in a working prototype. Besides 
that, I think I generated good ideas in the ideation 
phases and made strong connections between the 
values we put in a mind map, which have contribut-
ed to our final concept. My criticism of the form and 
interaction of the device has pushed the team fur-
ther I believe, but my acrimoniousness also might 
have been annoying now and then. 

My part in the movie making and graphic design was 
small due to the time spent on technology, although 
I would really have liked to gain experience in that. I 
think that from now on, spending too much time on 
technology is one of my pitfalls, as my technological 
skills in most fields are on a sufficient level. Brigitte, 
as a second year student, had by far the most expe-
rience in design. She held the overview and shared 
her experience and knowledge with the team. I 
found this very helpful, not only in the process but 
for my personal development as well. Emmie is 
very realistic, which means that she has an eye for 
the relevance of concepts and their feasibility, and 
keeps the rest of the team down to earth. Femke 
is a jack of all trades and contributed in all fields 
of the project when necessary. Melle shot most of 
the footage for our movies and documented all our 
work in the final portfolio. Furthermore, he is a nat-
ural mediator when disputes occur and is able to 
turn these into something constructive. Zeno kept 
the planning very tight and his graphic design skills 
in editing movies, images and posters have been of 
great value within the project.



Since I’m a second year most of the course’s in-
formation was not new. I rather found this course 
interesting to see how far I had grown in my first 
year, besides through repetition and experience 
you learn. 

The thing I found out to my surprise, is that I actu-
ally got better in brainstorming. And with better 
I mean that in the past year I learned to think on 
a more abstract level, which helps in coming up 
with more diverse and far-fetched ideas. For the 
coming year I hope to grow more in abstraction; 
grow in creativity. 

The process within our team went really well due 
to the fact that everyone was motivated, hard-
working and on a personal level fun, which in the 
shy does help the progress. 

Planning and making appointments proved itself 
a challenge, because we all have different sched-
ules. Despite not always being able to be present 
everybody did the best he could. It was nice to no-
tice that in order to strive for the results we want-
ed nobody minded to work overtime to get done 
what needed to be done.

Within all the different design phases we went to 
I missed the elaborate research, like user testing, 

to gain more in-depth information about the us-
er’s thoughts on our concept. On the other hand 
for an eight week project, we might not have had 
the time. 

I think my most important contribution to the pro-
cess was overall reviewing of the process. Since 
I believe that perfection of details contribute to 
how the concept is perceived I was quite strict 
with the look and feel of everything. In the end I 
think it caused everyone push themselves further. 
In a more practical sense I helped building the 
prototype on both the way it looked as the way it 
worked(electronics), helped filming for the Mid-
term and guided the brainstorm sessions.

As for the contribution of the rest of the team; 
Emmie, kept everyone realistic about how we 
could implement our concept. Femke was our 
silent force and helped out wherever it was nec-
essary. Melle helped mostly with the filming and 
through his connections we were able to shoot in-
side a hotel bar. Pim is great with electronics and 
knowledge about the subject. I was amazed at 
how fast he adapted to Arduino. Zeno has this en-
vious making adequate way of working, especially 
good with editing and a good eye for planning.

Personal Reflection

Brigitte Kock

This course learned me to go deeper into the pro-
cess of going from just an idea to a design that is 
both thought trough in the marketing sense of the 
word, and also in the user perspective. We already 
started differently with the process then what I was 
used to. In the first part of the course, ideation, we 
learned how to brainstorm. This was totally new for 
me, especially because we had to find a problem, 
rather than just knowing one already. The process 
of coming from a big research area to an actual con-
cept was new for me. After the first few brainstorm-
ing sessions with our group, I thought we were nev-
er going to find a concept, but it was like Joep Frens 
explained in the first lecture; you don’t go from one 
idea to a product, but you brainstorm until nine-
ty-nine percent of all your ideas drop out, and then 
you find one idea that is suitable to go further with.  

After we had done the ideation part, we went on 
with the concept. This part was a lot easier for me, 
now we achieved a direction we wanted to follow. 
I liked this part the most, as it was the part where 
we could think of all the features the design should 
have, and if it was focused enough on the user. I 
think this was a more pleasant part of the process 
for me, because here I could be creative, and de-
signing for an actual idea that was going to become 
physical. I liked the filming as well, because it helps 
you by looking to the product as an independent 
user, rather than a member of the designing team. 

The part I liked the most was the one-to-last part, 
where almost everything is started to come togeth-
er. Building a partly working prototype, making a 
final clarifying movie, and a poster. Building the pro-
totype was for me one of the main goals of this pro-

Personal Reflection

Melle Keuchenius

ject, as used to be a person that had a lot of ideas, 
but didn’t have the ability to actually finish them as a 
design. The final presentation was a big moment for 
me in that way, because we really ended our project. 
On the other hand, I would have liked it more if we 
had more than eight weeks, so we could get our pro-
totype fully working, and tested as well. 

I think our team had a good variation in terms of 
competencies. I found myself to be, as I described 
above, to be a person that if the concept is clear, can 
go creative on the concept, and put a lot of ideas in 
there. I learned a lot of the others in reflection on 
our work. If we didn’t have this varied team, I think 
we didn’t come to such a design. 

Emmie was the person that was really helpful in the 
first part of the process, because she can generate 
a lot of ideas, but better, is really good on reflecting 
on all the ideas and say why it is a good or a bad idea. 
She also was always there to help. 
Femke was a bit silent at the beginning, just like 
me. But when the concept became clear, she real-
ly popped out of her shell, and really liked to work 
physically. She was really good at building the de-
sign. 
Pim was our practical guy, probably because of his 
history with mechanical engineering. He was the 
best in coding the system, and working on the elec-
tronics. I really like to learn this part as good as he 
does. 
Brigitte is really good at the brainstorming part. She 
started off as the group leader in this process, as she 
was continuously trying to maintain the overview. 
Because of her, I think we found the actual concept. 
She is a second year bachelor student, so for all the 
practical information about materials and such, she 
was also really helpful. 
Lastly, Zeno. Zeno is the person that is the best in 
graphical design. Everything that had to do with de-
sign really came out of Zeno’s hands. He can make 
posters, magazines and videos perfectly. He also 
made a tight planning, so that we could have this 
whole design ready by the time it should be ready. 



When we started this project I was very enthusias-
tic about really starting with designing. I’ve always 
liked to invent solutions and I can be annoyed when 
thing doesn’t work properly, especially with prod-
ucts. The problem was that it was very rare that I 
realized the many ideas that I had. When I started 
to transform my idea into a real-life thing I never 
find my ideas good enough to push it through. I am 
always very critical on my own ideas. I’m more of a 
thinker then a doer and I knew that had to change. 
With this project it was very simple, I had no choice. 
There had to be a final product. 

In the process it became clear that my amount of 
ideas were very useful. Usually I keep ideas to my-
self for a long time and it was very fun to tell every-
one and see what they think about it. During the 
brainstorm sessions we generated a lot of ideas and 
because of the enthusiasm of the others I could see 
the possibilities in realizing our final idea. 

I’ve now seen the advantages of starting to create 
early on. You can predict better were there will bed-
ifficulties and you have more time to fine-tune your 
product. Also it is easier to discuss when you have a 
visible idea.   

During the project I had a lot of times where I was so 
critical that I didn’t see the positive sides anymore. 
But other group members have taught me to adjust 
things and keep going instead of throwing the whole 
idea away. 

Together we have discussed our group work. It came 
out that my critical view was a bit annoying but very 
useful. I am very precise and in particular with work-

Personal Reflection

Emmie Knoester

ing out the ideas of the poster that became clear. It 
came out that I had an eye for detail and I think that 
worked out in a clean final presentation.

Pim is the most technical member of the group. 
With his background in mechanical 
engineering he is very developed in this area. This 
was immediately clear in the first brainstorm  where 
he focused on the technical background of systems. 
He became very enthusiastic when we started mak-
ing our working prototype. In particular with the 
programming of the Arduino he has done a lot of 
work. 
Because of Melle we had a great group dynamic. 
He is very good in keeping everyone positive and 
can work with everyone. When you work so much 
together little things can start annoying but when 
he was around there was always a nice ambiance. 
In the beginning when it was a bit vague he found 
it hard to be enthusiastic but when it became a bit 
clearer where we were going to that was not the 
case anymore. 
Femke started off as a bit quiet. Where the others 
had a lot of ideas during the brainstorm we didn’t 
hear that much from Femke. But later in the project 
she was a great member to have in the group. When 
something had to be done and others postponed it a 
bit, Femke was on it immediately. When I was very 
critical and didn’t see the positive sides anymore 
Femke could get me enthusiastic again. 
In the beginning it became clear that Brigitte has a 
year more experience. Where the first-years find it 
difficult to start brainstorming. Brigitte was great at 
getting us going when it was still a bit vague where 
we were going to. She can do a bit of everything 
which was pretty useful later on in the project. 
Zeno has experience with graphical design and usu-
ally has a clear view of how to realize his ideas. His 
main goal in this project was editing the videos. He 
spend a lot of time doing that and I respect how he 
took a lot of feedback especially from me and still 
taking it into account. With the poster as well he 
worked out the ideas of the others great.

Fresh out of a long summer holiday, having just 
started at the faculty, I did not exactly know what to 
expect from this project. It quickly turned out that 
this course was going to be the most “core ID” ex-
perience of the whole first quartile. It taught me not 
only things about brainstorming, prototyping and 
realisation, but also how the faculty really works, 
how a project typically works out and what is ex-
pected of me. This project has made me understand 
the study more and has made me grow into the role 
of a designer a lot more. 

Our team took some time to get going in the begin-
ning and so did I. I noticed that, even though I often 
am pretty good at brainstorming and coming up 
with ideas, in this instance the assignment we had 
gotten was still so broad and encompassing that I 
could hardly come up with inspiring ideas. I learned 
that I am quite good at coming up with solutions to 
a problem that needs solving, but I still needed to 
learn how to come up with a problem to solve as 
well. Luckily other team members were a bit more 
innovative on that front, and once we had vague-
ly defined a goal we were going to work towards I 
could help out more substantially. 

When the time came when we needed to start 
shooting videos and making posters, I really came 
into play. Together with Melle I worked out the Mid-
crit storyboard and after we had filmed I edited the 
whole thing (coincidentally this is also when I first 
learned editing videos, a new useful skill). At the end 
of the project I still did a lot of the “digital” side of 
things as others made the prototype but I did con-
tribute some little things and watched over some 
shoulders during this process. In the final weeks of 

Personal Reflection

Zeno Kapitein

the design process I did what I usually do in stress 
situations - I made a big planning. It kept our team 
running smoothly as various members were doing 
different things, all of which needed to eventually 
come together. 

Although our team needed some kickstarting, once 
we had gotten to know each other and the project a 
bit better, we went full-speed ahead. Everyone had 
strong moments during the design process and this 
made for a great, well-functioning team. 

Pim was the “master of the prototype”, you could 
say. His premaster-knowledge helped us a lot in 
producing a stunningly good prototype in a short 
period of time. He struck a fine balance between 
knowing what was technically feasible and thinking 
outside the box. 
Brigitte was just productive in working with the pro-
totype and was also the one who knew most about 
brainstorming and helped us get going properly. She 
has a talent for helping you improve whatever you 
show her, be it a prototype, a video or a little 5mm 
sticker that needs positioning. Brigitte sweats the 
details, which I very much enjoy.  
Emmie was just as enthusiastic during brainstorm-
ing as Brigitte, coming up with tons of ideas and 
having valuable feedback on both her own and oth-
er ideas. Like Brigitte, Emmie often sees things you 
wouldn’t see immediately and has creative solutions 
for (probably) any problem you throw at her. 
Femke was the big surprise of this project, to me. 
She started off a bit quiet but grew into a big prob-
lem-solving machine, up for all practicalities that 
needed solving and last-minute changes that need-
ed to be made. Her initiative was amazing at the end 
of the project. 
Melle was the social glue that kept our project work-
ing smoothly. During the various discussions we’ve 
had he kept us all in check and mediated towards 
solutions instead of more drama. He knew a lot and 
was eager to learn a lot more. Be it soldering for the 
first time at a crucial moment or finishing this pro-
ject with a bang of a portfolio.




