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Introduction

“Brainport Connects“ is a research through design experiment conducted within the Effenaar Social Cohesion 

Fieldlab [1]. The experiment was granted a PPS toeslag (private-public partnership allowance) for research 

from ClickNL [2]. The scope of the expriment is to find solutions to societal problems regarding social cohesion 

through a technological prototype. The ultimate goal of the experiment is to generate knowledge for creative 

industries. 

“Brainport Connects“ aims at creating playful opportunities for connection between multi-cultural event 

attendees in the Brainport region. Sub-goals are the creation of sustainable ties and open relationships 

between strangers from different cultural backgrounds, especially between Dutch and expats. 

The prorotype consists of a mobile application containing three types of social games: treasure hunting for 

people, team games and puzzle games. The main concept revolves around self-disclosure: the games use 

information players reveal before the play to personalize the experience. The app was used in an experiment 

at “Let’s Spring Together“, an event organized by International Creative Women. The result is a research paper 

which contains design guidelines and opportunities for creatives who wish to implement similar concepts to 

connect multicultural event audiences (Appendix D). 

In the following report, the process from the funding application, to finding the right partners, designing the 

prototype and the experiment to writing the paper is described. In section “Why Brainport Connects?“ the context 

of applying for this kind of project is described in terms of personal identity, vision and future plans.  Section 

“Planning & Partnership“ describes what the activities of the project were during the second semester and how 

the partners contributed to the process. Section “Project Management“ describes how the whole project was 

managed in terms of partners, financial funding, collaborators and experiment location. The “Design Process“ 

and “Research Design Process“ describe the steps taken to design and implement the prototype, respectively, 

the steps taken to plan and design the experiment, analyze the data and write the paper. Last but not least, 

“Created Opportunities“ describe the opportunities offered by this project along the way and the future doors 

it will open. The report ends with a “Closing Reflection“.

For convenience and clarity, each section contains the area of expertise referred to, including personal identity 

and vision. 
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I. Why “Brainport Connects“?

Contains: Vision and Identity

What is Fieldlab Social Cohesion? 
The Effenaar [1]  has always been more than a 
pop venue - it was a place of self expression and 
experimentation in the ‘70s and 80’s. However, lately, 
because of all the other online means through which 
people can speak their minds, Effenaar has been 
reduced to just being a rental hall where bands come 
and play their gigs. 

They are concerned that they are losing their identity. 
Therefore, the Effenaar wanted to become a place 
for experimentation again, however, a place where 
innovation through technology happens. It turned 
itself into a Social Cohesion Fieldlab. In clearly defined, 
pragmatic research projects, Fliedlab Social Cohesion 
wants to find out in which way and with what effect 
technologies can play a role in promoting social 
cohesion. With the help of CLickNL, for a period of two 
years starting with November 2018, they are willing 
to sponsor 10 research projects with 10k Euros each 
[2].  The criteria is to have a socially relevant idea 
which can ultimately generate knowledge for creative 
industries, gather three other partners (conceptual 
partner - problem owner, creative partner - e.g. a 
design studio, a freelance designer, an artist - and 
technological partner - e.g. a company which would 
develop the prototype) and apply for the funding 
through a research proposal and a financial plan with 
an hourly estimation of how the funding will be split. 
ClickNL and the Fieldlab asses the applications and 
decide whether the money is granted[3].

Why a Fieldlab project? 
The Effenaar have been my client in my M1.1. and 
I very much enjoyed working with them. My design 
project went on to be very successful and me and my 
teammate continued collaborating with the Effenaar 
for the rest of the year. When the project ended, they  
presented me with this opportunity. 

First of all, because the final Master Project is more 
or less a projection of one’s path after University, 
the Fieldlab was offering me the full package: being 
the leader of and managing a full project, having 
the freedom to choose your own topic and make a 
difference in a sector where it really matters to you and 
being able to create your own design which includes 
technology through which you can also develop 
knowledge (i.e. conduct research through design). 
Part of my personal identity is also taking the lead 

in multidisciplinary teams and integrating technology 
into my designs since I come from a Computer Science 
background. I do believe in the role of technology as a 
mean to bringing people together if designed right, not 
as a cause of social anxiety as apps are deemed to be 
nowadays. After getting my degree, I plan on working 
in the industry as a UX designer and researcher, or 
as a project manager in the same field. Further down 
the road, I would like to pursue my PhD in the field 
of Industrial Design, hopefully social design with an 
accent on technological products. 

Secondly, in my vision, the designer has a higher 
responsibility towards the society than any other 
engineer. Their designs should serve a clear purpose, 
one that adds value to the life of the user: either 
it provokes thought, teaches something, solves a 
problem or causes a beneficial change. This perfectly 
matches the definition of social design, the central 
theme of the Fieldlab projects. In addition to this, I 
believe human connection (also the theme of my 
M1.1. project) and understanding is the key to many 
problems and, therefore, social cohesion sounded like 
a good central theme for my FMP.

With these being said, I saw the perfect opportunity to 
try and apply for the Fieldlab funding.

Why “Brainport Connects”?
A short introduction into the project: “In the past years, 
Eindhoven has become the innovation hub of the 
Netherlands. With its growing economy, the city has 
attracted more and more expats each year. This has had 
consequences on the social cohesion of its inhabitants. 
On one hand, there is the expat community which is 
trying to adapt and integrate to a new environment. 
On the other hand, there are the Dutch locals who 
are expected to get used to a changing environment. 
Repetitive contacts between the Dutch and expats 
are needed not only in the workplace, but also in the 
leisure environment. “Brainport Connects“ is a mobile 
web application which contains three social games. 
These games encourage forced interactions between 
strangers and pairs different nationalities within the 
play. The prototype has been used to research whether 
sustainable relationships and openness between 
players can be encouraged through such a playful 
manner. The results of a mainly qualitative study were 
used to write design guidelines for creatives who wish 
to implement similar concepts into their own events.”

A big part of my professional identity is helping 
minorities, people who face injustice, and debating 
about situations in which misjudgement or negative, 
old mentalities are involved. Another thing that 
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I believe in is empowering women to be more self-
confident and believe in their own abilities. Since I 
came to the Netherlands, I have been struggling to 
grow my social circle. A few years ago, my parents 
migrated here and my mother became an expat 
spouse, trying to integrate and grow a social network 
here in the Netherlands. I have seen her struggle, but 
also my friends who graduated and became young, 
foreign knowledge workers in big companies which 
do not have much regard for the social life of their 
employees, especially the ones from abroad. I saw 
here an opportunity for a good research and design 
challenge which resonated with me on a personal 
level. What I wanted to create is a way of empowering  
expats, especially expat spouses through giving them 
an opportunity to enrich their social network, especially 
with Dutch locals. I wanted them to have a chance to 
regain the social capital they lost and get a chance of 
finding new opportunities in their new environment 
with the help of their own network. 

The reason why I chose the event setting is not random, 
either. Research on the connection and engagement of  
audiences at events is not very rich. Since my client is 
a pop venue, but also my conceptual partner is taking 
care of the cultural event agenda of Eindhoven (Uit 
in Eindhoven [4]), I saw the perfect context to dive 
into this field and create some value for them as well, 
since they mentioned they particularly struggled to 
create activities for internationals. Moreover, contacts 
in the workplace exclude the expat spouses who do 
not work and need their social capital more than 
their working partner. After the market and field 
research I conducted before choosing the topic (M2.1. 
[5]), I realized that there is a big problem with event 
organizers not seeing the huge opportunity they have 
to connect the Dutch and the expats in their free time 
when they are most relaxed and willing to be social.

There have been, however, certain things I was not sure 
about when applying for this project. On one hand, 
I have never worked with a budget and I know one 
of my weaknesses is the lack of my entrepreneurial 
spirit. However, in nowadays industry, it is imperative 
to know a little something from every field, so I took 
this as an opportunity of managing a budget and 
“investing“ into an idea as well as into the research. 
Moreover, I knew I have a problem in expressing my 
design ideas and sustaining my point of view, standing 
by what I believe in. Taking charge of a whole project 
was a very good way for me to gain confidence and 
make sure I defend the goal of the research in order 
to prove the Fieldlab and my partners that it is worth 
the money and they should believe in me as a designer 
and researcher. 

Vision & identity

Weaknesses

Problem owner & 
Fieldlab

Tech & society

project management, social design, 
technology for empowerment, 

working with the expat minority 

new ways of engaging 
international

audiences, research about event 
audience activation, connecting 

and uplifting their audience

social app designed for face to face 
connection at events, potential tool 
for event organizers, opportunities 

for multicultural audiences to 
connect and enrich their social 

network, opportunities for lowering 
the threshold between expats and 

Dutch

managing finances, negotiating, 
believing in one’s design and 

research

What value does “Brainport Connects“ add for 
me, for the partners and for technology and 

society in general?
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II. Planning & Partnership
Contains: Scientific and Professional Skills

The main roles I had in this project were of project 
manager, designer and researcher. The whole project 
was planned and conducted by me, with help from 
the partners whenever asked for. The track of the 
project was kept through frequent meetings, online 
communication, Gantt charts and a (approximately) 
daily logbook I kept regarding the performed activities, 
the time spent on each of them and relevant notes.

Each partner has been active in the process, depending 
on their own field: the technical partner was involved 
in the design process and the development of the 
application (mentioned in the “Design Process” 
chapter), the creative partner was involved in the 
research process by helping with the method and the 
script of the experiment (mentioned in the “Research 
Design” process), while the conceptual partner was 
present in the organization of the experiment and the 
follow-up of the project (mentioned in this chapter 
and in “Created Opportunities”). 

Finding a technical partner

Researching on how to 
design the experiment

Finding the right venue

Finalizing the Fieldlab 
application process

Starting on app 
development

Constructing questionnaires, 
scripting experiment

Advertising experiment, 
recruiting participants

Finishing app development

Conducting experiment

Analyzing data

Update Fieldlab presentation + Demo Fieldlab

Writing research paper 1st Draft

Share the results

Finalize finances

Adapt concept to budget and research

Project manager Researcher Designer

Tech partner

Conceptual partner

Creative partner

Tech partner

Tech & creative partners

Tech partner

Conceptual partner

Collaboration
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III. Project Management 
Contains: Business & Entrepreneurship, Vision & 
Identity, Scientific and Professional Skills

Project management has been one of the most 
important roles I had in the project. As a project 
initiator, the Fieldlab expects every applicant to 
find their own partners and make the project work 
in the set timeframe with the given budget. This 
following section sets the timeline for the whole 
project. It describes in a chronological order how the 
application went, the finding of the partners, getting 
the funding,  negotiating with the partners, planning 
the development and the experiment, finding the right 
location of the experiment and, finally, closing up the 
project within the Fieldlab. 

Previously, on M2.1. [5]
The project started with looking for a viable problem to 
pitch at the official Fieldlab launch (November 5th) [5]. 
Around ten other projects were present at the project 
market, out of which only five eventually applied for 
the funding. The application consisted of:
a) a form asking for some background research, the 
problem statement, the research question, the main 
idea of the design, the used technologies, the planned 
activities for the rest of the project, how the knowledge 
will be shared and possible follow-up steps
b) a financial plan estimating the hours need for each 
partner, the charge per hour of each partner and the 
total of the project’s budget including the funding 
(according to the rules of the Fieldlab, each partner 
had to give 50% of the payment in-kind, therefore, 
reaching a budget for the planning double the funding)

In the meantime, I found a creative partner and a 
conceptual partner. The creative partner is a social 
designer, Lotte de Haan [6], founder of Sam Sam [7], a 
language café between Dutch elderly from the nursing 
home and immigrants. Lotte was very interested in my 
initiative the first time I interviewed her when doing 
market research in September 2018 and she agreed 
to help me with this project. The conceptual partner is 
Uit in Eindhoven [4], a municipality organization which 
takes care of the “things to do in Eindhoven” agenda. 
I also met Lidy, the director of the organization, while 
benchmarking in my M2.1. and she was very excited 
about my initiative to help internationalize the event 
scene of Eindhoven. 
Looking for a technical partner did not go so well, 
however, I had consultations with Fortress [8], 
Centillien[9] and StudyPortals [10].
The application was sent in December 2018 and a 

conditional answer was received in February 2019: 
provided that I found a technical partner, the budget 
would be granted to Brainport Connects. Two other 
projects obtained the funding for this year. ClickNL 
deemed the social relevance of the problem very high 
for the Eindhoven area, the research question to be 
creative and the study to yield valuable results  (See 
Appendix A for approval document). 

Looking for a technical partner and managing finances
The first goal of the M2.2. was clear: finding a technical 
partner. It was evident that the problem with the initial 
concept was its complexity: because Brainport Connects 
did not have any additional financial resources outside 
the ClickNL funding (like the other two projects did), 
the concept would need to be reduced to a minimum 
viable product in order to be feasible in the given 
budget (more details in the “Design Process” chapter). 
Moreover, a main requirement of the Fieldlab was 
asking for a maximum of 60 Euros per hour. On top 
of that, the budget had to be enough in order to pay 
the other two partners as well, therefore, the technical 
partner needed to be a company willing to charge less 
and understand that this is more of a team effort than 
a client-customer relationship. 

With the help of Facebook, three potential technical 
partners were found, small to medium companies: 
Studio Tast [11], Studio Owow [12] and Kickoff Lab [13]. 
The first company which was interviewed was Studio 
Tast, a design studio with a focus on technology and 
educational tools. Their response was very positive, 
however, their charge rate was quite high, going all 
the way up to the whole budget. In the meantime, 
I had an interview with the Kickoff Lab, a strategic 
design consultancy company founded by two Master 
students from the TU/e. Their development time 
was longer than Studio Tast, having less experience, 
however, their enthusiasm was contagious and their 
charge rate was considerably lower. Studio Owow 
seemed very eager to help at first, however, the rate 
of response was extremely slow. Because Studio Tast 
seemed very experienced and promised a high-quality 
product, I tried to negotiate with them about the 
charge rate, mentioning that the budget comes from 
funding and not from a usual customer and that the 
project requires us working together not them for me.

Looking at the criteria of a technical partner, I ended 
up choosing the Kickoff lab for several reasons: 
1) they seemed reliable and willing to help at any time, 
they were very easy to reach and talk to;
2) they understood the boundaries of the grant and 
were willing to work together to make the right 
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compromises to develop a good product with the 
available money;
3) they are a start-up which could use a project like 
this in their portfolio in order to gain more exposure 
– this was also in line with my identity, trying to give 
the people who needed this opportunity and could 
appreciate it the most, a small platform which could 
make them rise towards a better business;

Because I was aware that the development of the 
application would cost the most, together with the 
Kickoff Lab, we managed to come up with the best 
version of the initial design to satisfy a small budget, 
the manpower, the given time frame but also the 
requirements needed for a good research prototype. 
After the budget of the technical partner was settled, 
the creative and conceptual partners’ contributions 
were decided together. Because the help of the creative 
partner was more needed, we decided on her hours 
first. Then, I negotiated with Lidy (conceptual partner) 
what I can get for the money left. Along with the final 
version of the financial form, an updated application 
form and a contract signed by all parties, including 
the managing director of the department of Industrial 
Design, Jos Hermus, was sent back to the Fieldlab for 
the official funding grant (See Appendix B for the full 
documents). 

Now that the project ended, I can make the statement 
that the Kickoff Lab have been the right choice for this 
project. Since the technical feasibility of the prototype 
was not too high, a less experienced company was not 
a problem. Moreover, they have always been willing 
to help and offer technical support, something which 
was needed, especially during the experiment while a 
dozen people were using the application. The fact that 

they are a young, not so busy company made them a 
team player, not only an “employee“.

Finding the right location for the experiment
After having an outline of how the experiment would 
be scripted (more details in the “Research and Design” 
chapter), the location for the experiment had to be 
planned at least a month in advance to make sure we 
have enough time to find participants. Uit in Eindhoven 
was the partner involved in the organization of the 
experiment, having the most connection and experience 
with venues and events. Their first suggestion was not 
to create an event from scratch for participants, but 
use an already existing event which could allow us to 
do the following:
1) have access to a list of participants before the 
event since they needed to fill in forms prior to the 
experiment – therefore, require attendees to buy 
tickets in advance;
2) allow for experiment participants to use the 
application in an isolated space at the event, preferably 
at the beginning 

Uit in Eindhoven suggested three possibilities: an 
amateur theatre play at Parktheater, a music festival 
in the TU/e campus and Storioni Music Festival at the 
Muziekgebouw. The first option was rejected since this 
did not offer enough time for the development team 
to test the application. The second option was rejected 
since the target audience did not match with the target 
audience of the application: students are already in 
an international space. Storioni Music Festival seemed 
like a good idea, however, it was scheduled for the 
end of the month, a little too late according to our 
schedule. 
In order to have a safety net, I called to my connections 
which I formed in my M2.1. for help. Indigo Wereld[14] 
shared my announcement on their Facebook group 
and two more options emerged: the “30 seconds Game 
Night” (organized by Eindhoven News)[15] and “Let’s 
Spring Together” (organized by international Creative 
Women)[16]. By getting in touch with both events’ 
main organizers, I learned more about the pros and 
cons of each event: 

Let’s Spring Together
Time: 10-05-2019
Description: A festival with a creative market with 
unique products, and free workshops. We will have 
surprise activities, games and prizes @ de Hangar [16]
Pros: 
-The organizers are very eager to work with us and 
find the right participants
- The audience is made of women (majority) and men 
with ages between 25 and 44 – more tech-savy but 

Pros

Cons

fast development,
more experience, 

lower risk

expensive,
in for the payment,
not always available

cheaper,
genuinely interested 

in the project, 
willing to offer 

support

slower development, 
less experienced, 

higher risk

+ start-up which could use this opportunity 
for their portfolio
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less probable to be students
-Offers enough time to analyse results and write a 
report
Cons: 
-It is a little early so compromises in the app need to 
be made 
-People are there to take part in workshops so they 
already might interact more than normally

30 Seconds Game Night
Time: 14-05-2019
Description: In the 30seconds game you have to 
describe and guess five names and topics as fast as 
you can in 30 seconds in teams. The teams change so 
you play in different groups all the time. This game 
night in The Student Hotel they have a board and 
cards. @ Student Hotel [15] 
Pros: 
- The organizer is Irene Martens from Eindhoven News 
so it might get publicity
-It is at the perfect date, allows us to test 
Cons: 
-There is a big probability the audience is made of 
students. 
-The organizer told me sometimes they have 30 
sometimes they have 5 participants. 
-The main scope of the event is the same as we are 
trying to achieve, so results are going to be biased.

Storioni Festival
Time: 23-26—05—2019
Description: A classical and orchestra music festival. 
@ Muziekgebouw [17]
Pros: 
-It is late enough to allow us to create the perfect web 
platform
-It is very popular
-It has many attendees so chances of getting a big 
sample are high
Cons: 
-It is quite late and so analysing the results will be 
done in a hurry. 
-I don’t know much about the audience. All descriptions 
are in Dutch, and since the music is classical, then the 
audience might be a little older?
-Because it is a big event, the implication of the 
organizers might be minimal.
-I do not have direct contact with the organizers

The final decision was made for “Let’s Spring Together”, 
main reasons being: the willingness of the organizer 
to help and be a part of the organization and the 
perfect audience of the event.
There was a discussion regarding the possibility of 
having two experiments: one at “Let’s Spring Together“ 

and one at “Storioni Festival“. However, the fact that 
“Storioni“ was so late did not offer much freedom for 
analysing the results and writing the paper. Moreover, 
the study was bound to be qualitative, therefore, there 
was no necessity for a higher sample size. Provided 
we would have had a longer time frame, it would have 
been beneficial to have a second validation. However, 
we had to work with the resources we had.

Updating the Fieldlab
An important part of the development of the project 
was consulting with the Fieldlab and making sure the 
development was according to their requirements. In 
M2.1. the meetings were almost weekly. However, in 
the second part of the project the development started 
and the meetings were reduced to once a month.

On the 22nd of April, the second Fieldlab meeting 
was planned. The meeting contained an update on 
the progress of each project (out of the ones who got 
the finance). “Brainport Connects” was in the most 
advanced state, very close to completion at that point. 
The other two projects were still in the development 
stage or in the experiment stage. Even though the 
technological factor was not as advanced and new as 
the other projects, the research component made the 
most sense out of the three. As a point of reflection, 
considering that “Brainport Connects” had the lowest 
budget, it was expected from us to lack on high-tech 
components since the technical partner was the most 
expensive in all three projects. However, the main goal 
of ClickNL was to produce and share knowledge, which 
we definitely managed to do. 

Fig. 1 - Picture taken at the second 
meeting of the Fieldlab
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IV. Design Process
Contains: Design and Research, Business and 
Entrepreneurship, Technology and Realization, User 
and Society, Math, Data and Computing, Creativity 
and Aesthetics, Vision and Identity, Scientific and 
Professional Skills

Previously, on M2.1.
In the M2.1., the design opportunity was identified. 
A lot of “market research” has been conducted – 
interviews with many organization owners or event 
organizers from Eindhoven who stated that they 
have a hard time bringing internationals into their 
venues or reaching out to them. Interventions which 
connected Dutch with expats were based on learning 
the language or in the workplace as team building 
activities. There was not really a digitalized system 
used for connecting audiences. Most organizers relied 
on the theme of the event and the marketing to bring 
people of similar interests at the party. However, 
through interviews with a few expats, the results of 
an online survey about the social behaviour of event 
attendees, and a first person perspective, something 
was clear: going to a themed event does not guarantee 
one will leave their group and wonder off looking for 
new people to meet. In reality, that rarely happens. 

Therefore, a design opportunity arose: a digitalized 
intervention which initiates connections between 
Dutch and expats (but also expats and expats) at 
events and helps build open and sustainable ties 
between them. The concept was designed with certain 
requirements from stakeholders in mind (the Fieldlab, 
Uit in Eindhoven, TU/e and myself). The intervention 
had to include technology and be easily accessible 
by any participant. Moreover, we did not want the 
audience to be divided in “players” and “observers”. 
We wanted everyone to be able to play at any moment 
and get a chance to connect. It also needed to be easily 
adaptable to any type of event and it had to make sure 
that any connection formed would not be lost after 
the interaction by offering the means to maintain 
sustainable relationships. “Brainport Connects” was 
born: a social application which contains the agenda 
of all events in Eindhoven; each user has a personal 
account and can add events they are going to to their 
list. There is a list of social connections as well: the 
application contains certain games that the audience 
can play at a certain moment in the event. These 
games allow strangers to mingle and, if paired, will 
add people to each other’s contact list. 

A co-creation/usability test was conducted with three 
expat spouses and one Dutch local. The feedback was 

positive and small additions were suggestions about 
the user interface and additional games. Full videos 
to initial concept can be found here.

Not a product, but a research system
The second semester came with a scope in mind: 
editing down the initial concept and taking it from a 
product idea to a research system. “Brainpot Connect” 
is a project which aims at developing a prototype used 
in research, not a prototype  of a product ready to be 
launched on the market. Therefore, the main concept 
of the application had to be conveniently elevated 
for conducting research. This was done by following 
multiple steps.

 1  Narrowing down the pool of games
The initial concept  had multiple types of games. 
However, because of the limited time of the experiment 
and a more accurate data analysis, it was better to 
narrow the concept down to three games.
An important design decision was  constructing the 
games around self-disclosure. Self-disclosure is defined 
as revealing information about oneself. Imai & Imai 
(2018) argue that cross-ethnic self-disclosure leads to 
positive attitudes between groups [18] and both Parks 
(1981) and Putnam (2000) argue that large amounts 
of light (moderately deep) self-disclosure helps build 
weak ties which leads to more social capital and less 
loneliness and prejudice [19, 20]. 
We made the assumption that if we use information 
the players give us before the event to personalize the 
games, then we will encourage them to open up more 
during the play. Therefore, the concept has two parts: 
the “before” questions, and the games. 

To make it more cohesive with the event we conducted 
our experiment at (“Let’s Spring Together”), our 
“before” questions have been composed with the help 
of the organizers (International Creative Women - 
ICW), in the spirit of the event’s theme. In this way, 
we made the organizer part of the design process and 
we created some kind of bond between the audience 
and the organizer as well.

pre-game 
questions

users

games

answer

personalize

play

personalize

ICW

https://drive.google.com/drive/folders/1RZHF5CCfyc9cxCig_sxd5bF5xWlhtPNs?usp=sharing
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Game 1
The first game is called “Treasure hunting for people” 
and is designed for one-to-one interaction. Each player 
is asked a question to which the answer is moderately 
personal before the play. The answer will, then, be used 
by the application as a hint for the player. When the 
game starts, each player will get the hint of a random 
participant in the room. By starting conversations with 
people, they have to look for the right person.
Our questions for Game 1:
1. Did you know “Let’s Spring Together” has a dream 

catcher workshop? The dream catchers were used by 
Native Americans to protect infants from harm and 
are not explicitly connected to dreams. What is your 
most memorable dream?
2. Just like the dream catcher, is there any object in 
your culture which is meant to protect you from harm 
or bring you prosperity/luck?
3. International Creative Women encourages their 
members to embrace their creative spirit. At this event 
you can experience all types of arts: origami, make-
up, even key-chain craft. What is the most memorable 
piece of art you ever received or made yourself? 

Fig. 2 - Game 1 intro Fig. 3 - Game 1 intro

Depth of pre-disclosure: high Designed interaction: one to one

Game 2
The second game is a team game and is designed 
for group interaction. Each player is asked a general 
question regarding certain representative symbols 
from their culture before the event. The game will then 
use the answers to look up corresponding pictures. 
Once arrived at the event, the app will create a team 
of four random players, and will ask them to find each 
other. Once reunited, the team will have to use their 
phones as puzzle pieces to complete the main puzzle. 
However, each player has five options of puzzle pieces, 
and only one of them will match with the other three 
from the team. The main puzzle picture represents 
one of the symbols provided by one of the teammates 

before the event.
Our questions for Game 2: 
1. The ICW has a key-chain making workshop where 
Tagua nuts are used. These nuts are found in the 
Amazonian region and they are something special: 
they are actually pure cellulose but before they mature, 
their centre is edible! In 2008 Bear Grylls demonstrates 
how to eat Tagua when surviving in rainforests on 
Discovery Channel! Tell us a really popular or unusual 
element of nature (could be landscape, plant, animal, 
reservation etc.) from your home region (make it 
specific as we would like to look up a picture of it).
2. “Let’s Spring Together” is all about craft and 
culture…which also means FOOD! At the Creative 
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Market you can find typical Brazilian sweets called 
‘brigadiero’. There is a funny back-story: it started in 
1945 with a political campaign! The candidate was 
Eduardo Gomes, whose military rank was Brigadeiro. 
He was very popular amongst women for being good 
looking and single. To promote his campaign, parties 
were organised where a sweet was prepared to be 

sold to the public, and this sweet was ‘The Brigadeiro’. 
Is there a food from your home country which has 
an unusual recipe or a funny backstory just like the 
brigadeiros? And if so, what is it?

Fig. 4 - Game 2 intro Fig. 5 - Game 2 team Fig. 6 - Game 2 scrolling through 
puzzle pieces

Depth of pre-disclosure: medium Designed interaction: group

Fig. 7 - Game 2 puzzle completed 
example

Fig. 8 - Game 2 “in action“ with real phones - the 
pictures were cropped according to the dimensions of 

each screen to not distort the full image
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These games were chosen because they offered the 
opportunity to design for three types of interaction: 
one to one (Game 1), group interaction (Game 2) and 
both (Game 3), a good way to observe the behaviour 
of participants in the three cases. 
Another important reason is that these games offer 
us the possibility of asking different levels of depth 
in disclosed information from the users: Game 1 
contained a high level of disclosure, Game 2 a medium 
level of disclosure and Game 3 a low one.  

 2  Changing functionalities
The main concept had many functionalities which 
would have not been relevant for the experiment. Re-
designing the functionalities was sometimes done in 
collaboration with the creative and technical partners. 

a) The main goal of the research was observing 
the effect of certain social mobile games on event 
attendees and on the formed relationships between 
them. Therefore, the agenda of events was eliminated 
since experiment was going to take place at an already 
chosen event. 

b) In the initial application, the games would add people 
to each other’s connection list - e.g. if in Game 1 Mark 
would get Anna’s hint, then Anna and Mark would be 
added automatically to each other’s connection list. 
However, this was not aligned with the scope of the 
app in mind. Even if Mark would not find Anna, he 
might also find some other interesting individuals on 
the way. Therefore, in the prototype, we gave the users 
the freedom to mark whatever connections they felt 

Game 3
The third game is a simple puzzle game. The interaction 
could be one-on-one but it could also be a group 
interaction. Before the event, each participant is asked 
to input a specific saying or idiom from their own 
language. The saying is then given to a random player 
during the game with the words in random order. 
Players need to look for help to solve the challenge.
Our question for Game 3:
1. International Creative Women is all about being an 

innovator and having entrepreneurial spirit. A young 
business owner will always encounter obstacles, 
but no matter what, they need to keep going. Our 
Colombian ICW founders say: “When we are tired, 
stuck, desperate…we repeat ‘Para atras no, ni para 
coger impulso’ – ‘You should never go backwards, 
not even to gain momentum.’”. What inspirational 
words from your home country give you that courage 
in tough moments (please provide it in your mother 
tongue as well)?

Depth of pre-disclosure: low Designed interaction: one to one or group

Fig. 9 - Game 3 intro Fig. 10 - Game 3
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significant during the play. This was designed within 
the upper bar of the screen which could be collapsed 
at any time so it would not distract from the play. The 
list of connections would be refreshed after each game 
in order to observe the different conversations each 
game started.

c) In order to collect information about the 
meaningfulness of the formed connections during 
the play, we added questionnaires after each game. 
For each person from the contact list, three questions 
about the amount (also referred to as breadth) and 
two questions about the depth of self-disclosure were 
selected from Wheeless’ (1976) [21] self-disclosure 
scale. 

d) In the initial concept, the idea was that one could see 
what future events their connections (formed through 
games at a past event) are going to. By choosing to go 
to certain events because some connections are also 
going, the relationship formed with them would be 
sustainable. However, our research would have just one 
iteration because of limited resources and, therefore, 
to test this feature would have not been feasible. This 
feature was also took out and testing the sustainability 
of the relationships was done in two ways. The first 
one was adding in the small questionnaires after the 
game two more questions: “Would you be interested 
in seeing this person again in the future?” and “If 
they were to go to an event similar to this one in the 
future, would you join them?”. Participants had three 
options: Yes, Maybe, No. The second way was through 
open questions in the interviews after the experiment 
(please see “Research Design Process” chapter for 
more details about the interviews). 

Participants could still add connections in questionnaire 
-mode, if they forgot to do it in the game.

e) Because we already knew the participants 
beforehand, their accounts were created in the back-
end. The login screen only asked for the username, and 
no password. Moreover, the sequence of the games 
and questionnaires was controlled from a remote 
computer by the technical partner, to make sure every 
participants plays the same game at the same time. 
This was done with the help of a dashboard which 
loaded certain screens inside the app when certain 
buttons were pressed. 

Fig. 11 - Logging connections

Fig. 12 - Rating connections in between games

Fig. 13 - Central dashboard
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Adapting to resources and limitations
Outsourcing the software from the technical partner 
was a requirement from the Fieldlab. Therefore, I tried 
to help them design the software as much as I could 
by providing them with front-end and back-end visual 
representations and pseudocode (See Appendix C for 
document). 

Creating a mobile application would have been 
expensive and complicated to implement because 
of dealing with different operating systems for 
different phones and the deployment on the App store 
(especially for Apple). Therefore, a mobile friendly web 
application seemed like the best decision. The front-
end was developed with Vue, a progressive Javascript 
framework [22], and the back-end was developed with 
Firebase, a mobile and web application development 
platform [14]. 
Moreover, for Game 2, the initial design included a 
multi-player game on a shared screen. However, that 
alone would have taken a month for development. 
Therefore, together with the technical partner we re-
designed it into the game described in the previous 
sub-section. 
Kickoff Lab kept the user interface as close as possible 
to the initial mock-up and brought small details of 
their own design into the interface. 

One important point to make is the lack of intelligence 
or “new” technologies of “Brainport Connects”. There 
are many reasons why this platform is not your state-
of-the-art, VR museum-like experience. One of them 
is because the concept was designed for creating 
human connection. Therefore, especially because the 
technology is on a personal device, the phone, it had 
to be discrete, only fusing the conversation but not 
overpowering the experience. The “advancement“ is 
contained in the back-end, where the accounts are 
paired with each other. This and the fact that it 
was also used as a research instrument to observe 
the meaningfulness of human connection it created, 
strengthen its simplicity. A second reason is, of course, 
the limited resources. Having a time frame and being 
sponsored imposes a certain responsibility and limits 
the freedom of “going crazy” with the design and 
technology. A third reason goes hand in hand with my 
vision: usefulness of the product itself. There are many 
products on the market nowadays which use cutting 
edge technologies “just because”, to make them more 
attractive and appealing to the public. However, when 
drawing the line, they barely achieve their purpose 
and only offer a nice, fun, forgettable experience. This 
is not my scope as a designer and not the scope of 
“Brainport Connects” either. 
There are, however, certain aspects which can be 

improved such as a less distracting way of adding 
connections by using near-field communication (NFC) 
technology [24]. Another suggestion would be using 
indoor positioning systems [25] with WIfi access 
points or Bluetooth beacons for Game 1, for example, 
to indicate to the user how close they are to the person 
they are looking for. However, as one can imagine, this 
would cause the user to look more on their phone 
rather than find their way through conversing. 

Algorithms make the world mingle
A big part of the application are the algorithms in the 
back-end. These algorithms create the connections by 
pairing up expats with Dutch as much as possible. 
Our prototype uses a very simple “if..else” structure 
which could be improved for future implementation 
and bigger audiences. 
One thing is it was known the participants of the 
experiment were strangers to each other. Therefore, 
any combination was convenient. In a real life event, 
however, this could go wrong since the algorithm 
could pair up two people who already know each 
other. If the app would already have a connection list 
for each participant, it could also check that list and 
pair them up with players from outside their list and 
with a different nationality. If no connection list would 
exist, then the algorithm could make use of indoor 
positioning systems [25] to pair up participants with 
different nationalities and from different sides of the 
room to make sure friends do not end up together 
again. 

Experiment validation - What did users think?
As part of the experiment interviews, participants were 
asked what they thought about the user interface, the 
interactivity of the application and its usability in a 
real-life scenario. 

Regarding the interface of Brainport Connects, 
participants all agreed it was clean and intuitive: “The 
interface was quite easy and good and intuitive” (User 
10), “The app was really nice and interactive” (User7). 
It was also brought to attention what kind of 
interactions the design managed to inspire and what 
kind of behaviour it managed to encourage. User 5 
said that “I thought the design was smooth though 
and it was designed for one-on-one interaction. It 
was really easy and fun, and after the interaction 
(with the application) was over people were talking 
to each other and not looking at their phones”.. User 
4, however, opened a point of discussion regarding 
users who have trouble continuing conversations past 
the subject offered by the app. She argued that if one 
relies on the phone for sparking the conversation, 
then one might have the inclination to believe that the 
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phone should guide the whole conversation: “There is 
a fine line between, when do I need to use my phone 
and when do I need to release my phone? Because 
sometimes I feel like this is awkward..maybe I should 
check my phone to see if there is something I missed. 
This is a dilemma, if I rely on the phone to release my 
anxiety, then I lose the opportunity to take the lead 
and talk to each other. Maybe the loading (between 
the games) can be replaced with something else that 
can help you in your interactions”. However, all users 
agreed the platform is a good ice breaker to be used 
with strangers in the proposed setting.

It is safe to say that for less socially “equipped” 
event attendees, this application would offer a 
bigger incentive to mingle with strangers and share 
information about themselves rather than an offline 
group activity with a common purpose. However, the 
designer of the game needs to make sure the players 
are motivated to continue the conversation once 
started. In other words, the designer has to make sure 
the trigger of the conversation is interesting enough 
to keep the conversation going or they have other 
triggers during the game which can motivate the 
players to keep interacting. A simple example would 
be in Game 3: participants did not see the challenge 
of arranging the words in order as a good enough 
opportunity to keep talking to the other players after 
completing the puzzle. A better design of the game 
would be to encourage the users after completing 
the puzzle to talk about something else: “Is there an 
equivalent of this saying in your language?”, “Is there 
a very funny idiom/saying in your mother tongue that 
you could explain to us?”. The designer could perform 
a simple act out of the game before launching it and 
see whether the game gives enough opportunity for 
conversation. 
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V. Research Design Process
Contains: User and Society, Design and Research 
Processes, Math, Data and Computing

How do you design an experiment?
The design of the experiment started two months 
before it was conducted. The goal was clear: observing 
the effects of the research prototype on people at 
events and on the relationships it builds. However, my 
lack of experience with social experiment was obvious 
and many questions arose: “Is there such a way to 
measure quality of human connection?”, “What should 
I measure?”, “Where can you start from?”. 

A good starting point was looking for the right 
specialists to talk to. I  started by e-mailing the right 
professors from the Human Technology Interaction 
department at the TU/e. Moreover, because I conducted 
my Honours project with the University of Utrecht, I 
also decided to e-mail the whole department of Social 
Psychology from the UU. In the end, I managed to 
consult the following experts: 

They pointed me to the right articles to read, the 
right methodologies and the right instruments to 
use. I learned that my design is called a “Positive 
Psychological Intervention“, PPI in short, and that 
one of the professors at TU/e, van Zyl,  developed 
a methodology for studies which apply this kind of 
intervention [26]. I was advised that my study should 
be mostly qualitative and, therefore, the size of the 
sample would not be that important. However, I was 
told that I should also use quantitative measurements 
and that, most probably, if there will be no changes 
the reason is because these interventions should 
be repeated over a longer period of time. They also 
suggested that a control group and an experimental 
group would be the best choice for this kind of 
investigation. 

The following structure was decided upon:

Overall, the methodology of van Zyl [26] was followed. 
However, not all steps were put into practice. Since a 
strong requirement of the Fieldlab was not to produce 
an overly-scientific paper, some steps were overlooked. 
This was consulted with and approved by the experts.:
 
 1 Determine the research question and sub-
questions and suitable variables to measure
Here, the main goals of what this experiment aimed 
at achieving were determined. Moreover, the right 
variables to measure were determined according to 
the questions.

Main research question: how can we create weak ties 
between multicultural event attendees with the help 
of a technological intervention which revolves around 
self-disclosure? 

Wojtek Przepiorka
UU Social Psychology Professor

Llewelyn Van Zyl
TU/e Positive Psychology Professor

Phelippe Calseyde
TU/e Organizational Behaviour 

Professor

Sonja Rispens
TU/e Organizational Collaboration 

Professor

Josette Gevers
TU/e Team Performance Professor
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Sub-questions were:
1) How comfortable, open and connected can this 
intervention make the two communities (expats and 
Dutch) with each other? – social connectedness

2) The effect of the intervention on the well-being of 
event attendees: did it make them feel good? Did their 
mood brighten up after playing the games (short-term 
but also long-term)? Are these games a good addition 
to cultural events in terms of positive engagement of 
their audience? – social self-esteem

3) Does this intervention help form bridges between 
these two communities (Dutch and expat)? Can the 
formed bridges be sustainable? – social connectedness 
and sustainability of relationships

4) Will this intervention encourage people to be engage 
more with strangers in different events or other social 
situations? – social self-esteem. 

However, the main goal of the project in its entity is 
to contribute to the social well-being of the Brainport 
members. In the diagram below one can observe what 
needed to be measured:

 

As one can observe, the initial plan included 
measuring interpersonal closeness. However, because 
the questionnaires within the app were getting too 
long, and also because closeness is more subjective 
and depends more on the type of person you meet 
rather than the power of the intervention, it was left 
out. 

 2  Recruit the participants
We promoted our experiment two weeks before the 
event with the help of social media platforms and the 
mailing list of the ICW. Moreover, once participants 
would buy tickets to the event, the organization would 

send them a confirmation e-mail and, alongside, an 
invitation to sign-up for our experiment. An initial 
sign-up form containing the e-mail address, age, 
gender, level of education, nationality and length of 
stay in the Netherlands was filled in by 22 people. 
Subsequently, an initial form was sent to this list, out 
of which 14 filled it in. These participants were divided 
in to groups: experimental and control. Out of the 14, 
2 failed to show up for the experiment. In the end, 9 
participants ended up in the experimental group and 
3 participants in the control group. A reason for the 
imbalance of the sample sizes is that this study is 
mainly qualitative and the control group would only 
provide quantitative feedback. The evaluation of the 
intervention deemed to be more important than the 
absence of it. 
Two researchers from our team (creative partner and 
one member of Kickoff Lab) joined the experimental 
group for observational studies (their quantitative 
data was not analysed) while one of the participants 
who quit was substituted by the project manager of 
the Fieldlab. Her participation did not influence any 
of the quantitative results since she was a complete 
stranger to the project until the experiment. No 
qualitative feedback was gathered from her, nor from 
the researchers. 

All participants were females. However, the ages and 
nationalities were random. Within the experimental 
group the ages varied from 23 to 51 years old with a 
mean of 32,28 years (SD=10,41). Five participants were 
from the Netherlands (including the researchers), one 
from Germany, one from Bulgaria, one from Taiwan, 
one from Israeli origins and American citizenship, one 
from Pakistani origins and American citizenship, and 
one from Latvia. The control group was composed by 
two 27 year old ladies and one 46 year old participant. 
Their nationalities were Bulgarian, Dutch and Indian. 
All of the participants are highly educated (ranging 
from HBO to PhD). Within the experimental group 
there were 3 non-working participants while the rest 
were employed. The control group was composed by 1 
non-working and two working participants. 

All participants received a gift bag with hand-made 
goods from the Creative Market.

SOCIAL 
CONNECTEDNESS

SOCIAL 
SELF-ESTEEM

INTERPERSONAL
CLOSENESS

SELF-
DISCLOSURE

SOCIAL WELL-
BEING

RELATIONSHIP 
SUSTAINABILITY

Fig. 14 - Gift bag with name tag



19

 3  Ensure valid data collection measures
The questionnaires and the interview questions were 
edited and co-created with the help of the creative 
partner. Her experience with field experiments was 
very useful in teaching me how to obtain qualitative 
information from the user and guide a meaningful 
conversation without taking opinions personal.

The research was introduced to the participants as a 
study on the social behaviour of event attendees. All 
participants had to complete an online form one week 
before the experiment containing, also, a consent 
form. And one form right after the event (for the 
control group) or the experiment (for the experimental 
group). 

Initial form - before the experiment
The initial form had four parts. The division of control 
and experimental group was done after to ensure we 
have enough participants. 
The first part asked participants to disclose information 
about themselves and their culture. This information 
would eventually be used to personalize the games 
(if the participants were chosen for the experimental 
group). The questions are described in the “Design 
Process” chapter.

The second part consisted of five out of the ten 
questions of Repišti & Kerla’s (2011) [27] social 
self-esteem scale developed from Social Self-Esteem 
Inventory (SSEI, Lawson et al., 1979) [28]. This scale 
describes how confident an individual is in social 
situations. A sixth question was added relied to the 
main theme of the experiment: “I feel comfortable 
starting a conversation with a stranger in a social 
situation (party/event/gathering etc.)”. 
The second part included 4 out of 8 items of Lee 
and Robbin’s (1994) Social Connectedness scale [29]. 
Participants were asked to rate how connected they 
feel to their environment “at this phase in their life“. It 
has been proven that internationals who have a more 
diverse network which includes members from the 
host country feel more socially connected [30].

In the third part of the form participants were asked 
to indicate how they felt about their ethnic group 
membership at the current moment, while living in 
Eindhoven. The items were adapted from Luhtanen 
and Crocker’s(1992) private collective self-esteem 
scale [31] . This was described as the “group-level 
equivalent of global personal self-esteem”.  In addition, 
we added two statements which the participants could 
rate on a scale from 1 (not easy at all) to 5 (extremely 
easy), respectively from 1(not likely) to 3(very likely). 
These statements revolved around the ease of starting 

conversations in social situations with expats/Dutch 
and the likelihood of initiating interactions after a first 
positive encounter with expats/Dutch. What we aimed 
for was observing whether the threshold for ice-
breaking and maintaining relationships between the 
two communities would change after the intervention/
event
Ultimately, participants were presented with the 
Inclusion of Others in the Self Scale regarding the 
relationship with the expat group and their relationship 
with the Dutch group. We chose this method because 
it focuses more on the identification of oneself within 
the group rather than the liking of the other group 
[32].

The last part included in-group and out-group 
evaluations. Participants were asked to indicate how 
friendly and how open they thought the Dutch and 
expat living in Eindhoven are on a scale from 1(not at 
all) to 5(very much). Because it has been proven that 
people tend to score the second in comparison to the 
first, the out-group was presented first [32]. The last 
two instruments are in relation to social connectedness 
and in-group, out-group discrimination.

During the game
As mentioned in the “Design Process” chapter, 
our system gathered data about the levels of self-
disclosure each connection elicited in every player 
with the help of Wheeles’ scale. The scores are simply 
summed up and the levels can be compared. However, 
because the questions about the amount were phrased 
in a negative tone, the lower the score, the higher 
the amount of disclosure. Two more questions were 
added to measure the potential sustainability of the 
connection.

Second form – after the experiment/event
The second form was administrated after the 
experiment to the experimental group and after 
the event to the control group. The form was also 
composed of four parts. The second, third and fourth 
parts were the same as with the initial form for both 
groups. 

The first part of the second questionnaire for the 
experimental group consisted of open questions 
and some multiple choice questions regarding the 
intervention. Participants were asked to rate their 
mood after the play compared to their mood before 
the play on a scale from 1(much worse) to 5(much 
better). Afterwards they were asked to describe how 
the games made them feel, what games were their 
favourite and why, which games offered them the 
possibility to open up more and why, whether they 
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though this tool would help them connect with other 
expats/Dutch and whether if they think repeated 
interactions like these would result in more openness 
between the two communities. 

On the other hand, the first part of the second 
questionnaire for the control group asked them to 
write how many new expats or Dutch they have met 
at the event and what the breadth and depth of their 
disclosure towards these people were. 

Interviews, participatory and non-participatory 
observations
During the play, the experimental group was filmed 
in order to analyze the movement in the room. Two 
researchers were also involved in the play without 
participants knowing, for participatory observations. 
Two other researchers (including myself) were 
observing from the side without taking part in the 
game. 
After the experiment finished, participants were split 
into two groups for the interviews. The interview 
questions were open questions regarding the user 
interface and user interaction, the content of the 
games, the effect of the games on the networking 
and mood of the attendees and the usability of the 
application in a real-life setting.
The links to questionnaires and the interview 
questions can be found in Appendix E.

Results and design guidelines
Quantitative data was analysed in Excel by using 
functions such as average, standard deviation and 
mean. Thematic analysis was performed on the 
qualitative data. For in-depth results please check the 
first draft of the Fieldlab paper which can be found 
in Appendix D.
Also, to view the presentation video from the 
experiment, press this link (credits to LAFO Media 
Lab). 

Can the following application build weak ties 
between the cultural event attendees at a cultural 
events? Can the formed bridges be sustainable? 

Looking at the general picture, we can conclude 
that our intervention was successful in connecting 
multicultural attendees of a cultural event. 
Comparing the connections made between the control 
group and the experimental group, there is no doubt 
the latter managed to connect with more people. The 
amount and depth of disclosure are not different 
between the two groups. However,  an important point 
is that the control group did not have a time limit 
while the experimental group only had 10 minutes per 

interaction. Therefore, a question arises, whether our 
intervention would actually have a higher amount of 
disclosure if the play time would not be limited, than 
in its absence. 

While discussing the intervention, Game 1 was more 
successful in having people come together in a big 
group conversation which opened more random 
subjects and facilitated the creation of more out-
group connections but also in-group for expats, while 
Game 2 was more successful in having people be more 
comfortable and intimate and take more time to talk 
about themselves with their teammates despite the low 
amount of connections constrained by the size of the 
group. Looking at the connection graph and the non-
participatory observations, Game 3 managed to mingle 
people and create a good number of connections. 
However, the complexity of the task did not allow for 
much meaningfulness of the formed relationships in 
the last game. In terms of sustainability of the formed 
relationships, we can assume that these connections 
could become quite sustainable in a real life situation 
because of three aspects: 

a) Users managed to disclose for an average to long 
period of time moderately intimate information about 
themselves during these games. According to social 
network theory [19,20], long and soft self-disclosure 
is the key to weak ties between out-group members. 
b) Users responded positively when asked whether 
they would want to see the people they met or join 
them at similar future events for 62% to 96% of their 
connections after each of the three games. 
c) During the interviews, participants expressed their 
wish to keep the connections they formed during the 
play: “It would be nice if we could keep the connections 
we made today” – User 5, “I want to talk more with 
that lady I met in the team game. She was interested 
in my thesis and I was like ‘ok! We are going to connect 
afterwards!’” – User 2. 
d) Non-participatory observation which showed 
strangers hanging out together after the games, 
exchanging contacts and inviting each other to 
different activities. 

Fig. 15 - Participants interacting in Game 1

https://vimeo.com/335844300/0170948262
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Does this intervention help form bridges between 
the two communities (Dutch and expat)? Can this 
intervention build more openness and trust between 
the two communities to facilitate the growth of 
trust and acceptance?

When talking about how well these games managed 
to mingle the expats among Dutch participants and 
vice versa, we can look at the connection graphs but 
also at the interviews. The graph formed after Game 
1 shows a lot of connections between the two groups 
having each expat talking to a minimum of one to a 
maximum of five Dutch participants and the Dutch 
connecting with at least two and at most four expats 
each. Game 2 had more constraints because of the 
teams and, in  this way, managed to have each expat 
communicate with at least one Dutch and vice versa. 
Game 3 succeeded in having each Dutch talk to two 
to five expats, while each expat managed to connect 
with one to three Dutch participants. Game 3 was the 
most successful in having expats communicate solely 
with the Dutch and not sticking so much with their 
peers compared to Game 1. This can be motivated by 
the nature of the task – Dutch participants needed 
expats to solve the challenge and vice versa. However, 
most participants agreed that repeated interactions 
between the Dutch and expats are needed: “I think it 
is really important for the Brainport area, if we want 
internationals, friendships and relationships need to 
be built because this is what is going to keep the 
people here…because you don’t want to always be in 
an international setting” – participant 5.

Are these games a good addition to cultural events 
in terms of positive engagement of their audience? 
Will this intervention encourage people to be 
engage more with strangers in different events or 
other social situations?

Regarding public activation, Brainport Connects 
definitely lifted the moods of the players on  an after 
work Friday evening. With an average score of 4.5 on a 
scale from 1 to 5 on how much better their mood was 
post-play compare to pre-play, our game managed 
to make people feel “happy and light”, “positive and 
active”. Interacting with strangers and sharing fun 
information about themselves and their culture as 
well as solving simple small challenges did improve 
the mood of the players. 

In terms of helping players feel more socially 
confident, players agreed that the application is a 
success as an ice-breaker. The feedback showed that 
the intervention would help people overcome their 
social anxiety who “dread going to places where I 
don’t know anyone”, or people who are working on 
their social skills and would like a “push” to help them 
“participate in more intimate conversations.”. All in 
all, this application would provide a mean for event 
attendees to introduce themselves in social situations 
and give them the opportunity to be practice the social 
skills that they have: ““I think one thing that the app 
provides is a common purpose…so it doesn’t make you 
more sociable because you already came here alone, 
but it does give you an easier way to interact with the 
people who are also there alone. Because sometimes it 
is really hard to start a conversation.” (User 0)

What can we learn from all these insights about 
the meaningfulness and diversity of the created 
connections?

These results were generalized and interpreted into 
design guidelines for future organizers and creatives 
to implement this concept and connect their own 
audiences. Some examples can be seen below (check 
full paper for all the design guidelines - Appendix D):

Fig. 16 - Participants interacting in Game 2

Fig. 17 - Participants interacting in Game 3
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Know your audience!
The gender and level of acquaintance among 

attendees is important when players disclose 
information about themselves. More intimate 

subjects are ok among all-females. Choose more 
generic topics for a mixed audience. When having 
an audience with no common background, start 

with group interaction and a more general topic of 
conversation. 

Size matters...
The size of the event is important. Game 1 suits 

small audiences since it requires a lot of movement 
and big group conversations, while Game 2 is 

suitable for bigger audiences since the movement 
is limited. Make sure, however, that for really big 
audiences players have more than one choice for 
a team to avoid the looking- for-a-needle-in-a-

haystack situation.

Personalization makes a good experience
Make sure you tailor the experience for your 

audience. User profiles with pictures, name tags 
made the participants feel special. Users were 

enthusiastic when finding information they provided 
inside the games. Having a picture or a saying from 
their own country made them share more with the 
others and made the interaction with the app more 

enjoyable.

Different games for different people
Each game triggered different levels of openness 
in different people. If you wish for your audience 
to truly connect and make sure that every person in 
the event will get a chance to open up, you could use 
a combination of games one after the other. Another 

suggestion is offering the users the possibility of 
choosing the game they want to play.

Connections? Catch’em all!
Make sure the application allows players keep the 

connections they made. During the play, users were 
too focused to exchange contacts. Afterwards, some 

of them expressed their wish to keep in touch. Simply 
adding profiles of the connections to a “connection 
list“ during play should work. Using near-field com-

munication technology would be a faster way.

Quality or quantity?
Each game managed to create different connections. 

Some were more meaningful than others, some 
were simply just more than others. If you aim for a 
deeper connection, go for Game 1. If you just want 
your audience to warm up pick Game 3. Aiming for 

comfort and strong bonds, go with Game 2.

Limitations and weaknesses of the research method
There are a few things within the experiment which 
could have been done or could have gone better. 

Small sample size
The number of participants who signed up initially 
was promising. However, the number quickly went 
down when completing the questionnaire before the 
experiment, and two participants even did not show 
up at the event. There could be many reasons for this.
 
One reason is that the sample was drawn from the 
people who were already going to the event. Therefore, 
the pool was already limited. This was done because I 
really wanted to have participants “from the real world“, 
and not people from my friend group. On top of that, 
the experiment took place right at the beginning of the 
event (18:30 hr) and, therefore, was an inconvenient 
hour for the people who worked. Another factor that 
could play a role is the fact that people do not like 
to fill in questionnaires and it is hard for them to 
commit even with a material compensation. Last but 
not least, people go to an event to have fun and relax 
and the word “experiment” might not inspire that at 
the beginning.  

All in all, however, I managed to think on my feet 
and make the experiment work even without the two 
participants – I asked the manager of the Fieldlab 
who was a complete stranger to play, and the game 
went on. This was, maybe, an advantage in the end 
since she experienced first-hand what the project they 
sponsored was about. 

Room layout
The room we conducted the experiment in was 
“donated” by the ICW. The layout of the room was very 
inconvenient, having a big table in the middle and 
chairs around the walls. This could have influenced the 
behaviour of the participants since it made it hard to 
move around and made the atmosphere quite stiff in 
the beginning. A workshop was scheduled afterwards 
in the same room and it was not allowed to move the 
furniture. For this type of interventions a room where 
people can freely move is a must. 

Fig. 18 
- Room 

where the 
experiment 

was 
conducted
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The short duration of the experiment
Another inconvenience was the duration of the 
experiment. Since we had to clear the room in 45 
minutes, the play of each game lasted only 10 
minutes, to leave 5 minutes for the forms in between 
the games. Whether this time was enough for a 
connection to form, it is positive according to the 
results. However, would the connections have been 
more meaningful if the players would have had more 
time to play? Probably. Sometimes we had to interrupt 
heated conversation to move on to the next step.

Moreover, the whole duration of the experiment was 
also short. Usually, positive psychological interventions 
are applied on an extensive period of time [26] – 
months. This happens because the long-term effects 
of such an intervention can only be observed well…
in the long-term. This is why there was no difference 
in the social self-esteem and social connectedness 
quantitative data when compared before with after. 
These results would show if the intervention would be 
introduced repeatedly and on a longer period of time.
 
Too many questionnaires
I cannot stress enough: people hate questionnaires. 
Even if participants only had to fill in 7 Linkert-
scale questions for each connection in between the 
games, they still found it very difficult. This might 
have distracted from the interaction with the app and 
the general fun. A better way to approach this would 
have been to have them fill in questions for all the 
connections formed during that game together, not for 
each individual connection. In this way, the play time 
would have been longer and maybe the results would 
have been a little better. 

Fig. 19 - Participant filling in questionnaire
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VI. Created Opportunities
Contains User an Society, Scientific and Professional 
Skills, Vision and Identity

 
Side activities
“Brainport Connects” offered me the opportunity 
to build a rich network of people (see on the right) 
from the event industry or people who work with 
expats. They have all helped me along the way by 
referencing me to the right people or providing the 
right information. To see that so many people are 
interested in the topic and find it a good concept 
and much needed research made me believe more in 
myself and in my vision and identity.

“Brainport Connects is a project that touches upon 
a very relevant issue in Eindhoven. Namely the gap 
that is experienced by residents of Eindhoven and 
“the expat”. Brainport Connects is a way to start 
understanding these issues in a playful and interactive 
way focusing on what we can learn from each other 
instead of what makes us different. It makes people 
meet in relaxed and fun environments and positivity 
to me is key to start bridging social gaps and to lay out 
paths for a more connected future in an inclusive way.
Besides, it is an added value for any event organizer 
to get closer in contact with their audience and uplift 
their event experience.
I am very keen on seeing what the impact of the app 
can be when applied in a larger scale.”

“Having done our bachelors on the TU/e, we know what 
gap there can be between Dutch students and expats. 
Being a multicultural company, we find bridging this 
gap very important. We could see Bianca’s concept 
offering a solution to this problem, so we offered our 
help as a developing partner. In 4 weeks, Kickoff Lab 
helped to develop “Brainport Connects” into a research 
application. Seeing all the interactions during the 
final event, we knew this idea could change the way 
we interact with each other during events.”

 – Lotte de Haan, 
creative partner, 

founder of SamSam

Jos Feijen
Effenaar

Stephanie 
van den Hurk

Effenaar

Susan Lambriks
SSCE

Lara Hofstra
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Sam Sam
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Carola Eijsenring
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Kavitha Varathan
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Ed Heerschap
Expat Center South

Claudia Evers
Korein Kinderplein

Douwe Gerritsen
Fortress

Pim Knops
Studio Tast

Matthijs Hoekstra
Kikoff Lab

Robin Dohmen
Owow Studio

Alexander Serebenik
TU/e CS Professor

Lidy Lathouwers
Uit in Eindhoven

Wojtek Przepiorka
UU Social Psychology 

Professor

Irene Martens
Eindhoven News

Yolima Grandas
International Creative 

Women

Mayra Ortega
Arts, Technology & 

Society

Colin Burke
Zeybramag

 – Matthis Hoekstra, 
founder of Kickoff Lab, 

technical partner
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Professor
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Behaviour Professor
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Professor
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 – Jos Feijen, 
Manager of the 

Effenaar

“It is so great to know more about other cultural 
habits, this app embeds that in a really nice way.
I do believe it is a very good contribution, since I 
played it myself and I immediately got a conversation 
while I didn’t know anybody. I didn’t know how to 
start and break the ice, but now I do :)” 

One of these connections put me in contact with 
the Art, Technology and Society Creative Team [33], 
an after work activity where professionals from 
different fields gather to work on projects in which 
art and technology are used as enablers of social 
innovation. Participants are divided in three teams: 
Art, Technology and Society. Because of my experience 
with “Brainport Connects”, the coordinator assigned 
me to be the leader of the Society team. In the current 
state, the teams are working on how we can use these 
three areas to make the future architectural project 
around the PSV Stadium an inclusive, modern hub. 

Furthermore, during the second meeting of the 
Fieldlab, the founder of “Zeybramag”[34], an online 
magazine where people with the same ideas get 
connected, and the “Idea Brewery”, a beer truck from 
which people can buy beers and generate initiatives 
from ideas they have, expressed his interest in 
collaborating because of the similarities in visions: 

“I love to see people unconditionally helping others 
overcome limitations (cultural, financial, social) by 
connecting two or more people around the same 
interest. Thus reducing much of the moral heartache 
we see in the world today. You are doing this in fun, 
gamified way with a smile! And this is positively 
infectious. :) Your project has very similar goals and 
fundamentals to #zeybramag so i think we can learn 
from one another’s approaches. Mine being more 
intuitive and yours more research/tets assumptions 
based. If we mix these two projects something 
beautiful will emerge. Plus, seems we have the ying 
and yang of mindsets too :)” 

I was also happy to discover that one M2.1. student 
who aims at creating a car interior designed for the 
level of acquaintance of the travellers asked for advice 
from me to help him brainstorm on how to make it 
easy for strangers to cohabit and connect inside a car 
for a longer period of time. 

Project follow-up
A very important part of ClickNL is to share the 
results of the experiment with people who can use it. 
Uit in Eindhoven will help me by writing an article for 
a universal audience with a reference to the research 
paper through which they will encourage people to use 
the design guidelines and the outline of the concept. 
After a long discussion with them, we decided that 
they will not turn the concept into a real tool for now 
because of the expenses of the software development. 
However, we agreed that if anyone should want to 
make this into an application, they should be referred 
to me as the designer and I would gladly collaborate. 
On the other hand, ClickNL is happy with the outcome 
and does not require more from this project. The 
Fieldlab, however, have expressed their content with 
the result and their interest in taking it further. The 
concept will be presented at this year’s Dutch Design 
Week.

“My compliments; you did a great job. Your paper 
displays a sound and coherent approach from first 
assumption on the importance of weak ties to your 
advice on the next steps. 
It is Interesting to learn on the surprising effect of 
simple games played in small groups in stimulating 
social connections in an event setting. It looks like 
a very promising way to really connect people with 
different background in the Brainport region. I would 
love to take this  further!”

The paper was downloaded by many people during 
Demo Day, including two program coordinators 
from the Physio Therapy stream from Fontys. They 
expressed that they have difficulty in connecting 
students from the English stream with the ones from 
the Dutch stream and they were happy to try these 
games!

– COBU Irish Design [35], 
founder of Zeybramag 

and Idea Brewery 

– Stephanie van den 
Hurk, project manager 

at the Effenaar 
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In an ideal world, “Brainport Connects” would become 
a real application which could be used by event 
organizers to connect their audiences. However, the 
application is not a necessity to the problem owner 
but more of a “nice thing to have” and, therefore, the 
financial costs are not worth for them at the moment. 
Whether “Brainport Connects” will go to the next step 
with the help of the Effenaar is a matter of time. 
Taking it further would require investors and crafting 
a business plan, something I lack the knowledge in, 
still, and cannot proclaim how feasible that could be. 

However, I am content with either of the outcomes. 
Either if the project will remain in its state or not, 
I am planning on creating an online community 
where people are invited to share their experiences 
in applying these games and the design guidelines I 
have created in their events and proposing different 
other games for connecting strangers at parties. I 
am a strong believer that knowledge should be free 
for everyone to use and I would be more than happy 
to see that my idea could help anyone activate their 
audience and create real connections. 

If the concept would go further, I would love to take the 
design to the next level and include some other, more 
exciting technologies into the games such as multi-
player games and AR and make exciting experiences 
available for everyone to share with each other at 
events. New or innovative technologies were not 
possible during this phase because of financial and 
time constraints, but also because it would have taken 
the focus away from the central theme of the research 
(human connection) and flipped it towards the “flashy” 
technology. For the future, since its purpose is proven, 
the app could use more state-of-the-art technologies.

Fig. 20 - “Let’s Spring Together“ Creative Market

Fig. 21 - Players during Game 1

Fig. 23 - Players during Game 2

Fig. 24 - Players during Game 2, translating 
words from their language to show to their 

teammates 
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Closing reflection
When I first came to Industrial Design, two years ago, I was completely lost. I barely touched Photoshop before. Illustrator 
and InDesign were aliens, laser cutting or using a sawing machine sounded like nuclear physics. Coming from Computer 
Science, collaboration and partnership sounded and felt like the worst pain in the neck. I did not know what a design 
opportunity was, what ideation was, how you conduct a brainstorming session or how you do user testing. What are 
questionnaires? How do you conduct an interview? Qualitative, quantitative data, thematic analysis, these were vague 
terms to me. Let alone presenting one’s project in a visual way, designing posters or conducting a demonstration in a 
project market. I had 0 background in any of these. However, what I had, was a desperate need to create and a love for 
problem solving and working with people. In two years I learned more than I had learned in all my education until then 
and I am really happy with what I have come to achieve, especially with my FMP, “Brainport Connects“. Perfection is not 
even close, and will never be achievable (even though I secretly am a perfectionist and I will forever hope). However, I can 
only work hard, believe in myself and strive to be “good enough“. Because sometimes, “good enough is good enough” 
when you’re having fun :)

It was a rocky year, but I am content with the results and the opportunities this project offered. I take pride in the fact 
that I managed to find a client, a topic, obtain funding and find partners by myself. This proves that I learned how to sell 
myself and make people believe in me and my ideas. Moreover, I went out of my comfort zone and I was in charge of the 
finances of a project. This activity needed a lot of planning and budgeting since I came to find out 10k is not much when 
you want people to work for you. Collaborating with clients and partners brought me a small taste of what the future 
couple of years working as a UX designer and researcher will look like...and it is not that scary anymore! 

Another valuable thing I learned is how to not take feedback personal and polish my design to fit requirements and 
limitations. On the other hand, what I also realized is that not all opinions should be taken into account when designing 
because not everybody is well informed or trained in the field to appreciate the value of their suggestions. 
As a researcher, I learned how important it is to ask for guidance from the right experts. In this way, I managed to 
outline and conduct my first social experiment and also learn how to properly analyse quantitative data for statistical 
calculations. More complex statistical models could have been used, however, the data was not much different, therefore, 
there was no need in the end. Both as a researcher and as a designer I managed to take specific results and elevate 
them into design guidelines through which I can share this experience with anyone who wants to take this work further.

In the end, what is important is that I stayed true to my vision and I made a contribution which created actual human 
connections and gave the users a happy Friday evening. Moreover, I came across many individuals who struggle with 
connecting their multicultural communities and could make good use my findings and the concept. At the end of the day,  
the best thing I could ask for is to know people found my contribution useful and that it made them a little (if not a lot) 
happier. It might sound cheesy, but that is all a designer wishes for, right? 

27



28

References

[1] Official website of the Effenaar: https://www.
effenaar.nl/

[2] ClickNL official website, Effenaar Social Cohe-
sion Fieldlab official page: https://www.clicknl.nl/
en/fieldlab-sociale-cohesie/ 

[3] Effenaar (penvoerder), Dutch Rose Media, 
Game Solutions Lab, TU/e Faculteit Industrial 
Design (2018, April 18). Effenaar Fieldlab Sociale 
Cohesie. Aanvraag, definitief

[4] Uit in Eindhoven official website: https://www.
thisiseindhoven.com/en/visit/things-to-do/cul-
ture/uit-in-eindhoven

[5] Serban, I.B., (February, 2019), FMP Prepara-
tion report, “Brainport Connects“

[6] Lotte de Haan official website: http://www.
lotdehaan.nl/

[7] Sam Sam official website: https://samsam-
language.org/en/start-taalcafe/

[8] Fortress official website: https://fourtress.nl/ 

[9] Centillien official website: https://centillien.
com/nl/innovatie/ 

[10] StudyPortals official website: https://www.
studyportals.com/ 

[11] Studio Tast official website: https://www.
studiotast.com/home-english

[12] Studio Owow official website: https://owow.
agency/ 

[13] Kickoff Lab official website: https://kick-
off-lab.com/

[14] Indigo Wereld official website: https://www.
indigo-wereld.nl/?lang=en 

[15] 30 Seconds Game Night event page: https://
eindhovennews.com/events/2018/11/new-30-sec-
onds-game-night/ 

[16] “Let’s Spring Together” event page: https://
www.facebook.com/events/666954643719932/

[17] Storioni Festival official website: https://sto-
rioni-festival.nl/

[18] Imai, Tatsuya & Imai, Ayako. (2019). 
Cross-Ethnic Self-Disclosure Buffering Negative 
Impacts of Prejudice on International Students’ 

Psychological and Social Well-Being. Journal of 
International Students. 9. 2166-3750. 10.32674/
jis.v9i1.279.

[19] Parks, M. R. (1981). Ideology in interper-
sonal communication: Off the couch and into the 
world. In Burgoon, M., editor, Communication 
yearbook, volume 5, pages 79–108, New Brun-
swick, NJ. Transaction Books.

[20] Putnam, R. D. (2000). Bowling alone. Simon 
& Schuster, New York.

[21] Wheeless, L. R. (1976). Self-disclosure and 
interpersonal solidarity: Measurement, valida-
tion, and relationships. Human Communication 
Research, 3(1), 47-61.

[22] Vue official website: https://vuejs.org/ 

[23] Firebase official website: https://firebase.
google.com/

[24] Near-field communication technologies 
Wikipedia page: https://en.wikipedia.org/wiki/
Near-field_communication

[25] Indoor positioning system technology 
Wikipedia page: https://en.wikipedia.org/wiki/In-
door_positioning_system

[26] Van Zyl L.E., Efendic E., Rothmann S., 
Shankland R. (2019) Best-Practice Guidelines 
for Positive Psychological Intervention Research 
Design. In: Van Zyl L., Rothmann Sr. S. (eds) 
Positive Psychological Intervention Design and 
Protocols for Multi-Cultural Contexts. Springer, 
Cham

[27] Kerla, M. i Repišti, S. (2013a). The Intercul-
tural Sensitivity and Social Self-Esteem of High 
School Students. In Akbarov, A. (Ed.), FLTAL: Book 
of Abstracts Teaching, Acquiring and Applying 
Intercultural Linguistic Competence (pp. 175–
176). Sarajevo: International Burch University.

[28] Lawson, J. S., Marshall, W. L., & McGrath, P. 
(1979). The Social Self-Esteem Inventory. Ed-
ucational and Psychological Measurement, 39, 
803–811.

[29] Robbins, S. B., Lee, R. M., & Wan, T. T. H. 
(1994). Goal continuity as a mediator of early 
retirement adjustment: Testing a multidimen-
sional model. Journal of Counseling Psychology, 
41, 18-26.

[30] Hendrickson, B., Rosen, D., Aune, K. (2011) 



29

An analysis of friendship networks, social con-
nectedness, homesickness, and satisfaction levels 
of international students, International Journal 
of Intercultural Relations, Volume 35, Issue 3, 
Pages 281-295, ISSN 0147-1767, https://doi.
org/10.1016/j.ijintrel.2010.08.001.

[31] Luhtanen, R., & Crocker, J. (1992). A col-
lective self-esteem scale: Selfevaluation of one’s 
social identity. Personality and Social Psychology 
Bulletin, 18, 302–318.

[32] Verkuyten, M. (2007), Ethnic In-Group Fa-
voritism Among Minority and Majority Groups: 
Testing the Self-Esteem Hypothesis Among 
Preadolescents. Journal of Applied Social Psy-
chology, 37: 486-500. doi:10.1111/j.1559-
1816.2007.00170.x

[33] Art, Technolgy and Society Facebook page: 
https://www.facebook.com/pg/artandtechnology-
Society/about/?ref=page_internal

[34] Zeybramag Facebook page: https://www.
facebook.com/zeybramag/ 

[35] COBU Irish Design official website: https://
www.cobu.online/ 

 



30

Appendix A

Letter of conditional acceptance from ClickNL
	
	
	
Beoordelingsformulier	
(Datum:	januari	2019)	
	
Fieldlab	Sociale	Cohesie		
	
	
Projectnaam:	Brainport	Connects	
Partners:	Culture	Connects,	TU/e,	Studio	Lot	de	Haan	
	
	
Voorwaarden	 	 	 	 	 	 	 	 	 	 	 	
Er	ontbreekt	nog	een	technische	partner	in	de	samenstelling	van	het	consortium,	hier	is	men	
nog	naar	op	zoek.	Door	het	ontbreken	van	een	partner	is	de	begroting	nog	niet	definitief.	
Verder	dient	gecorrigeerd	te	worden	dat	alle	partners	meetellen	in	de	begroting	(Tu/e	en	
Culture	Connects	maken	nu	wel	uren	maar	er	staan	geen	bedragen	achter,	dit	zal	het	in-kind	
gedeelte	zijn).	
	
Maatschappelijke	relevantie	 	 	 	 	 	 	 	 	 	
De	maatschappelijke	problematiek	rondom	expats	is	zeer	duidelijk,	vooral	in	Eindhoven.	De	
onderzoeksvraag	heeft	een	creatieve	insteek	door	de	vraag	te	stellen	of	we	dit	met	behulp	
van	social	games	kunnen	verbeteren.			
	
Product	 	 	 	 	 	 	 	 	 	 	 	
De	rol	van	de	technologie	is	in	het	projectplan	opgenomen	als	een	wezenlijk	onderdeel	van	
het	onderzoek;	het	is	op	een	evenwichtige	manier	ingebed	in	de	aanvraag.		
	
Communicatie	 	 	 	 	 	 	 	 	 	 	
Het	schrijven	van	een	wetenschappelijk	artikel	ziet	de	commissie	als	een	absolute	pré.	Met	
het	prototype	zoals	omschreven	in	het	projectplan	kunnen	er	betekenisvolle	demonstraties	
worden	geven.	Omdat	de	doelgroep	erg	ontvankelijk	is	voor	technologie,	ligt	het	in	de	lijn	
der	verwachtingen	dat	het	onderzoek	waardevolle	resultaten	laat	zien.						
	
Overige	opmerkingen		 	 	 	 	 	 	 	 	 	
De	commissie	kijkt	namens	CLICKNL	uit	naar	de	te	ontwikkelen	applicatie	en	het	onderzoek.		
	
Beoordeling	 	 	 	 	 	 	 	 	 	 	 	
Onder	voorwaarde	dat	er	een	technische	partner	gevonden	wordt,	wordt	de	subsidie	(na	
aanpassing	en	volgens	projectbegroting)	toegekend.	
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Appendix B

Updated Fieldlab project budget form
Budget formulier

Fieldlab Sociale Cohesie
Projectnaam Brainport Connects

Penvoeder TU/e
Contact persoon Irina Bianca Serban

Startdatum 01/Feb/18
Looptijd 6 months

Type onderzoek Industrieel onderzoek
Projectbudget € 18.954

Kosten arbeidsuren

Partner die kosten maakt Functie Uurtarief1 Aantal uren Arbeidskosten

Kickoff-lab Mobile front end design € 60 16 € 960
Mobile front end 
development

€ 60 32 € 1.920

Game front end (3 games) € 60 60 € 3.600
Game back end (3 games) € 60 60 € 3.600
Survey design € 60 16 € 960
Survey development € 60 24 € 1.440
Data logger € 60 32 € 1.920
Support testing € 60 8 € 480
Project management € 60 12 € 720

Subtotaal € 15.600
Studio Lot de Haan Questionnaire design € 49 8 € 392

Interview design € 49 6 € 294
Game design € 49 32 € 1.568

Subtotaal € 2.254
TU/e Research € 0 200 € 0

Game design € 0 50 € 0
Experiment design € 0 150 € 0
Data analysis and writing € 0 160 € 0
Project management € 0 60 € 0
Bookkeeping € 0 30 € 0

Subtotaal € 0
Uit in Eindhoven Event planning € 50 5 € 250

Experiment promotion € 50 5 € 250
Concept follow-up € 60 10 € 600

Subtotaal € 1.100
Totaal 976 € 18.954

1 Er geldt binnen het fieldlab een maximum uurtarief van € 60,-

Kosten materialen, hulpmiddelen gebruik apparatuur
Partner die kosten maakt Middel Kosten
Culture Connects 0 € 0
TU/e 0 € 0
Studio Lot de Haan 0 € 0
Technical partner 0 € 0

Totaal € 0

Kosten derden
Partner die kosten maakt Naam derde omschrijving Kosten
Culture Connects 0 € 0
TU/e 0 € 0
Studio Lot de Haan 0 € 0
Technical partner 0 € 0

totaal € 0

Project budget € 18.954

Financiering Totaal
in kind cash

Kickoff-lab € 7.800 € 0
Studio Lot de Haan € 1.154 € 0
TU/e € 0 € 0
Uit in Eindhoven € 0 € 0

PPS toeslag € 10.000
Totaal € 18.954 € 0 € 18.954
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Projectaanvraag  

Fieldlab Sociale Cohesie 

 

Projectnaam Brainport Connects 
 

Projectpartners Rol  Contactpersoon 
Uit in 
Eindhoven 

Problem owner Lidy Lathouwers  
 

lidy@uitineindhoven.nl 
 

Technical 
University 
Eindhoven  

Concept creation, 
experiment design 
and research 

Irina Bianca Serban 
Prof. Dr. Ir. Stephan 
Wensveen 

i.serban@student.tue.nl 
s.a.g.wensveen@tue.nl  

Studio Lot de 
Haan 

Content and 
communication 
design 

Lotte de Haan ldehaan96@gmail.com 

Kickoff-lab Concept 
development 

Matthijs Hoekstra info@kickoff-lab.com 

 

 

1. Achtergrond 

With its strong economy and abundant pool of jobs, Eindhoven is one of the most preferred 
cities in the Netherlands for expats. In 2017, according to the CBS Dutch national statistics 
office, 22.6% of the Netherlands’ population of 17 million were first- or second-generation 
immigrants. In Eindhoven, the figure was 33.5% [1].  

The latest trends show that most expats consider staying in the Netherlands permanently. 
However, a study conducted in 2016 by Z Today (and reported by Nu.nl) found that 60 
percent of expats have trouble making friends with Dutch people. 

Two thirds of the expats also bring along their spouses (a phenomena called “adaptive 
migration”). In this case, the starting point is difficult because the couple’s wishes are 
divided: one partner wants to move, the other will adapt to the situation. The accompanying, 
often unemployed partner usually experiences feelings of isolation, alienation and loneliness.  

This problem is slowly being tackled by cultural organizations and stichtings in Eindhoven 
through activities and programs aimed at familiarization and adaptation for the expats and 
their spouses. However, most of them draw a clear line between “expat” and “Dutch”.  

 

 

2. Probleemstelling 

As an expat, especially as an expat spouse, coming to a new country will result in losing one’s 
social network. Because expats are mostly treated as a separate customer sector (exclusive 
medical care for expats, exclusive activities for expats etc.), their tendency is to form close 
ties to other expats, mostly of the same nationality as them.  
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On the other hand, Dutch locals do not have interest in interacting with the expat community 
of Eindhoven. Trends have shown that more and more Dutch families are moving out of 
certain neighborhoods around the area because of the rise of expat tenants. 

Learning Dutch is a great tool for integration. However, in reality it takes a long time, time in 
which integration opportunities are lost. A big part of the existing solutions are exclusively for 
expats and are isolating them from the Dutch society. Some solutions include “ambassadors” 
who act as temporary bridges between the two groups (expats and Dutch). However, 
temporary is not enough for the expats (especially the spouses) to feel at home.  

Research has shown that minorities which exclude themselves will also be excluded by the 
rest of the society. In the long run, this will not only affect the  economic progress, but also 
the social structure of the inhabitants of the Netherlands. Social network theory strongly 
supports weak ties (i.e. relationships beyond shared identity – e.g. acquaintances, colleagues) 
between members of a society. They are a benefit that allows actors to bring about critical 
social changes and strengthen social cohesion. 

 
In this research project we want to see whether people from both groups can be encouraged 
to form weak ties with each other by using a technological solution. This solution engages 
attendees of cultural events in fun social games and encourages future engagement to make 
the formed ties more sustainable. 

3. Onderzoeksvraag 

How can we facilitate bridging structural holes between the Dutch community and the expat 
community through a technological product which: 
a) uses social games as an add-on to cultural events with the aim of creating weak ties and 
b) encourages engagement at future events based on the formed ties in order to make 

them sustainable? 
 

4. Basisidee 

The basic concept consists of a mobile application which contains cultural events from the 
Uit in Eindhoven agenda.  

Each user has a simple profile with a picture, the name and the nationality. Each user can 
indicate whether they plan on attending an event. Depending on that and the theme of the 
event, the application will invite attendees of a certain event to engage in social games 
together, at the same time, once arrived there. The application will notify the attendees, at 
the right moment of the event, with what they need to do in order to all play a certain game. 
By knowing the nationality of each user, the app will make sure Dutch and expats mingle.  

Last but not least, the application ensures that there is a connection made not only during 
but also after the event: it will suggest new events based on the attendance of connections 
made at past events.  

The application encourages: a) face to face engagement between culturally diverse attendees 
through collaborative games and b) the maintenance of formed links for further events. The 
technology sparks the interaction at a certain moment during an event, but it does not 
overpower the experience. In this way, connections are initiated in real life and are 
maintained virtually until the next face to face encounter.  
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5. In te zetten technologie 

The prototype consists of a mobile-friendly web application which contains the core 
functions of the concept. Three templates of social games will be included in the prototype: 
treasure hunting for people, puzzle games and collaborative games.  The platform is designed 
to gather data during and after each game about the interactions between players for 
accurate experiment results.  

For the collaborative game, data will be communicated in real time between a shared screen 
and the app, to make the play more engaging.  

The platform will make sure to mingle people of different nationalities, and it will make sure 
to pair Dutch with expats, depending on the ratio of the sample.  

Data-logging questionnaires will also be included in the prototype before and after the 
experiment for accurate results. These questionnaires will predict the sustainability of the 
relationships and will replace the event suggestion because of the limited time frame of the 
project.  

The graphic elements and the richness of the interaction will play a key role in the 
communication of the concept.  

 

6. Activiteiten binnen het project 

There are two main parts which need to be designed: the front-end and the back-end.  

The back-end of the application is formed by the database containing all the events and the 
users. The back-end will only need software testing.  

The front-end includes the content that the user sees (the games visible during the events) 
and the interaction between the user and the application (the selection of events during the 
play and the play of the collaborative game). The front-end needs user testing. The feedback 
from the user testing will be implemented in re-designing the front-end through multiple 
iterations. 

Considering this, two aspects will be researched: the bonding during the events and the 
bonding after the events.  

The bonding during the events depends on the interactions during the play. For an accurate 
experiment, we will be using a control group (not playing the games) and an experimental 
group (playing the games). Both groups will be attending similar events and will complete the 
same forms before and after the event. Each of the three games will be tested in three case 
studies at an event with the experimental group.  The interactions of the attendees will be 
monitored through multiple methods: participatory observation (infiltrating in the group of 
attendees and proactively observing their interactions), analyzing the data provided by the 
forms during the play (e.g. whether they made efforts to move from their group or not, how 
meaningful the interaction with strangers was, analyzing the behavior of expats vs. Dutch 
attendees), the forms before and at the end of the study. Phase validity will be performed 
with the help of interviews after the experiment. All the collected data will prove the 
efficiency of the games towards forming ties among strangers. 
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The bonding after the events (whether connecting with a person at an event will encourage a 
user to engage with them further at a future event) will be tested with the help of a form 
given a few weeks after the experiment. 

Beoogde resultaat 

This project aims at observing whether the cultural leisure scene of Eindhoven can empower 
its attendees to make connections and break out of their social bubbles with the help of an 
intimate technology such as an app. The long-term aim is to open up networks for expats and 
create understanding and empathy from the Dutch locals. By emphasizing cultural similarities 
through fun, collaborative social games targeted at each event attendee, we aim at 
investigating how the social spirit of the Brainport region can be boosted.  

 

7. Planning 

At the moment, the first iteration of the UI and UX design has been completed. User tests for 
the interface and the user experience are performed. After this, the input will be 
implemented in re-designing the interface, as well as the proposed games. In January, a 
simulation of the existing games will be performed with the help of low-fi prototypes and the 
interaction between the players will be recorded with the help of methods described above.  

In February, the development of the application will start and it will be done by March/April. 
In April/May the research of the game experience as well as the app experience will be 
performed at cultural events, respectively in the user’s private time (when the selection 
processes for the events occur).  The collected data will be analyzed in a research paper 
during the month of June. At the beginning of July, the project will end. 

 

8. Kennisdelen 

The research results will be analyzed in a scientific paper. The paper will be reviewed by the 
academic department of Industrial Design of the Technical University Eindhoven and 
submitted to a scientific journal. It will also be shared through LinkedIn and other publishing/ 
social media platforms.  

 

9. Mogelijke vervolg stappen 

If creating a bond between cultural event participants (expats and Dutch) at the event but 
also after the event prove to be efficient in creating weak ties between the two communities, 
then this concept has a huge potential of helping build a generalized tool for increasingly 
internationalized areas.  

It can be adopted to not only Eindhoven, but also other areas of the Netherlands where the 
intake of expats is rising. Moreover, it could be extended to fit not only cultural events but 
also other social contexts such as team building events for culturally diverse companies.  

Last but not least, the knowledge can be used to build a tool for event marketers and 
organizers. This tool would allow them to design the games themselves according to the 
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audience they are expecting and to the aim of the event. In this way, they could engage the 
attendees more and boost the cultural diversity of their audiences.   
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Samenwerkingsovereenkomst in het kader van Fieldlab 
Sociale Cohesie ten behoeve van het onderzoeksproject 
Brainport Connects 
 
 
Partijen: 
 

1. Kickoff-lab, hierbij rechtsgeldig vertegenwoordigd door Matthijs Hoekstra  
 

2. Studio Lot de Haan, hierbij rechtsgeldig vertegenwoordigd door Lotte de Haan  
 

3. Technische Universiteit Eindhoven, hierbij rechtsgeldig vertegenwoordigd door Jos Hermus  
 

4. Uit in Eindhoven, hierbij rechtsgeldig vertegenwoordigd door Lidy Lathouwers  
 
Tezamen te noemen “Partijen” 
 
overwegende dat: 
 

- Het Fieldlab Sociale Cohesie -waarvoor Effenaar Smart Venue als penvoerder optreedt- een 
project is in het kader van TKI CLICKNL waarvoor PPS programma middelen beschikbaar 
zijn gesteld. 

- Het Fieldlab Sociale Cohesie beoogt kleinschalige onderzoeksprojecten te realiseren waarin 
het effect van de inzet van nieuwe technologieën in vraagstukken rondom sociale cohesie 
wordt onderzocht en de in onderzoek opgedane resultaten actief met anderen worden 
gedeeld. 

- Partijen bereid zijn hun kennis, onderzoeksresultaten, expertise en knowhow binnen het 
samenwerkingsproject te delen om de onderzoeksvraag zoals omschreven in het 
projectplan te beantwoorden. 

 
komen het volgende overeen: 
 
Doel van het onderzoeksproject 
Artikel 1 
Partijen hebben middels het onderzoeksproject de doelstelling: 
 
Brainport Connects is a research project in which a mobile application forces interactions 
between cultural event attendees through three types of social games. The aim is to observe 
whether these interactions will help: 

(a)  create sustainable relations between culturally diverse locals, especially between 
expats and the Dutch 

(b) encourage players to feel more socially empowered and engage in future 
interactions with strangers  

The desired long-term effect of these forced interactions is to eventually have a more connected 
community in Eindhoven and improve the quality of life of both expats and Dutch by enlarging 
networks and empowering Brainport locals socially.  
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Diensten 
Artikel 2 
Taken en verantwoordelijkheden van Partijen zijn beschreven in het projectplan. De belangrijkste 
activiteiten per partij binnen het project zijn: 
 
Kickoff-lab voert voor het onderzoeksproject de volgende activiteiten uit: 

- Prototype front-end development 
- Prototype back-end development 
- Prototype data logging 
- Prototype game development 
- Prototype testing 
- Prototype project management 

 
Studio Lot de Haan voert voor het onderzoeksproject de volgende activiteiten uit: 

- Questionnaire design 
- Interview design 
- Game design 

 
Technische Universiteit Eindhoven voert voor het onderzoeksproject de volgende activiteiten uit: 

- Research on social behavior 
- Experiment design 
- Game design 
- Data analysis and writing 
- Project management 

 
 
Uit in Eindhoven voert voor het onderzoeksproject de volgende activiteiten uit: 

- Event planning  
- Experiment promotion 
- Concept follow-up 

 
 
Inbreng Partijen 
Artikel 3 
De inbreng van Partijen in de samenwerking is omschreven in het projectplan (d.d. 25-03-2019) 
en de projectbegroting (d.d. 25-03-2019) die onderdeel van deze overeenkomst.  
 
Partijen brengen minimaal 50% van de kosten van het samenwerkingsproject (exclusief BTW) in 
cash of in kind in. Het uurtarief van de in kind bijdrage bedraagt maximaal € 60,- (exclusief 
BTW). 
 
 
Verantwoording 
 
Artikel 4 
Technische Universiteit Eindhoven treedt op als penvoerder van de samenwerking en is financieel 
en inhoudelijke eindverantwoordelijk voor het project. 
 
Artikel 5 
Partijen leveren op verzoek van de penvoerder (minimaal) eenmaal per project alle gewenste 
informatie die de aanvrager noodzakelijk acht voor het juist informeren van de financiers en de 
partners en het afleggen van verantwoording. 
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Looptijd 
Artikel 7 
De looptijd van de overeenkomst is gelijk aan de looptijd van het samenwerkingsproject.  
Startdatum project 01-02-2019 einddatum 01-07-2019 (einddatum uiterlijk 20-01-2021) 
 
 
Gebruik ingebrachte kennis en geheimhouding achtergrondgegevens 
Artikel 8 
De door partijen ingebrachte kennis, IP en know-how (achtergrondinformatie) 
blijven eigendom van de inbrengende Partij. 
 
Artikel 9 
Intellectuele eigendomsrechten die voortvloeien uit de resultaten van het project 
zijn naar rato van de - conform het projectplan - geleverde inspanningen gezamenlijk eigendom 
van de partners 
 
Mocht een van de partners de resultaten die uit de onderzoeksactiviteiten voortvloeien, nodig 
hebben voor commercieel gebruik dan ontvangen de andere partners daar naar rato van hun 
inspanningen een vergoeding voor die overeenstemt met de marktprijs voor 
deze over te dragen Intellectuele Eigendomsrechten, waarbij de eventuele bijdragen van de 
partner aan de samenwerking in mindering op de vergoeding kan worden gebracht. 
 
De betreffende partner verleent in dat geval aan de andere partners een licentie om niet op de 
overgedragen IE rechten voor gebruik in niet commercieel onderzoek en onderwijs. 
 
Artikel 10 
Partijen zijn gehouden confidentiële achtergrondgegevens te oormerken en confidentiële 
informatie geheim te houden tijdens het samenwerkingsproject en gedurende twee jaar na 
afloop daarvan. 
 
Recht op resultaat 
Artikel 11 
De resultaten van het samenwerkingsproject waaraan geen intellectuele eigendomsrechten 
kunnen worden ontleend mogen ruim worden verspreid. Zie ook Artikel 12 recht op 
openbaarmaking.   
 
Artikel 12 
Het Fieldlab Sociale Cohesie heeft het recht de resultaten van de samenwerking te gebruiken 
voor publicatie en PR doeleinden. 
 
Recht op openbaarmaking 
Artikel 13 
Binnen de samenwerking ontwikkelde “demonstrators” worden aan een breed publiek getoond en 
opgedane kennis gedeeld. 
 
Actuele informatie over de projecten van Fieldlab Social Cohesion zoals lopende projecten, 
workshops, netwerkbijeenkomsten of andere nieuwsitems worden aan het algemeen publiek 
bekend gemaakt via onder andere de websites www.click.nl en www.smartvenue.nl 
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Toepasselijk recht en geschillen 
Artikel 14 
Op deze overeenkomst is Nederlands recht van toepassing.  
Indien tussen Partijen een geschil ontstaat of indien een der Partijen meent dat van een zodanig 
geschil sprake is, zijn Partijen verplicht te trachten door onderhandeling tot overeenstemming 
te komen, alvorens het geschil aan de burgerlijke rechter voor te leggen. 
Alle geschillen, die ontstaan uit deze overeenkomst zullen worden beslecht in Nederland en wel 
door de ter zake bevoegde rechter. 

 
Slotbepalingen  
Artikel 14 
De overeenkomst geldt in principe voor de duur van het project. 
 
Artikel 15 
Onder opgave van gegronde redenen kan een beëindiging van de overeenkomst worden 
overeengekomen 
 
 
Aldus overeengekomen en ondertekend: 
 
 
Namens Kickoff-lab, Matthijs Hoekstra, co-founder 
 
Eindhoven, Netherlands, 26-03-2019 
 
 
 
 
Namens Studio Lot de Haan, Lotte de Haan, founder 
 
Eindhoven, Netherlands, 26-03-2019 
 
 
 
 
Namens Technische Universiteit Eindhoven, Jos Hermus , managing director departement of 
Industrial Design 
 
Eindhoven, Netherlands, 29-03-2019 
 
 
 
 
 
Namens Uit in Eindhoven, Lidy Lathouwers, director 
 
Eindhoven, Netherlands, 29-03-2019 
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Brainport Connects 
Technical prototype design framing

Front-end Back-end

1. User inputs a unique username (might 
be given by the researcher) and their 
nationality.

Your username
Expat1

Your nationality
Indian

1. Create User 1 with:

ID = “Expat1“
Nat = “Indian”
Game1 = [RandomFact, DataPerson, 
              DataConv]
Game2 = [Team, DataPerson, DataConv]
Game3 = [PeopleHelped, DataPerson, 
              DataConv]

2. Game1 - Treasure hunting for ppl
User inputs a fact about their culture (e.g. 
a weird custom in their conutry).

Game 1
What is a weird
custom in your 

country?

Eating with your 
left hand is 

considered dirty.

2. Store the user input for User 1 in 
RandomFact:

ID = “Expat1“
Nat = “Indian”
Game1 = [“Eating with your left hand is 
considered dirty.“, DataPerson, 
              DataConv]
Game2 = [Team, DataPerson, DataConv]
Game3 = [PeopleHelped, DataPerson, 
              DataConv]

3. Game1 - Treasure hunting for ppl
User gets a different random fact from a 
different participant and has to starting 
looking for the respective user.

Game 1
Look for the 

user who said:

People swim 
across the 

Danube in winter 
for religious 

reasons.

3. Each user is displayed a RandomFact  
from a different user, prefferably with a 
different Nat.

For u from User2 to User20
     If u.Nat is not User1.Nat then
         Display u.RandomFact to User1
         End loop

Appendix C 

Initial sketches to communicate front-end visuals and back-end structure for 
technical partner
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Front-end Back-end

4. Game1 - Treasure hunting for ppl
Gather data about interactions the user 
is having e.g.: the name of the user with 
whom they are interacting (at the begin-
ning), the quality of the interaction (at the 
end), a timer which records the length of 
the conversation between the two. 

You are talking 
now to:
Dutch9

The conversation 
was:

Boring
OK

Amazing
Mind-blowing

4. Store the user ID in Game1, DataPerson 
and the quality and duration in DataConv:

ID = “Expat1“
Nat = “Indian”
Game1 = [“Eating with your left hand is 
considered dirty.“, [“Dutch9“], 
              [(2:34, “Amazing“)]]
Game2 = [Team, DataPerson, DataConv]
Game3 = [PeopleHelped, DataPerson, 
              DataConv]

5. Game2 - Multiplayer activity
Each user is assigned two teammembers  
from different cultures. They all have to 
complete a mutiplayer challenge (this will 
not be designed into the web app). 

Game 2
You are partnered 

up with:

Dutch3 
Expat5

5. Each user is assigned random team-
mates, preferably with different Nats.

For u from User2 to User20
   For w from User2 to User20
     If (u.Nat is not User1.Nat) and 
         (w.Nat is not u.Nat or User1.Nat) then
         Assign u and w to User1
         End loop

Store the user IDs in Game2, Team:

ID = “Expat1“
Nat = “Indian”
Game1 = [“Eating with your left hand is 
considered dirty.“, [“Dutch9“], 
              [(2:34, “Amazing“)]]
Game2 = [[“Dutch3“, “Expat5“], 
              DataPerson, DataConv]
Game3 = [PeopleHelped, DataPerson, 
              DataConv]

6. Game2 - Multiplayer activity
The same type of questionnaire as in step 4 will be used for this game as well. 
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7. Game3 - Puzzle game
A challenge will be displayed on the web-
site such as: “Guess the meaning of these 4 
Brazilian hand gestures.“ accompanied by 
4 GIFs of the gestures. The answers can be 
given as a multiple choice form. Only the 
people who are not Brazilian can answer. 
The Brazilians can only watch the videos 
and help others. 

Game3

Guess the mean-
ing of these 4 
Brazilian hand 

gestures:

               Bye bye
           Go away
           Shut up

7. We are only going to have 2 puzzle 
games, one about a non-Dutch culture and 
one about Dutch culture. Therefore, if the 
user has the corresponding Nat, exclude 
the answers or make the form inactive.

For u from User1 to User20
     If u.Nat is “Brazilian“ then
         Answers.Inactive

GIF

Game3

Guess the mean-
ing of these 4 
Brazilian hand 

gestures:

               
GIF

  Not Brazilian                 Brazilian

8. Game3 - Puzzle game
Gather data about interactions the user 
is having e.g.: the number of people they 
helped, or the name of the users with 
whom they are interacting (at the begin-
ning), the quality of the interaction (at the 
end), a timer which records the length of 
the conv between the two. 

You are talking 
now to:
Dutch1

The conversation 
was:

Boring
OK

Amazing
Mind-blowing

8. Store the number of helped people in 
Game3, PeopleHelped and the data about 
the conversations in DataPerson and Data-
Conv like in step 4.

ID = “Expat1“
Nat = “Indian”
Game1 = [“Eating with your left hand is 
considered dirty.“, [“Dutch9“], 
              [(2:34, “Amazing“)]]
Game2 = [[“Dutch3“, “Expat5“], 
              DataPerson, DataConv]
Game3 = [5, [“Dutch1“], 
              [(0:50,“Boring“)]

Game3

I helped 
5

people to solve 
this puzzle!

Irina Bianca Serban, ID Master Student TU/e
i.serban@student.tue.nl , +31682840210
27/02/2019
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Appendix D 

The first draft of the paper can be found at this link or by scanning the follow-
ing QR code:

Appendix E 

The sign-up form can be found at this link.
The initial form before the experiment can be found at this link (contains 
consent form).
The second for (after the experiment): at this link for experimental group, at 
this link for the control group. 

Interview questions can be found on the next page. 

https://drive.google.com/drive/folders/1zqMkCScrEsbMgdGUaczwobsYLDUd4Qo8?usp=sharing
https://docs.google.com/forms/d/e/1FAIpQLSccqOOhCs-deSe4ejzXZE2eH7Iy2i1svemfaLf-kYBNxpN5QA/viewform?usp=sf_link
https://docs.google.com/forms/d/e/1FAIpQLSfgFDxbAqrbseNW75WBlLnuWVDemktWfKjD6dFVEIjCOwpvIQ/viewform?usp=sf_link
https://docs.google.com/forms/d/e/1FAIpQLScW_nRTAE8cfA259E_v8P6cMEpDWhhts04miZt9TLWvkxRqTg/viewform?usp=sf_link
https://docs.google.com/forms/d/e/1FAIpQLSfeyQcXtXQFKqz6qg631Sw3eixngb5E739c66PbF8ZF0y--4Q/viewform?usp=sf_link
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Interview Questions – Phase validation 
 Needed info:  

1. App itself  
2. Content – games  
3. After-effect  
4. Usability – how desirable  

Designing a probe – giving the vision a shape so people can express their opinion on the 
vision  

1. App itself  
 What do you think about the design of the app? (Considering that the connection 

would be made by tapping the phone)  
 Do you feel like it is easy/complicated to use?  
 Was it clear what you had to during the gameplay?  
 Was it adding to the experience or was it distracting from the experience? 

 
2. Content 
 E.g. Which game did you enjoy most and why? Which game did you enjoy the least 

and why? Which game yielded the most valuable interactions? Did you feel awkward 
during the play and why?  

 Did the games trigger something in you? Were they new/innovative? If no, what 
would you change?  

 Did you learn anything new about a different culture? 
 Any comments on the content itself?  

 

3. After-effect – public activation/networking  
 How do you feel now compared to when you arrived here? Did your mood 

improve or decrease? 
 If you stay connected with the people you met today through the app, would 

you like to meet them again in the future or join them at future events?  
 Do you think you met people today you wouldn’t have met without the app? 

How do you feel about that? Does that help in any sense or not?  
 Do you think that in next events it would be easier for you to meet new people 

or would you still prefer to meet people through the app? 
 Do you think that repeated interactions like this one at events would change 

your behavior? Why or why not?  
 Do you think these interactions would result in more empathy between expats 

and Dutch groups?  
 Imagine your groups was a minority at an event. Would this make you feel 

more comfortable?  
 

4. Usability 
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during the play and why?  
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 How do you feel now compared to when you arrived here? Did your mood 

improve or decrease? 
 If you stay connected with the people you met today through the app, would 

you like to meet them again in the future or join them at future events?  
 Do you think you met people today you wouldn’t have met without the app? 

How do you feel about that? Does that help in any sense or not?  
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4. Usability 

 What types of events would be more suitable to use the app for as an interaction 
tool? 

 When would you play these games, at the beginning or in the middle of the event? 

 

Final question  
I really believe this is a good tool for:  

a. Public activation 
b. Making people open socially and be more open minded towards other cultures  

WHAT DO YO THINK? 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Game questions-exp group 
 

 


