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This project is about finding a playful and fun 
way to learn. We focused on the target group 
children, particularly children between zero 
and six years old, and on finding a way to make 
reading to children more fun and more educa-
tional. 

StoryShine projects the words on the wall to-
gether with short animations. Some words even 
have a different texture to explain its mean-
ing better. The child cannot only read along 
with the parent, but he can also see the mean-
ing of certain words projected.   

It is very easy to upload the books into the de-
sign. Just download the app, scan the barcode 
and press upload. With the Bluetooth connec-
tion the data will be transferred to the design.
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introduction
The design is also great for the bond be-
tween the parent and the child, as they 
are reading together and watching the fun 
words and animations projected on the 
wall. 

Image 1: Our team
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The goal of our project is to connect parents 
and children of age 0 to 6 in an educational way. 
We believe reading to your child is a very im-
portant part of the bonding between parent and 
child and that’s why we want to encourage that 
through StoryShine. 

On top of that, (starting early with) reading to 
children is very helpful for their development 
of language skills and helps them understand 
the world around them better. With StoryShine 
we also think we contribute to the educational 
part of reading to children. It will help them 
by use of the pictures/animations and creating 
associations with the text that is displayed. 

ProcessProject goal

storyshine 
should stimulate 

the language 
development
of children

We began working on this project by doing 
a pressure cooker. In a short time, we had to 
brainstorm about problems we wanted to solve, 
which fit in with our subject ‘Play to Learn’. 
After this ideation process, we decided that we 
didn’t really want to work on those subjects and 
we broadened our horizons by brainstorming 
according to our visions. This led to our current 
concept, StoryShine.  

After that, we focused on concept development. 
We brainstormed about our design’s values and 
different aspects. Our concept was a product 
that would make being read to more interest-
ing, by projecting illustrations and text on the 
walls, ceiling or blanket, and help children go 
to sleep, by projecting sheep on the ceiling, 
which they could count. We brainstormed 
about the opportunities and the specific func-
tions of our prototype.  

At this point, we needed the opinion of our 
target group. We wanted to gather more infor-
mation on reading and parent’s habits when 
they read to children. That’s why we did literary 
research into language development of children 
and set up a questionnaire for parents to fill in. 

Whilst we were waiting for the responses to our 
questionnaire, we thought our physical design 

through. We thought about the shape, taking 
both aesthetics and usage into consideration. 
Also, we thought about the technical realisation 
and the user interface.  

On the Midterm DemoDay, we presented our 
deliverables, which were two prototypes, an an-
imation, a video, the results of the survey and 
an app. The questionnaire showed that people 
wanted to control our product via an app, so 
we had to think about the app’s features and 
aesthetics. That’s when we decided on a style 
and colour scheme, which we also used for the 
poster and prototypes.  

After the DemoDay, we focused on a couple 
things, namely our physical design, doing 
necessary research to confirm our previous 
assumptions and to the book rights for the ani-
mations.  

For our physical design, we brainstormed and 
tried shapes that looked more child-friend-
ly. Our dodecahedron is practical, but looks 
technical and has too sharp edges. We had 
an elaborate brainstorm on different shapes, 
but eventually chose to stick with our original 
dodecahedron. To improve our shape, we made 
the edges round and added stickers to our con-
cept, to make it look more adorable. Also, we 
reconsidered the speaker. On the DemoDay, we 

presented our product with different aestheti-
cal and technical prototypes. 

For our research, we have interviewed a lot of 
people. At first, we interviewed an author to 
hear her opinion on our design and receive 
more information about the traditional world 
of literature. We needed insight on the rights 
of the text and illustrations we would like to 
project. Then, we held an interview with Dr. 
Sikkema – De Jong, a professor from Leiden 
University who is specialized in the language 
development of children and specifically the 
effects of reading to children. She has pro-
vided us with a lot of information about the 
correct balance between animations and text, 
an appropriate target group and the specific 
functions of our design. Lastly, we interviewed 
Jan Maurits, the head of the company Identity 
Games, a company which produces games with 
the traditional board and new technology. He 
gave us new insights in the right way of com-
bining new and old technology and the power 
of our design. The processed version of these 
interviews can be found in the appendix. 

Finally, we worked on the business side of our 
project. We came up with an attractive starter 
package and set up a business plan. The busi-
ness plan can be found in the appendix. 

Image 2: Process of our prototypes
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setting up 
our concept and 

project goal

confirmation of 
our assumptions by 

doing research

brainstorming
 about important 
product values

Pressure Cooker 
At first, we did a Pressure Cooker. For the Pres-
sure Cooker, the goal was to generate as many 
ideas as possible in a short amount of time. We 
did this by thinking of problems we encoun-
tered in our lives, such as waking up early and 
varied cooking as a student, and trying to come 
up with solutions to them. After generating 
those problems, we selected the six cases that 
we found most interesting. On these cases, 
we brainstormed even further. This led to two 
ideas, namely a game similar to ‘Simon Says’ on 
the tiles of a train platform to make waiting for 
a train more bearable, which is visible in image 
5, and an object that generates a random sound 
when you turn it around to initiate conversation 
topics between elderly and their caretakers 
called Speak & Sound, which is demonstrated 
in image 5 and made in image 4.  

Sharing visions
After we decided to let go of the pressure cook-
er ideas, we brainstormed again, but this time 
with our own visions as starting point. The goal 
was to come up with a concept which fitted 
with most of our visions and interests. All of us 
brainstormed individually and came up with 
ideas within subjects that we found interesting. 
Afterwards, we presented all of our ideas to 
each other, so that we could react and give 
feedback to each other. When all of us present-
ed our ideas, we chose the ones we found most 
interesting. We went through this selection of 
six subjects again and thought about a possible 
product that would come with it and how real-
isable it would be. On those terms, we decided 
to combine the subjects children and language 
and sleep into a product which would project 
animations and text whilst a parent reads to his 
children. 

Iterations

Image 3: ‘Simon Says’ waiting game

Image 4: Speak & Sound

Image 5: Sharing visions brainstorm

form exploration 
by sketching and 

prototyping

testing our concept 
with our users
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Values and aspects
After we decided on a concept, we needed to 
think about the different values we found im-
portant and aspects of the product. We wrote 
everything that came to our minds on individual 
post-its. Then we clustered them to get a clear 
overview, which is visible in image 6, and dis-
cussed all of them. We decided that we would 
only focus on helping children with their lan-
guage skills and leave helping them go to sleep.
The most important values we came up with for 
our physical design are the fact that it should not 
be too big, because it needs to fit at multiple plac-
es easily, it should not be too distractive, because 
the child needs to fall asleep after reading and 
it should look cute and funny and fit in with the 
aesthetics of a children’s room.
About the projected text, we decided that there 
should only be enough light to light up the ani-
mations and text, but not to wake up the child. 
Other ideas we had were a changing ambiance 
according to the story, for example different fonts 
for a male and female voices, and a sleep func-
tion, which means it turns off automatically after 
a certain amount of time. We neglected these 
ideas, because of the possible distraction and the 
fact that we only wanted to focus on the language 
development.
Apart from the changing ambiance, we decided 
to make the experience as complete as possible. 
Apart from the text and illustrations, we could use 
some sound effects. Also, it is important that it is 
as budget friendly as possible and easy to travel 
with you, for possible holidays or sleepovers.
The product should be very user friendly. Reading 
to children has been done for a long time, which 
means that a lot of people will have to adjust to 
this new technology. It should be easy to under-
stand for multiple generations. Parents will use it 
most often, but grandparents and older siblings 
might set it up as well. The use of the product 
should be very intuitive. This is something we 
would like to test in user tests.
Lastly, we came up with interactive storytelling. 
Our system would be a good opportunity for sto-
ries in which children can make decisions for the 
characters to influence the storyline. To decide 
if this could work and what would be best and 
realistic for the rest of our ideas, we needed the 
opinions of parents, which is why we set up the 
survey.

Physical design
Some of the values were about the physical de-
sign of our product, specifically about the fact 
that it should be easy to use and understand. 
To realise this, we had a brainstorm about the 
possible shapes. All of us started sketching our 
possible visions for the physical outcome and 
then we presented it to each other. 
We decided that it would be useful to use a 
geometrical shape, because it gives the user 
the possibility to put the beamer in as many 
angles as possible and looks nice. We also came 
up with a different system, namely a cylinder 
shape, with a beamer in the front which you 
can face in different directions with a handle. 
To visualise those shapes, we made some out of 
cardboard, which is visible in image 7, and 3D 
printed our favourites, namely a dodecahedron 
and a similar shape, made of hexagons and 
squares instead of pentagons, which are pic-
tured in images 8 & 9. On the DemoDay, we led 
the audience decide which one they preferred. 

Image 7: Lo-fi cardboard modeling

Image 8: Dodecahedron 3D-print

Image 9: Hexagon 3D-print

Image 10: On/off button

We also thought about the specific features of the design, 
namely the buttons, beamer and speaker. The buttons 
should be on intuitive positions with clear symbols on 
them. We decided to use two volume buttons next to the 
speaker, two zoom buttons next to the beamer, a Bluetooth 
button across from them to connect the design with the 
app and a power button on the other side. This arrange-
ment is visible in 
images 8 and 10. 

Survey 
The intention of our survey was to answer the questions 
we had about the preferences of parents regarding our 
product and their habits when they read to children. We 
asked them about demographics, reading habits of them 
with their child and their child alone and direct questions 
about our design. The most important results were the 
reason why parents read to children, how they read to 
children, their preferences for controlling the product and 
the fact that they do want to be able to move the product 
around easily. The specific questions, results and pro-
cessed data can be found in the Appendix. 

Research: Reading to Children
Doing research is a part of the design process. We did 
make some decisions based on our own survey. However, 
a similar research has been done by ‘Stichting Lezen’ on a 
much larger scale than we could do during this Project. It 
even provides us with additional info. A short description 
about the most important findings can be found in the ap-
pendix, together with a comparison of some correspond-
ing questions in our survey and the research by ‘Stichting 
Lezen’.

Midterm Demo Day
On the Midterm Demo Day, we received feedback about 
the looks of our prototype, our future technical realisation 
and the business side. We led the visitors give their opin-
ion about our two favourite physical designs, namely a 
dodecahedron and a similar shape, consisting of squares 
and hexagons. Most visitors voted for the dodecahedron. 
Also, many visitors commented that our prototype looks 
very nice, but not like a children’s product. The feedback 
we received on the future technical realisation was most-
ly about ventilation of the beamer, leaving enough space 
for a battery to charge the beamer and thinking about 
having a separate aesthetical and technical prototype. On 
the business side, visitors gave us advice on ensuring the 
rights of the books and the traditional world of literature. 
An elaborate list of the received feedback on the midterm 
demo day can be found in the appendix. 

Image 11: Midterm Demo Day set-up

Image 6: Clustered values



1312 DPB100 - Project 1 - Play to Learn - Group 3E

Eventually, we decided to stick with our original plan, 
for multiple reasons. We thought the dice would not 
be ideal, because it is likely that children will want to 
throw the dice out of habit. The turtle or snail could 
work, but they do not look as cute as they could have 
been, because of the necessary geometrical shape. As 
our project coach Claudia stated, it combines a cute 
with a technical look, which makes it look odd. Also, 
especially the turtle takes up a lot of space. Finally, 
the production costs would be higher if you would 
develop a turtle and snail, to give children the choice 
between the two, because the shapes are so different. 
Producing our original shape in different colours is a 
lot cheaper.  

The fact that we chose to continue working on our 
original design meant that we did have to improve 
our plan. We should still make it look cuter and more 
child-friendly, without sharp edges.

Stickers 
To make it look more adorable, we came up with the 
idea of producing stickers. Stickers are easily and 
cheaply printed, which means that we could easily 
produce multiple packages of stickers for the children 
to choose from. We could produce the device itself 
in one simple colour, such as white or black. Then, 
the children could customise it themselves with their 
stickers.

At first, our plan was to print stickers in the shape 
of pentagons, so they would fit exactly over the tiles. 
However, we decided that it would be funnier for the 
children to be able to decide which sticker they would 
like more and see the colour underneath the sticker 
as well. That is why we decided to produce StoryShine 
in the three colours of our colour scheme, red, yellow 
and blue, and produce the stickers in the shape of 
their design. The designs of our stickers were based 
on our earlier moodboard and can be found in the 
appendix. 

“With this model you are 
combining a robust, techno-
logical part with a round, 
child-friendly prototype, 

which looks a bit odd. It com-
bines two versions, but usually 

it is better to choose one.”

Form exploration 
One of the biggest iterations we have worked on in 
the second half of our project is the huge brainstorm 
about the shape of our design. On the midterm demo 
day, many visitors gave us the feedback that our prod-
uct looked too technical for a children’s product. That 
is why we decided to have a new, huge brainstorm 
about different shapes that looked cute and fun. How-
ever, we had chosen our dodecahedron shape, be-
cause of the handiness of the fact that the user is able 
to face the projection easily towards the walls or the 
ceiling. This was an important value of our design, so 
we wanted our new ideas to have the same benefit.  

All of us started sketching different ideas. At first, 
we have done research into the style of children’s 
bed rooms. We have made a moodboard, on which 
we based our new sketches. We discussed our ideas, 
gave feedback and adjusted each other’s concepts and 
finally chose our favourites. Those favourites were 
the shape of a dice, which you could adjust to project 
horizontally and vertically, and the shape of animals 
with a house on their back, such as a turtle and a 
snail. The house on the latter ones would be geomet-
rically shaped, similar to our original design, and it 
would be able to take them out. The rest of the animal 
could function as a docking station. To decide be-
tween our new ideas and our original plan, we made 
some prototypes, which are visible in image 12.  

User tests 
After the Midterm Demo Day, we realised that 
is was of high importance to do some user tests. 
Apart from our survey, we had not had the feed-
back from our target customers. The goal of 
our user tests was to receive feedback on every 
aspect of our design, namely the shape of our 
design, the aesthetics, the usage of the app and 
the physical design and what they thought of the 
name and the future price. In short, the users 
preferred the dodecahedron shape, would like to 
customise the design to make it look more like 
a children’s product, understood the app well, 
liked the possibility of putting the device in dif-
ferent angles and thought the name StoryShine 
suiteed our product. For the future price, they 
would like the product alone to be € 60 on aver-
age. However, someone recommended thinking 
of a starter package and expected that to cost 
€ 100. The processed forms of our user-tests can 
be found in the appendix.

Image 12: Turtle and dice prototypes Image 14: Sketches for stickers

Image 13: Form exploration sketches
Sharp edges 
Even with the stickers, our design still needed 
to be more child-friendly. Currently, our edges 
were too sharp. We thought of multiple solu-
tions to this situation, starting with a ‘bumper’ 
for our design. A bumper is similar to a cover, 
but only covers the edges. We wanted to make 
our bumper out of silicone. To try if this would 
work and look good, we made a bumper out of 
hot glue and with a tube of silicone kit. Howev-
er, we decided that this would not look or work 
very good. The result turned out very wobbly 
and fragile, which is visible in image 15. It 
made us reconsider the use of a bumper and 
think of something new, namely round edges. 
To see what round edges would look and feel 
like, we shaved our 3D-printed model, which 
is visible in image 16. This looked and felt very 
nice, so we decided to use round edges for our 
design.

Image 15: Silicone bumper

Image 16: 3D-print with round edges
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Speaker 
Our original prototype had a speaker next to the pro-
jector, which is visible in image 16. Our plan was that 
this speaker could produce sound effects to make the 
story more intriguing and help children with their 
understanding of the read words. However, after a 
couple weeks we realised we had not thought through 
the speaker at all. Our user tests showed that the users 
were not particularly excited about the speaker and 
worried that it would be too distracting. The language 
expert we interviewed explained that some sound ef-
fects could be useful and illustrative, but it would soon 
be too many and would only distract the child. That is 
why we decided to leave out the speaker. Our main goal 
is improving children’s language skills and if sound 
effects would distract the child and make reading to 
your children less effective, it should not be part of our 
design.  

This meant that we had to change our prototype. Leav-
ing the speaker meant that we also would not need 
volume buttons. Therefore, we rearranged our buttons, 
which is visible in image 17.

Starter package 
Our user tests showed that our users liked our concept, 
but they mentioned it would be more attractive if Story-
Shine would already have a couple of books on it when 
the customer first buys it. Our concept was that Story-
Shine was just an empty device and the user needed to 
scan the barcode on the back of the book via our app at 
first in order to play the animations from our device.  

So, from the business perspective of our project, we 
came up with a starter package. This starter package 
would consist of a StoryShine device (in the customer’s 
colour choice), 3 physical books, one package of stick-
ers (in the theme of customer’s choice), one cover to 
protect StoryShine whilst travelling, one micro-USB ca-
ble and a user manual. The books come physically with 
the package, but are also already downloaded on the 
app. The user manual can be found in the appendix. 

This starter package comes in a box, which we de-
signed as well. The different stages are shown in im-
ages 18 and 19. The box has a see-through front, so the 
StoryShine device and the books inside are visible. The 
print of the package shows the content of the box, the 
purpose of our design and the options for colours and 
stickers. The package can be found in the appendix.

Image 17: Rearranged buttons

Image 18: Lo-fi prototype of package

Image 19: Final package with print

Final prototype 
For the Demo Day, we decided to have a tech-
nical and an aesthetical prototype separately. 
We have bought a small beamer, which is 
visible in image 20, but this does not have a 
Bluetooth connection. To see the technology 
inside the beamer we screwed it loose, only to 
discover we were not able to demolish it and 
make it fit in our prototype. The electricity 
would fit in it eventually, but our small beam-
er was made in the wrong shape. Therefore, 
we decided to make a bigger prototype in the 
same style as our aesthetical prototype to fit 
the beamer in. This turned out to be a flat 
pentagon, which is the shape of the tiles that 
the dodecahedron is made of, and is visible in 
image 21.  
We also made a bigger dodecahedron. This 
was made at first to explore if our beamer 
would fit in there, but was eventually used to 
demonstrate the different lights on the on/
off switch and the Bluetooth connection. This 
prototype is visible in image 22. 

For our aesthetical prototype, we have made 
use of multiple techniques. We want our final 
product to be made of plastic, because it is 
light and cheap. However, we did not manage 
to create round edges in our 3D print, which 
is visible in image 23, apart from sanding it. 
However, sanding a 3D-printed model looks a 
bit messy. That is why we also have a wooden 
prototype, which is sanded neatly and paint-
ed over and is visible in image 24. Also, the 
buttons of our wooden prototype are rounded 
the way we like. 

Image 20: Small beamer

Image 22: Indicative lights on prototype

Image 21: Technical prototype Image 24: Wooden prototype

Image 23: Final 3D-printed prototype
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Overall results
Our current product is a small beamer, which stimu-
lates the language development of children. It makes 
reading to children more fun and more educational 
by projecting animations and the text on the walls 
or ceiling. We made an animation for the books 
‘Rupsje Nooitgenoeg’, ‘De mooiste vis in de zee’ and 
‘De Gruffalo’. These animations have all the lines 
appearing one by one. Some words are standing out 
because of their font and corresponding illustration.    

The product itself has the shape of a dodecahedron 
and the product is available in three different col-
ours; yellow, blue and red. One of the sides has a 
hole through which the light of the beamer shines. 
The tile next to the beamer has two zoom buttons 
and a Bluetooth button. On the tile exactly opposite 
to this one, are both the on/off button and a mi-
cro-usb entrance to charge the beamer.  

The Bluetooth button is to connect the product with 
the StoryShine app. This app allows you to choose 

the book by scrolling though the shelfs. Every book 
comes with an appropriate age, the number of 
pages, a rating and a description. When the book is 
selected, the user presses ‘play’ and the book is sent 
to the product. When the parent starts reading, the 
animations and text start appearing via a speech rec-
ognition system. When the user’s done, he can safe 
its progress in the app and start where they left off 
the next time. Also, the user can add new books. He 
has to scan the bar code on the back of a book and 
the app downloads the animations and text of the 
book and puts it on the shelf.  
The product also comes in a starter package. This 
package contains the beamer, three physical books 
to start with, sticker sheets, a cover, a user manual 
and a charger. The animations and text for the three 
books are already available in the app, so the user 
can immediately use the product. The sticker sheets 
can be used by children to personalize their beamer 
and the cover can be used to transport it safely.

conclusions
Looking back at the project, we could say we 
are happy with the results we made and how 
everybody contributed to this project as well. 
We made a very nice aesthetic prototype, made 
a technical prototype with the use of the anima-
tions, did user tests, had interviews with some 
professionals to confirm our assumptions, we 
did so much, of what we could be very proud of. 

However, not everything went always that well. 
We sometimes forgot the purpose of our pro-
ject, the language development of children, this 
meant that we sometimes wanted to do unnec-
essary things. But with the help of our project 
coaches, we knew that we needed to focus on 
our goal, so put some more attention in the 
animations, which really make our product 
unique. 

Secondly, we said in the first report that we 
wanted to more research into the business side, 
we did this, but it could be better. However, this 
is not fully our problem, when making contact 
with publishers, we noticed that it is hard to 
keep contact, because they are so busy as well. 
Unfortunately, we did not find all the answers 
we want. For next time we need to try a bit 
more to keep in touch with the publishers. 

And to end with a happy note, the demo day 
went very smoothly, for the first half hour we 
had an amazing user experience, but then the 
sun came out and ruined kind of the projec-
tions on the wall. But that did not matter, we 
solved it using an iPad for the animations to 
still get an experience for the people who came 
by. We got many positive reactions and we were 
very happy with the reactions; it made our day! 

Image 25: Two of the final prototypes Image 26: Final Demo Day set-up
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This semester I started a project within the theme 
Play to Learn. In this project we, as a group, try to 
stimulate the language skills of children with use of 
a device that will be used when the parents will read 
to their children. On top of that will it stimulate the 
bond between parents and child.  

 In this half year of project 1 I feel like I have made 
serious steps forward in terms of my own develop-
ment. On top of that, I have learned several small 
things which eventually piles up to serious knowl-
edge. I will first start explaining the latter. These 
small things mentioned include that I have learned 
new features of PowerPoint and learned and gained 
confidence working with several Adobe programs. 
I have learned this by making animations in Pow-
erPoint, stickers in Illustrator and a user manual in 
Indesign. Since learning (mainly the Adobe) pro-
grams was a goal of mine, I can say I achieved this 
goal.   

In terms of my personal development I learned to 
‘reset’ my mind when having an idea of something, 
in this case the theme. At first, I really thought this 
theme had to do with education, and of course it 
does. However, it can be so much more than that. 
With help of the other team members I did ‘reset’ 

my mind and together we came up with ideas that 
go beyond education. 

Moreover, I have learned to give away control. I’m a 
person who wants to deliver quality and if I get in-
volved in a deliverable, I know what the quality will 
be.  I am proud of myself that I did not want to get 
involved in making the video for the demo day. Even 
though I know the quality could have been better, it 
was Emile and Eileen their first time making such a 
video and for a first time I am proud of their result. 

I felt at ease in this project and the freedom moti-
vated me to take initiative in things that need to be 
or can be done. However, I have not really left my 
laptop within taking this initiative. For upcoming 
projects my goal is to make more (aesthetically 
pleasing) prototypes. This is going to be a chal-
lenge since working with my hands is not really 
‘my thing’. It will be a path of just doing and mostly 
gaining confidence in doing, so that I eventually 
will achieve this goal. 

Yorn thijssen



2524 DPB100 - Project 1 - Play to Learn - Group 3E

Appendix
Interview Author: Manon Berns

“The book business is very traditional. There is not a lot of innovation. That is why I am so hap-
py with such an innovative product as yours.”

Interview language expert: Dr. Sikkema - De Jong

“The right balance between animations and text of course depends on your target group.”
 
“If children should learn something from books and being read to, the text should be qualitively 
good. Texts in children’s books are written by professional authors. Learning to read properly of 
course also depends on motivation. Do not try to do the work an author can do much better.”

“The conservation of the original book is one of the powers of your design.”

“You should not animate for fun if the goal is to develop the language of the children. Children 
should understand the meaning of the text better because of the images.”

“If you watch children who are read to often for a long period of time, it is visible that they have 
internalised more text characteristics. Reading to the children apparently really helps them to 
become better literate. Therefore, making the written text visible seems to me to be important.” 

“A sound effect could support the meaning, but irrelevant sound effects are solely distracting.”

“If children are read to from the beginning, it stimulates the motivation for reading and has a 
positive influence on the language development.”

“If I should advise you, I would say that it would be smart to choose a defined agegroup, such as 
three to six years old.”

“Children read increasingly less books in their spare time. Your design may stimulate reading in 
the spare time of older children as well. That could be a step for the future. For this project how-
ever, I would stick with a younger agegroup.”

“If you want children to pay attention to the text and the story, you should limit the amount of 
extras that do not have anything to do with the story.”

Questionnaire: Questions & Results

Interview Head of Identity Games: Jan Maurits

“It is important to stay with the core of your product and always keep the main purpose in mind. 
In your case, improving language development of children is the power of your design. Every 
decision should be made to achieve that.”

“It is very difficult to determine whether or not your thought-through combination of old and 
new technology will please the audience. However, in your case, the traditional, physical book is 
still needed and the technology itself is not very difficult.”
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Reading to children helps children with recognizing letters and they learn to understand that the 
written word is a representation of the spoken word. The conversation, the emotional quality, inter-
actions and discussions during reading to children is even more important than the reading. This 
includes talking about the images and asking questions. It can make children enthusiastic about 
reading. (Bus, 2003) Reading to children is stimulating the language skills and in addition it also im-
proves the bond and verbal interaction between parent and child. (Vivas, 1996: Wells, 1983). 

Research into children’s reading development
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Reflection Midterm Demo Day 

Tops: 
•	 Most people liked the idea, liked the smaller shape
•	 Great how It was presented 
•	 Neat clothing 
•	 Nice way of presenting together 
•	 People liked the animations and the poster
•	 Colours were nice

Tips: 
•	 Think more about the design, some thought it seemed more for boys than for girls, just looking 

at the designs, maybe have two different ones, one for boys, one for girls, but just try it out with 
user tests

•	 Make it more child friendly, use less sharp edges etc.
•	 Think of which material to use for the design, for example that silicone stuff idk 
•	 Think about the assumptions we made, some might not be as true as we think (best way of im-

proving language skills etc) 
•	 Think about the age difference of children 
•	 Maybe use a drawing function to make it more interactive 
•	 Try not to change the book industry 
•	 Use some soft lights to make it more attractive 
•	 Start doing more and more user tests for every area, technical wise and aesthetic wise 
•	 Gaps of the green one could be used as ventilation for the beamer 
•	 Switch it on/off by putting the gaps together and open the gaps. (in elkaar schuiven) 
•	 (amazon voice recognition) 
•	 What about rights for the book industry 
•	 Think less big than changing the whole book industry, less is more 
•	 The battery could bring the design out of balance, because the center of gravity changes when 

you turn the design 
•	 The design looks quite modern & technical, but we might want to make it look more like some-

thing for children, a bit cuter 
•	 Name is a bit too simple 
•	 Use voice recognition from your phone instead of integrating it in the design 
•	 Design could be used as a nightlight or projection of stars on the ceiling
•	 App icon plus not clear enough, maybe change to barcode 
•	 On the poster it would be nice if the projection was also shown

Results of our user tests
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Results in graphs & important quotes

App testing: Was very successful, everyone could fulfill the tasks, maybe only change the plus sign to 
a barcode sign

Design testing: Nicole/Jip: ‘Would not want to work with a speaker, we believe that it would give too 
much of a movie effect and can be disturbing when reading’
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Note: The hexagon is maybe more often mentioned in the top 3, but the pentagon was mentioned 
three times at first place and hexagon only once.

Note: The hexagon is maybe more often mentioned in the top 3, but the pentagon was mentioned 
three times at first place and hexagon only once.

Note: Bart/Wijnie: ‘Would like some bumpers of rubber when the object is made out of plastic.’
Stefanie: ‘Use covers to make it more customisable or use the material from divers suits to make it 
water proof.’

Questions: Which position?: Everyone liked the idea of using it in different positions and that it 
would be able to shine upwards, sideways and diagonal .

How big?: Everyone preferred a smaller product, like the blue version we 3d printed, they preferred 
that one, because it was easier to take with them and to find a place to set it up.

Which colour?: All kinds of different colours were mentioned, so that make us think about a way to 
customise it, so that everyone could get something they like.

Two versions or one?: In this age everything needs to be gender neutral or customisable 
Still use the book or forget about it?: The reactions were a bit mixed about this, but most people would 
still want to use the book and see this as a nice addition, but who knows what the future brings us 
when everything is getting more digital.

Sticker Sheets
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Package
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User Manual
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Video’s

Final video
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Infographic Midterm DemoDay Infographic Final DemoDay
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