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Design assignment
Stakeholder

The residents in the Spoorzone

Promise
The CMiD solution aims at improving the aesthetic 

perception of the Spoorzone, while extending an athmos-
phere that induces trust and curiosity and leaves fertile 
ground for imagination and adventure.

Users + UX targets
Primary users

Parents with their children who live in the Spoorzone.

The CMID will be educative in a playful manner.

Secondary users

People who live in Delft and travel through the Spoor-
zone.

The CMID solution makes it enjoyable to travel 
through the Spoorzone to such an extend that the 
negativity towards the Spoorzone will disappear.

Primary user

Secondary user

Stakeholder
The residents in the Spoorzone

Media mix
The following media will be used in the CMid-solution:

•	 Physical object(s)

•	 Website

•	 Mobile app

•	 Posters,	flyers,	promotion	material
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Touch points matrix
A touchpoints matrix has been made using three sce-

nario’s that one of the two personas can walk through.

Blue
Annemarie and her son’s daily routine of going to school. 
This can result in two different subscenario’s.

Pink
Annemarie and her sons who travel to go to their (grand)
mom in the Hague. This can also result in two subsce-
nario’s, depending on the use of the app.

Green
Anita and her daughter also on their daily routine to 
school.

Touch points matrix

Scenarios
The scenario’s that represent each color in the matrix 

are presented in the appendix in the back. The scenario’s 
are presented in a storyboard.

The physical objects around the Spoorzone will mostly 
function as aesthetic objects to draw the attention of 
our	users.	Since	their	attention	was	first	focused	on	the	
constructions, the big machines and sandy surroundings 
we want this focus to shift to our CMiD. In this sense we 
improve the aesthetic perception of the Spoorzone. The 
posters and website are media that function more in an 
informative way of i.e. how to interact with the object or 
information about the Spoorzone project. This induces 
trust and comforts the user’s curiosity. Furthermore, a 
mobile app and festivities are media that will involve the 
user more and more to our CMiD solution, which will 
take them on an adventure. With this media mix we hope 
to achieve a more enjoyable experience within the Spoor-
zone in order to disappear any negativity towards the 
Spoorzone project.



CMid-Concepts

Primary user

The primary user is Annemarie who lives with her 
twin sons around the Spoorzone. The route she fol-
lows everydag is showed.

Secondary users

The secondary user is Anita, who also has to travel 
through the Spoorzone, but doesn’t live around it. Her  
daily route is also showed.

Personas and routes

Primary user

Secondary user



Interaction Vision

Interaction vision

The keywords that will play an important role in our 
CMiD-solution are: adventurous, curious and interactive. 

Actors map
The actors map shows the relation between the stake-

holder (residents around the Spoorzone) and the primary 
and secondary users.

Actors map



Concept 1
Treasure hunt

The ‘treasure hunt’ encompasses multiple stages of the 
construction works. In its structure it lies close to the 
Alternate Reality Game, as discussed in the analyzed 
CMiD’s. A treasure hunt could consist of multiple small-
er ‘minigames’ with a common goal of uncovering the 
meaning	of	the	construction	or	discovery	of	a	fictional	
plot in the Spoorzone. This treasure hunt utilizes short 
attention spans in a larger storyline and thus implies 
gradual immersion in the essence of what’s happening 
in the Spoorzone. As for direct input of children, there is 
room for none in this concept. Based on our research on 
this group, however, we might shape the treasure hunt in 
a way that it nudges the adult audience into the adven-
turous way kids would deal with the area.

The separate physical manifestations of the treasure 
hunt would have to be beautiful little ‘jewels’ and func-
tion	as	‘attention	shifters’.	As	defined	in	our	design	
promise, we want to improve the aesthetic perception 
of the Spoorzone; shifting the attention from the dirty 
trucks and noisy machines in the area to visually pleas-
ing,	interactive	stations	would	definitely	be	an	improve-
ment in that sense. ‘Separate physical manifestations’ 
could range from places where QR-tags are hidden, elec-
tronic terminals that respond to a mobile app to a central 
mascotte-like sculpture.

The physical objects in the Spoorzone will make the co-
muters curious. Because of the way these are designed it 
will not be immediately clear  what the objects represent. 
This will leave some room for imagination. The objects 
are to be designed in a way that they are visually appeal-
ing (early in the design process we compared the objects 
to ‘little jewels’). The treasure hunt will distract people 
around the Spoorzone from the constructions and will 
also give them a more positive look at the whole project, 
since they will be informed about it while being on the 
hunt.

Touch points matrix

Treasure hunt



Storyboard

Annemarie and her kids are on their way to their 
grandparents. As their train arrives Annemarie quickly 
gathers her kids (who wandered off a little on the plat-
form)	and	shortly	notices	her	son	Joep	fiddling	with	an	
unusual little machine. Thinking its just a new OV-chip 
terminal she pays little heed and boards the train (1). 
When they get off in The Hague Central Station, Anne-
marie is a little confused because the OV-chip terminals 
on this station are still the ‘normal’ ones. She discards 
the thought and the family carries on to their destina-
tion.

Later that day, when Annemarie and the kids return at 
Delft station, Annemarie sees the machine again while 
they walk the platform and it sparks her early memory 
and confusion. She glances at it and notices that it says 
in large letters ‘PRESS HERE’, with an arrow pointing to 
a shiny button. As they get closer to the thing, another 
passer-by decides to press the button. To her amaze-
ment, a little paper ‘ticket’ comes out with a cryptic 
graphic on it. Joep also notices this and runs up to the 
machine and presses the button as well (2). He receives 
a similar ticket and shows it to his brother Tommie who 
eagerly presses the button as well. A little curious but a 
little pressed with time for cooking, Annemarie tells her 
kids to come along (3).

After dinner, she sees the tickets Joep and Tommie left 
on the table and vaguely recognizes the printed graphic 
as a QR-tag. Her new smartphone should be able to read 
it, and her curiosity makes her use that function (for the 
first	time	actually)	(4); through the QR-tag she receives 
an app (5) that shows a map of the Spoorzone with a 
little blue dot pointing out some location (6). The GPS 
on her phone automatically plans a walking route to it. 
Puzzled by this strange ‘invitation’ she studies the map a 
little further and understands the blue dot to be located 
somewhere under the railway overpass. Her husband 
joins her in her puzzlement and decides adventurously to 
check it out later that evening while walking the dog (7).

Scenario 1 - Treasure hunt



As her husband returns from his walk, he enthusiasti-
cally shows Annemarie a second QR-tag which had him 
download a supplement for the app previously down-
loaded (8). Never having seen augmented reality at all, 
he’s	baffled	with	‘what	they	can	do	with	technology	these	
days’ and shows Annemarie how he can see the windmill 
‘de Roos’, the Bagijnetoren, the old train station build-
ing and some other landmarks through the walls of his 
house! That is to say, on the screen of his cellphone off 
course, but with the app working together with the cam-
era on his phone, the landmarks are projected in per-
spective and in real-time.

Over the course of the next two months Annemarie 
notices more and more similar machines appearing on 
the Spoorzone (9).	Some	at	bicycle	traffic	lights,	some	on	
the platform, others sparsely distributed over the side-
walk and some on unexpected locations such as directly 
behind the fence of the construction pit. Also smaller 
objects start appearing in the Spoorzone, some with a lid 
that hides a QR-tag or arrow, some are frames around 
artworks hanging on random locations in the Spoorzone. 
While the objects themselves differ greatly in func-
tion, they all share a particular colour, glaze and similar 
shapes. Also, the objects are all marked with a logo.

Annemarie doesn’t know what to make of the sudden 
addition	of	these	mystical	devices,	not	affiliated	to	any	
established company or organization. There is no deny-
ing that the little devices have caught her attention at 
this point, and because of her uncertainty of what they 
are she starts noticing them everywhere.

A week or so later while shopping for groceries, she 
sees	some	five	people	standing	around	a	screen	finally	
revealing some clue of what the objects are (10). Or, at 
least it shows short video fragments of the Spoorzone 
and concludes with a website: www.despoorzonedroom.
nl. She makes a mental note of this and when back home, 
discovers the website contains a forum (11) where some 
younger people are discussing comical hidden messages 
and discoveries related to the arrows, QR-tags, artworks 
and other objects found in the Spoorzone. Amusingly, 
she recognizes a lot of the concerned objects and sees 
the link between them now (12). Also, the website con-
tains an invitation to an outdoor theater festival that will 
be	held	in	the	construction	pit.	Baffled	by	the	idea	she	
proposes the festival to her husband and her friends. In 
doing so, the curiosity and gradual understanding of ‘the 
Spoorzone Dream’ continues (13)…

The climax of the ‘Spoorzone Dream’ treasure hunt will 
be	the	festivities	around	the	first	train	riding	through	the	
new tunnel which will be introduced in the storyline of 
the treasure hunt, with some real-life unlock-able fea-
tures through the Spoorzone Dream treasure hunt. (14)



Concept 2
Mosaic

Touch points matrix

Mosaic

Website to upload your drawing/picture/photo/delft 
blauw tiles (made by children). To download the mobile 
app	and	to	find	information	about	the	spoorzone.

Physical location object that projects all the upload-
ed material and together a mosaic image is created. This 
image could represent the Spoorzone when it is done at 
that	specific	location.

Poster that informs the by-passer how to use the 
object on physical location. This poster could be near the 
object or somewhere on the object. A QR-tag is present 
to download the mobile app.

Mobile app	find	a	certain	drawing/picture/photo/
tile (for the parents) with Layar. And/or be in charge of 
what will be projected on the object. What kind of image. 
Examples: images of different locations in the spoorzone.

The mosaic wall will exist out of a lot of different parts, 
which	are	not	yet	defined,	but	will	trigger	the	curiosity	
of the commuters and residents around the Spoorzone. 
Since the image projected on the mosaic will change a 
lot, it will keep being interesting for the users. It will stay 
an adventure as long as there are images that are not yet 
defined	by	the	users.	The	mosaic	will	be	big	enough	to	be	
noticed by many travellers and residents, but will have 
an indistinct enough image to raise questions by its us-
ers.



Storyboard

Scenario 1

Scenario 1 - Mosaic

It’s a normal Tuesday morning when Annemarie brings 
the twins to school. When passing the Phoenixstraat An-
nemarie sees a beautiful object composed of mosaic tiles 
that shows a future sight of the Phoenixstraat after the 
constructions	are	finished	(1). The twins see the mosaic 
object too and their attention is caught by a poster next 
to the mosaic object. The poster explains that Joep and 
Timmie can make their own drawing and upload it at 
a	specific	website.	When	the	drawings	are	uploaded	it	
will be shown on the mosaic object (2). The twins are so 
excited they want to make the drawings right away!  An-
nemarie takes the twins and brings them to school whilst 
promising they can make the drawings when they get 
back home.

After	Timmie	and	Joepfinish	the	drawings	Annemarie	
scans them and uploads them on the website (3). There 
she reads also that with a mobile app, she can download 
from the website, she can locate her son’s drawings on 
the mosaic object. (4)

The next day the twins only have school until 12:30h. 
Annemarie picks Joep and Timmie up from school and  
they travel to the station to visit their grandparents in 
the Hague. At the station Annemarie sees another mo-
saic object to her surprise, this time it shows a future 
drawing of the station area. The train takes another 15 
minutes to arrive so she takes out her smartphone and 
starts	the	app	she	downloaded.	Eager	to	find	her	sons	
drawings she points her phone to the mosaic object. 
‘Look Timmie! There is your beautiful drawing, and wow 
Joep yours looks amazing’, Annemarie said (5). The 
twins all happy and jumpy are proud that their drawing 
is shown on the object. With a joyful feeling Annemarie 
and the twins enter the train to the Hague. 



Scenario 2 - Mosaic

On the same Tuesday morning Anita is bringing her 
daughter	Shelley	to	school	by	bus.	Anita	finds	it	annoy-
ing that they have to change busses at Delft station, be-
cause nowadays the station and its surrounding is such a 
mess. She used to like the area around Delft station, but 
she is happy that she doesn’t live in that area now. 

Waiting for the next bus on Delft station Shelley and 
Anita are struck by the beautiful mosaic object that is 
standing there (1). Since they have another 10 minutes 
for the bus to come Anita takes her daughter to the 
mosaic object reading the information on the poster 
next to it. On the poster is explained what the purpose of 
the object is and how it is used (2). A QR-tag is present 
on the poster so Anita scans it to download the app on 
her mobile phone (3). The app took only 10 seconds to 
download, but now Shelley is becoming impatient. She 
wants something to happen with the mosaic. Anita says, 
‘one	minute	dear,	mommy	is	downloading	the	app	first’	
(4). 

Then, Anita saw all the drawings that are possible to 
project on the mosaic object. They all represent differ-
ent	sceneries	of	the	Spoorzone	when	it	is	finished.	‘Look	
Shelley, this is how the station will look like in 13 years, 
and this looks like a nice park at the Phoenixstraat’, 
Anita says to her daughter while selecting a new layer. 
Shelley doesn’t really care about what the images repre-
sent, but is more interested in the sight of the transition-
ing between 2 drawings, ‘Again mommy, make it change 
again!’, she screams excited (5). Through the mobile 
app Anita goes to the website (6). She sees interesting 
information so later that day when Anita is back home 
she goes to the website behind her laptop to learn more 
about the Spoorzone project.(7)

Storyboard

Scenario 2



Concept 3
Highlights

This concept holds a telescope or similar optical device 
central, and guides the users’ point of view to certain 
interesting areas thus determining the impression of the 
area. This physical telescope would likely be placed on a 
high point, where the role of the school kids could well 
be the determination of the highlights guiding the tel-
escope.

Working together with a mobile app incorporating 
Augmented Reality software, this could lead to the at-
tention of the audience towards interesting details in an 
otherwise dull and annoying Spoorzone. The highlights 
of the telescope could well be guided towards in the app, 
such as snowboard manufacturer Burton’s app does with 
ski slopes. Another option is for example to gloze the 
area through augmented reality, showing the children’s 
imagination of the area through the display.

Touch points matrix

Highlights



This scenario starts with Annemarie and her children 
finding	themselves	in	the	Spoorzone	on	the	platform	
waiting for the train. They are going to visit grandpa and 
grandma, but still have to wait 15 minutes for the next 
train. Bored of waiting they look around, for interest-
ing things to discover. They see the excavation site they 
already now, but also see a telescope aiming towards the 
site. Curiously the twins start to run up to the telescope. 
“The telescope is free of charge!”, Timmie says (1). Ea-
gerly he looks through the telescope (2). “Whoah, this is 
cool, I see the new buildings appear where the cranes are 
standing!!” (3 + 4). “Let me see, let me see”, Joep says. 
“okay, but I want to look again when you’re done. You 
need to look at the marks”. Through the telescope one 
can see a different world than that is shown through the 
means of augmented reality (4). Annemarie now arrives 
and also looks through the telescope. “Oh, how funny”. 
“Hey, it can connect with my mobile phone if I aim for 
the poster” (5). She grabs her phone and can install the 
corresponding app (6). She can now see as through the 
telescope with her phone (7), also with the help of aug-
mented reality (8 +9). Also, an explanation of the tele-
scope is given and a link to the website in the app directs 
you to more insight and enables her to create something 
herself for the telescope.

She shows the view on the phone to her kids, and they 
talk about it on their way to grandpa and grandma. Ar-
rived at Annemarie’s grandparents (10), they tell about 
the telescope. Annemarie still knows the site via her app, 
which sends an e-mail to her mailbox with a link to the 
site. When opening the site, the twins are invited to dive 
into the world of the Spoorzone and immediately play 
and create their own Spoorzone. Their creations can be 
uploaded (11) via the internet onto Annemarie’s mobile 
(12), but can also be sent to all the telescopes on the 
spoorzone (13). Now more people can see the creations 
of Joep and Timmie (15 + 16).

Scenario - Highlights

Storyboard



Scenario 1 Annemarie and her son’s daily routine of going to school



Scenario 2 Anita and her daughter also on their daily routine to school



Scenario 3 Annemarie and her sons who travel to go to their (grand)mom in the Hague


