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Introduction

When it comes to health, people often focus on a healthy diet and exercise, but tend to 
forget the mental and physical benefits of sleep. Bad sleep quality can lead to bad perfor-
mance at school or at work and can even lead to disease. (Delward, 2009). Because sleeping 
is a blind process, it is interesting to relate it to our theme smart to touch. With the elements, 
smart and touch, we hope to give people a good night rest.

Having a good and consistent bedtime routine from a young age improves sleep quality and 
duration when children are older (Meltzer, 2010) (Appendix 1). A good bedtime routine should 
last half an hour and include calming activities. Children should start developing these healthy 
habits around sleep from a young age to guarantee improved sleep quality at a later age. 

The goal of our project is to change the bedtime routine for a better sleep quality for children 
from two to six years old. By creating this routine at such a young age we hope it becomes 
a habit for the rest of their lives. However setting such a routine can be challenging, because 
we are designing for an age group that is developing a lot. In evening routines they tend to be 
easily distracted, they are not listening to their parents or they might have too much energy. 
Furthermore, we want parents to have authority over the upbringing of their child, so we had 
to take their differences into account as well.

As a group, we value design that contributes to people’s lives. In this project, sleep quality is 
improved by creating a healthy bedtime routine. Within this project, the sustainable devel-
opment  goal for good health and wellbeing is tackled. In this report is described what the 
group goals are, a summary of the process and which design iterations we went through. We 
support our choices with research, user tests and an interview with a professional. Finally, we 
describe our concept and other overall results and the conclusion of our project with possible 
future steps.
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Project goal 

In the first stages of this project, we set up a couple of goals. We wanted to take a different 
approach and not start from a problem, so we would come up with a more unique idea with 
a new market. To achieve this goal we started our ideation with questions like: “What if…?” 
and “What if we improved this…?” This way we could create a new opportunity to work upon.

We find it important for our design to have a touching emotional aspect so the concept 
should really bind with the user. We liked to look into emotional feelings and worked a lot on 
this aspect in the first weeks. Further we valued exploring with materials and did this a lot to 
create a good palette to pick from once we want to realize our concept. Finally, we wanted 
to create an intuitive buttonless design. We wanted to work more motion full interactions 
instead of tapping motions with not too much meaning. These goals gave us many opportuni-
ties to use smart materials and technology.

When we started with designing a bedtime routine for young children we soon set some 
values for our concept. It should be intuitive for both children and their parents. We wanted 
parents to apply their own raising techniques, so the concept had to be adjustable. To keep 
children motivated to follow their routine consistently, it had to be playful and engaging. Final-
ly we wanted to improve sleep quality and ease children into sleep, so the experience had to 
be calming.

From the midterm on, we set new priorities as we entered a new stage of the project. From 
this stage, we split up and started to focus more on our personal goals. Camille and Amy 
wanted to do a user test and start to give shape and meaning to the project  by focusing on 
further research. We thought the user test will give us more insight into the small aspects and 
whether users understand the concept. If this will indeed give us more understanding, we can 
even ask if they see the potential. We would also like to confirm if it’s true that every family 
has a different routine they want to teach their kids. This comes to the point that we want 
the product to be used by all these different cultures and families as we do think it should be 
accessible to everyone.

The other two wanted to spend more time giving shape to the product. We did this in multiple 
ways, Diede, for example, wanted to start learning how to render products whereas Carmen 
wanted to put her exploratory sketching skills to use, this way we could convey our design 
better as one of the things we’ve struggled with was explaining the design.

At last, was our focus on the related business model Camille and Carmen wanted to work on 
as they both did the business & entrepreneurship elective. This business model could give us 
a little more insight into product marketing and play into our customizability.
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Process

Below we describe a short summary of our process. Under iterations we elaborate all these 
steps more into depth. Receiving feedback helped us to go through these iterations and get-
ting more into depth into several aspects of the concept and design decisions. 

Figure 1: Process

1-8. Before the midterm

In the beginning or the project we were exploring opportunities, gathering touch experience, ideating, 
validating ideas, sketching scenario’s and visualizing the concept. 

9. First phase after feedback

Based on the feedback during the midterm assessment we continued with developing the concept. 
We did research about the differences and similarities in the behaviour of children of different ages 
within our target group. Moreover, we found out how this behaviour can be influenced. 

10. Broad ideation

To empathize and come up with appropriate applications we ideated on this. 

11. Decision direction

Design decisions are made to iterate to one concept, the Final design. 

12. Ideating for module idea

An ideation about the module system is done. We imagined several use scenario’s of these module 
systems. 

13. Conclusions explorations

For the explorations, conclusions are made to consider options, compare and choose. 

14. User tests and interview professional
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We did a user- test and interview to test the linearity and customizability of the concept. Moreover, 
we did an interview with a professional to get indirect feedback onto the concept. 

15. Idea visualization

The modules for different different steps of the routine are visualized to ideate on the working of 
these. 3D sketches and prototypes of the concept are made to ideate on and develop the visual con-
cept working. 

16. Sketching use scenarios

The evening routines of families can differ a lot. Possible scenarios of the evening and the product in 
use are sketched. 

17. Prototyping

The prototyping of the concept gave the opportunity of communicating the idea. 
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Iterations

1-8. Before the midterm 

The first two weeks of our project we were feeling different materials and structures to 
describe our experiences in order to get a grasp of the theme (Appendix 5). We believed 
sleeping was an interesting subject to combine with smart to touch, because it is an activity 
we do with our eyes closed. Our initial design brief was: ‘Creating a dynamic sleeping experi-
ence that adapts to your sleep behavior’. We discovered that good sleep quality depends on 
emotional and more physical aspects. Our initial decision was to focus on the emotional part. 
an example idea was for a book that shuts the lights off when closed. While closing the book, 
the day would be ‘closed’ as well. Research showed that clearing your mind at the end of the 
day can improve sleep quality (Mawer, 2020).

However we learned that emotions and temperature 
often rely on each other and in some of the example 
ideas it is visible that both factors are included. An ex-
ample was the cylinder that can regulate temperature 
and provides a safe feeling. We saw many options for the 
cylinder bed, so decided to continue with this idea. How-
ever, with feedback from our coaches we realised that it 
would be an expensive design that would only attract a 
very specific target group. 

We decided to take a step back and explore all the 
factors that could influence sleeping and what sort of 
products could improve the quality of these factors. 
We were inspired by children’s plushies and decided 
to focus on this young target group. We learned that 
evening routines are important for overall sleep quality, 
duration and that they can improve behavior (Melt-
zer, 2010). We wrote possible scenarios to explore this 
bedtime routine and came up with an idea for a plush-
ie with different interactions for the steps of the rou-
tine figure 3. However, we didn’t want to limit ourselves 

to the plushie yet, so we presented quite a broad concept at the midterm. We made this 
choice, because at earlier peer reviews other groups only gave feedback on the plushie and 
not the broader concept. The concept would make it easier to understand for the people 
from the demo day and also help us with iterations in the futuremade, as this plushie limited 
our options quite a bit.

9. First phase after feedback
After the midterm we realised that we had to learn more about materials, so we could im-
plement them more easily in our concept appendix 5. Secondly, we wanted to learn more 
about children and their parents. The research triggered some ideas, which is explained in the 
conclusion of the research.

Figure 2: scenario

Figure 3: Ideas modules
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Psychology research

After the midterm we wanted to develop more understanding of our target group and what 
the differences are between ages. We created a table that summarized characteristics and 
abilities of children by age (Appendix 2), to help ourselves with understanding these children. 
We learned that children go through many different emotional phases. In some phases they 
are more easily frustrated, in some phases they are very easily pleased. Over the years 
they also treat their parents differently (Appendix 3.1). We needed to anticipate this with our 
design and be prepared for these differences in behaviour. Another important learning point 
from this research is at what age they can do certain activities themselves. For example from 
the age of 4 most children start brushing their teeth themselves.

Secondly, we researched teaching methods. We learned that children tend to copy adults, 
which is interesting for children at an age where they can’t do the routine themselves (Niel-
sen & Blank, 2011) (Barr, R. Hayne, H. 2010)(Appendix 4.1). Additionally we researched learning 
by teaching, where we came across an example of children who learned English by teaching 
robot words (Tanaka & Matsuzoe, 2012). The goal here was to see if more personification in 
our product would support the routine learning process. Finally, we wanted to get a grasp of 
learning by rewards. Research on Montessori education showed that intrinsic motivation is 
more important and that rewarding could even have negative effects (Lillard, 2013) (Appen-
dix 4.2.)

Conclusions research 

Before the midterm we made scenarios that would include or exclude dinner. After the mid-
term we realised that we should focus on the routine, and because dinner comes with its 
own problems, we excluded dinner. Furthermore we decided that the routine consisted of 
two parts: a relaxing or playing part after dinner and a routine part that prepared for bed, 
which included the steps of washing, brushing teeth, 
putting on pyjamas and reading a book to the child. 
For both parts it is important that screen time is 
as limited as possible, preferably no screen  before 
bed (Loughran, 2015). The second part should last 
an hour according to Meltzer (2010). The timeline 
we created can be seen in figure 4. With dividing 
the routine in parts we also thought of a connecting 
device that would be placed in the living room and 
would send notifications to the child about when 
the child had to go upstairs and should start getting 
ready for bed. Later we did not continue this, be-
cause we only wanted to focus on making the child 
ready for bed and we worked this out in detail, since 
it was the core of our concept.
Finally we decided that we wanted to focus on intrinsic motivation instead of rewarding, since 
there are many researches that suggest that that works better and rewarding may even 
have a bad influence on the learning process (Lillard, 2013).

10. Broad ideation
We had a broad ideation, where we came up with many ideas. We illustrated a few of these 
ideas below and also mention their advantages and disadvantages. 

We decided not to go for the latter three options as a quest would be too playful and that 

Figure 4: Timeline of routine



9

wouldn’t go well with our goal to calm children down before going to sleep. We didn’t choose 
the bracelet as it might be too intrusive and it was more difficult to show a clear order. This 
clear order was an advantage, because children like to know what to expect (Meltzer, 2010). 
And the timeline we didn’t see much potential in, because that concept fitted only the goal of 
learning the routine and not necessarily carrying it out. We did choose to develop the idea of 
the stacking of modules because of several advantages. First of all it provides a play element 
which can motivate the child to keep using it. Moreover the child will be building a linear stack 
which corresponds with the linear execution of an established routine. Finally, modules can be 

taken with the child. This way the accompaniment with interaction can be provided.  

Figure 5: various ideas

11 Decision direction
After a lot of ideation, we noticed that we were on the same page on the next steps but for 
clear communication we stated which page this exactly was. We set five guidelines that were 
also decisions about our design. 

The first requirement of our design was that the product exists of modules. One of the rea-
sons we really stood behind the product modularity is the diversity in routines. We wanted to 
give parents the authority over the routine and we figured every child has a different routine, 
which would later be confirmed in the usertest. This was why we thought the product should 
consist of modules as these allow for the order to be changed, but also be removed. 

The second requirement was that the child will take the module to the corresponding activity. 
If the child takes the modules with them, it is a constant reminder of what the child is sup-
posed to be doing. The child is less likely to be distracted by toys or other things. 

The third requirement was that the modules will be gathered in one place in a clear order. 
This order has to be the same every evening, so the child really learns one routine.

The fourth requirement was that the product includes some sort of timer. To guarantee im-
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proved sleep quality,  it is also important to make sure that the bedtime is consistent as well 
(Meltzer, 2010). There has to be some sort of time tracking, so the routine will approximately 
last the same time every night.

The last requirement was that the product has some personification. A nice example in re-
search was the Huggy Puppy, that helped children with their nighttime fears (Russ & Fehr, 
2013). In this and the earlier mentioned robot, it became clear that children are less scared 
and can learn better when they take care of something (Tanaka & Matzusoe, 2012). We be-
lieve that personification would help children in learning a routine.

12 Ideating for module idea
When we were exploring further with our decisions for the direction, we first looked at the 
basic steps such as washing, brushing teeth, putting on pyjamas and reading to the child or 
book sharing. Then we divided the different requirements among ourselves and explored 
them.

Modules

Our initial ideas for pucks were something that could wrap around the toothbrush or children 
touching teeth in a fake open mouth, where they 
brushed their teeth, as reflection on the action. For 
washing and putting on the pyjama we thought of 
different pucks, such as a washcloth or dressing a 
doll. 

After the quick first iteration on modules, we ex-
plored more on the kind of movements you would 
have to make to complete a step. Brushing teeth 
requires fast short movements, while putting on 
pyjamas requires slower large movements. We 
created an overview of movements, feelings and 
possible interactions that related to each step fig-
ure 5. With this overview we made ideas to make 
the inside of the puck more interesting. The teeth brushing puck could have two springs inside 
attached to a brush. The puck would recreate the typical brushing sound.

Finally, we explored the shapes of the modules and the shapes for a completed routine. We 
saw opportunities for puck or donut shaped modules and also had ideas for bracelets or 
scrunchies. We realised that the shape of the modules also relied on their function and the 
combination of all the pucks.

Combining the modules

We had many ideas to create an interesting base and we tried to 
let it represent a calming experience. One idea was a rainbow that 
could light up when the routine was completed. An advantage of 
this is that the sizes or the modules clearly indicate the order. Other 
ideas included a tree or flower In figure on the left. Trees and flow-
ers represent something alive that a child can take care of. In ear-
lier research we saw that taking care of something could help with 
nighttime fears and may also support the learning experience (Russ 

Figure: 7 Idea Tree

Figure 6: post-its
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& Fehr, 2013). We liked the idea of implementing light, because it is a nice reward and also 
motivates to read before be time.

Earlier we mentioned that we wanted to focus on intrinsic motivation. All previous ideas con-
tained some sort of rewards. However, these aren’t rewards a parent gives the child, such 
as candy or extra screen time, but the reward is a part of the product. The reward is more a 
goal to achieve than a literal reward given by the parents. 

Ideation for personification

We felt that our module’s idea would make the personification of our product a little harder 
as the shape would now have to be unified. For this reason we started to look into alternate 
ways of personification. One of our ideas was to utilize the child’s fantasy and make them be-
lieve something lives inside the pucks. This way the kids could still believe that they are caring 
for something without them actually having to see what’s inside. This idea has been inspired 
by a Wii game where they utilised the games haptics to give the illusion something was mov-
ing inside the remote. By shaking the remote the creature would fly throughout the controller.

A more specific way of this personification was to convince them that the pucks contained for 
example gnomes. Because of the young age of the children they would still believe in this. We 
wanted to contact a children’s book writer for this but never got in contact with one. On top 
of that we didn’t quite know what direction to go with this form of personalization. 

Another way of personification would be embracing the module nature and creating some-
thing out of all the modules combined such as a face that exists of multiple parts that all are 
removable for use, that would however make the shape of the design way more restricted. 
After we stopped pursuing these ideas the personalisation was left behind. This is still some-
thing we can see a future in, but we haven’t found the right opportunity for this yet.

Remaining explorations

After exploring the most important aspects of our design, we were left with two more prac-
tical complications. Earlier we said that we wanted some sort of timer in our design. Another 
problem was resetting the routine, so it was ready for the next day. We didn’t want to con-
fuse a child with the task of resetting, so we also explored this part of the product.

Time versus quality
The question was whether the focus would be more on carrying out the tasks in time or to 
focus more on the quality of the steps. When brushing teeth, parents can consider it import-
ant for the children to brush for two minutes. However, the quality of the brushing should also 
be preserved. In the end we decided that we wanted to focus on a consistent order of the 
steps, because that can really prepare the child’s body for bed and children don’t have much 
sense of time (Boxmeer van, T., 2020). We decided to leave checking time to the parents.

Resetting the routine

We were interested in resetting the routine, so a child could start the routine more easily the 
next day. One idea was a ‘to do’ and a ‘done’ cylinder placed on a platform.  If a routine is 
completed one evening, the platform would turn, so that ‘done’ became ‘to do’.
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13. Conclusions explorations

To make the process a little rewarding and promote reading before going to sleep, we 
thought of integrating a reading light in one of the modules. This reading light would only work 
if all the previous steps had been done. This way, the kids would be working towards a goal. 
Only, this light should be very simple and be powered by the base, because we decided to 
keep complicated electronics outside of the modules. We figured separate powered elec-
tronics could be dangerous when the modules are taken for example to the bathroom and 
come in contact with water. This could be harmful to the children, parents and the products 
itself. Electronics would also be more expensive. 

Considering the above mentioned arguments we decided that electronics would only be inte-
grated in the base. The modules themselves might include conductors though as these could 
lead power to the light module, but won’t have any power source themselves.

Stacking the modules

For the mounting of the modules we came up with a way that would guarantee our value of 
the customization of the routine, but would also give the children clear guidance in stacking 
the pucks.

This was quite a challenge as the kids need a guide that either fits or not while the customi-
zation requires something that always fits. We came up with connector pieces that would fit 
on top of every module while only being able to attach to its intended module. figure 8 In the 
business model this would mean that the module is sold along with its proprietary connector. 
An idea was to make the shapes of these connector pieces as icons corresponding to the 

task. The parents have the opportunity to choose the order of the stacks, in addition making 
it a fixed order for the children. 

First we made 3D renderings to illustrate this stacking concept. Later in our prototyping 
phase we also build them. 

14. User tests and interview professional
User tests 

To test the stacking of the pucks a user test was created. The 
test was set up as follows, see figures 9&10: It started off by 
giving a brief introduction about the project without revealing 
the concept. Then we did a short interview to get insight into the 
home situation regarding the evening routine. After this the par-

Figure8:  3D models of the mounting

Figure 9: Usertest
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ticipants, parents of children within the target group, took a piece of paper and made cards 
from it. They were asked to write the different steps of the evening routine of one of their 
children on the cards. Then they were asked to draw shapes on these cards in such a way 
that the cards could be stacked on top of each other in the right order. So if putting on pyja-
mas followed showering, the pyjamas paper would have the same shape on the bottom as 
the showering paper had on top. When the stack of cards is created the parent was told this 

was the creating process of the evening routine of their child. “Your child can build this stack 
every evening and can be busy with the steps carrying the interactive pucks.” 

Interviewing the parents, there were several interesting findings. The interviews were among 
parents with children covering all the ages within the target group, 2, 3, 4, 5 and 6 years old 
(Appendix 6). Overall, children are quite enthusiastic and noisy. The evening routines take 
about half an hour but differ a lot. Often, parents let the children know it’s almost time for the 
evening routine by reminding them how much time is left. There are families where the whole 
family does the evening routine together, reading included. There are also families where one 
parent and one child carry out the steps together. Overall, these children are interested in 
interactive toys. Parents recognize that children want to carry out tasks together when grow-
ing up, but actually need help to guarantee quality. Moreover, we recognized a pattern in the 
fact children want to bring stuff like toys with them. 

Evening routines can differ quite, a lot and some parents do not have a consistent evening 
routine for their children. An interesting example are children who brush their teeth in their 
beds. Moreover, a new step, we didn’t come up with earlier, would be the drinking of a glass 
of milk or water separately from the teeth brushing. Finally, often time to talk about the day 
is also part of the routine. 

Several common struggles are children being distracted, because of siblings or a high energy 
level. Often children want to do things themselves, which is good for their development but 
not for efficiency since it can take a long time and the quality may not be good enough. Par-
ents tend to find a compromise by letting children carry tasks out alone first and checking 
and correcting afterward. 

The first interesting fact is that parents gave the advice to look at how the development of 
the child can be implemented in the concept. Another interesting fact is that children may like 
to build the stack wrong on purpose. Finally, an interesting suggestion is to aim for younger 
children next to the current target group and sell the product as a maternity gift was given. 
Overall, the parents agree that creating a consistent bedtime routine for their children is a 
good thing that they want to improve in their own situation. 

Figure 10: Usertest setup
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Interview with professional

To find out more about the behavior of young children we interviewed Toos van Boxmeer, a 
kindergarten teacher with 22 years experience (Appendix 7). The goal was not only to learn 
about the behavior of children but also about how they can be influenced, where their inter-
ests lay and what the experts’ view of the concept is. 

A finding was that children want to learn and explore. In Kindergarten children are pushed to 
learn in practice. An example of things that children experience is the touch experience of 
several materials. In Kindergarten, games like puzzles are used very often, but children also 
do things like building, making, and acting. These children are in a phase of life where they like 
a specific thing for about one year. Keeping concentration can be an issue for these children. 
Showing objects and actions can help children to create their own interpretations. To moti-
vate children it’s important to estimate the starting level. To keep the attention of the children 
it’s an idea to make use of the senses like smelling, seeing, feeling, etc. In Kindergarten the 
establishment of a routine is done by showing pictures of all the actions. Finally, she explained 
children don’t have much sense of time. This means that giving time indications won’t work. 

15. Idea visualization
Lighthouse  

In our process we were still searching for a good shape for the modules. Diede was inspired 
by the light house near his house. This light house immediately triggered many ideas.
This would be perfect as we wanted to implement a reading light onto the stack and a light-
house has a light too. On top of that the lighthouse is a sign of tranquility as they stand ro-
bustly in or near the ocean. Which on its own is pretty calming too. This idea would set us into 
a Sea theme for the ecosystem of the product. The lighthouse can be placed on an island as 
a base for example. The thought of the sea would also put a lot of sounds to mind, such as 
seagulls and the sea itself, this got us on the idea to integrate audio a little more. Principles 
such as asmr are considered very good options for when falling asleep as shown in several 
studies such as (Emma L. Barratt, Nick J. Davis,2015). There is however not a lot of research 
on asmr and children. We think this still works on children as parents usually whisper to calm 
their child and things such as heartbeat contribute to the fact.

16. Sketching use scenarios

To look for possible new interventions we created a new scenario using the product based on 
2 and 6 years olds. We did this to explore the field of growing along with the user to get the 
full concept clear. We compared these different ages to see what steps might be a bit dif-
ferent in execution.

Figure 11: Usertest setup
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17. Prototyping
Bath puck 

We wanted to prototype different pucks, to find out 
more about the use of them and to communicate the 
concept. Carmen prototyped the bath puck that con-
sisted of two buckets in each other with both holes on 
the bottom, see figure 12 and 16. In the ‘inner’ bucket 
there is a handle that can be used for turning. When 
turning the holes overlap and the puck transforms from 
a normal bucket to shovel water to a schower for the 
child. This puck is meant to be playful for the child in 
bath and that’s also the motivation for the child to hold 
this puck with him/her in the routine. 

Brushing teeth puck
Brushing teeth is one of the steps where the quality can be measured by measuring time. 
Among experts the advice in general is to brush for at least two minutes (Raypole, 2019). 
We figured a puck that was also a timer, was interesting for this step. However, one of our 
decisions was to exclude electronics from the pucks, so we had to make a mechanical timer. 
In the drawing it is visible how we believe it could work. There is a pin that is attached to an 
elastic band. When the elastic is stretched, the pin is set on a toothed ground. The toothed 
ground delays the pin and if the resistance is exactly right the pin can be delayed for two 
minutes. We tried to prototype this, but there had to be a specific balance between the 
amount of teeth and the strength of the elastic band.

Shape

Because we didn’t have access to the vertigo we decided to make parts of our prototype 
digital and render them for the demo day. The modules were rendered to explain their pur-
pose, handling and looks. This makes it easier to understand the concept of the modules and 
what they could be used for. Along with some arrows and text on the visual for demo day this 
gave a clear view of what the individual modules could do. These visuals can be seen at over-
all results. 

Figure 13: shape prototyping

Figure 12: one of our module prototype
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Overall Results 

The product resembles a lighthouse composed of pucks. The child takes the pucks to the 
matching steps in the routine. Between every puck there is a connector piece and at the top 
is a reading light. 
The connector pieces consist of a disk with a shape on top of it. The round bottom fits the 
top of every puck, and the top shape only fits one specific puck in the hollow shape at the 
bottom of it. The stacking of pucks is a playful element in the bedtime routine for children. 

The parents have the possibility to set the order of the mod-
ules by connecting the connector pieces with magnets, this 
provides modularity. The children only build the Good Night 
Light by stacking the modules on top of each other. This is 
very straightforward and playful. For the demo day we cre-
ated a visual about stacking the pucks and the connector in 
between to explain the customizability, see figure 14. 

When all pucks are placed correctly on the base, the last puck placed will light up the tower, 
like a real lighthouse. This light can be used as a night light for when the child is read by their 
parents, and the light will slowly dim to let the child know when they have to sleep. Also, the 
product will generate calming (sea) sounds for the child, so they can easily fall asleep. At the 
demo day we presented a visual showing the final product in a child’s room with the lights on. 
We created this so people would immediately understand the context of our design. 

The lighthouse consists of different pucks, each resembling a task in the 
routine. We focused on a few basic steps in the routine as a start of 
designing this product. The basic steps we looked at were reading be-
fore going to bed, putting on pyjamas, brushing your teeth and washing. 
These steps can also be seen in the poster we made for the demo day, 
see figure 15. Furthermore, we elaborated two pucks for the demo day, 
they can be seen in figure 16. One of them was a bath puck that is a toy 
and consists of two buckets in each other, with both holes at the bot-
tom. It can be used as a normal bucket and when turned it turns into 
a shower for the child. The other puck is an analog timer of 2 minutes 
used for brushing your teeth. This module communicates the develop-
ment of time with tactile feedback by making vibrations and possibly a 
ticking sound. This provides a touch experience.

Figure 14: concept drawing

Figure 15: poster

Figure 16: renderings
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Branding & Business

For the branding we decided to take advantage 
of the sea theme we set up and wanted a calm 
and organized theme as this was the goal of the 
product too. We made use of the colours that the 
lighthouse provided in combination with pastels as 
these are generally found in children’s bedrooms 
and rediates calmness. On top of that, we worked 
with a 2D design style as this keeps the style sim-
ple yet recognizable. The feedback we’ve gotten 
on the demo day on this style was very positive as 
it looked coherent throughout the project and was 
very simple to recognize. The name is a combina-
tion of a night light which the product turns into when the routine is completed and “Good 
Night” is said to the child.

To show the ideas we had regarding the expertise area Business and Entrepreneurship we 
made a business model, see figure 17,  in which we show different points to put the product 
on the market. 
In the whole project we thought a lot about how we would sell the product and how it would 
be attractive for the customer.  

Conclusion

So far we’ve come a long way and really set the concept and execution straight. Since the 
midterm we’ve really given way more depth to the idea and actually realized it into a final 
concept. In our project goals we mentioned a few values that we find important. With our fi-
nal concept most of the values are implemented. We took individual parents and children into 
account by making the product customizable. The Good Night Light is playful, which makes it 
more engaging for children and hopefully motivates them to continue their consistent night 
time routine. 

In the future we would polish this concept even more. To do this we would like to look more 
into the functionality of the individual modules as we want to expand this module library to fit 
everyone’s routine requirements. We want to create these modules with a purpose which will 
be quite a challenge as we’ve already had quite some trouble finding purposes for them. 

One of the feedback points our tutor has given us before is to try and look into a bigger eco-
system and involve multiple products into our idea. This is something we’ve struggled quite a 
bit with as we haven’t come up with ways how to do this yet, but we do think there is a future 
for this as the modularity does offer room for expansion. This richer ecosystem could give 
us more influence into doing this routine right and keep it more enticing. We really want to 
look at this bigger picture but for the project as it is we felt like we first had to set the basics 
straight first.

One point that we’ve worked on was the auditory aspect we talked about earlier. We tried 
tomake a prototype for the sound selection but didn’t have enough time to polish it. In the fu-
ture we would work out this aspect of the prototype more and do a little more research into 
audio and children. As this can give a lot of value to our product. At last, in the future we want 

Figure 17: our business model
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Individual Reflections

Amy

In the first part of the project, I got more experience and used to the design process. A thing 
I mentioned was that I was not enthusiastic from the beginning, but could motivate myself. I 
wanted to seek more guidance to stimulate enthusiasm. I wanted to stay involved with other 
groups to learn from their process to motivate myself. For that, active communication is very 
important. I want to keep striving for this active communication.
 
We improved our productivity by dividing tasks more. Camille and I were responsible for the 
user and research side where Carmen and Diede were responsible for the development of 
the concept. I believe that doing more practical things can help to move faster through iter-
ations. We could have taken more actions in the field of practical exploring and testing ideas 
and prototypes.
 
A strength of mine is to take action and motivate others. I learned to be more patient since a 
design process also needs room for rethinking and reflection. Sometimes it’s better to invest 
more in the preparations than in the elaboration of the concept. My result-oriented view 
changed to a more critical entrepreneurial view which helps me to make choices and think 
about what to do.
 
A thing I found out is that it’s also important to show the process next to the result. In the 
second part of the project, I was more busy reflecting on the process. I found out that a 
concept can be developed infinitely, but time is limiting. To communicate an idea, choices 
have to be made. This way, a story is clear and understandable, and better feedback can be 
received.
 
All with all, I developed myself in communication skills and the design process the most. This 
improved me as a designer since consciousness and teamwork is very important. In the fu-
ture, I want to focus on the technological and business side more. This will help me as a de-
signer that wants to create technological solutions for businesses.

Diede

In the mid-term meeting I had with Menno I mentioned that I wanted to start doing more 
instead of checking others’ work. I wanted to be less of a curator and have more influence 
on the project myself and actually start realizing our project we created in the first half of 
the project. Realizing this concept was easier said than done as the corona situation made it 
hard for me to set myself to prototype as I felt limited in my tools and materials. While I did 
have access to certain tools I was not very familiar with these and was often dependent on 
other people to use these. 

This was a good opportunity for me to start learning rendering. Learning how to 3D-model 
was something I mentioned in my PDP to be one of my goals this semester, and now I had 

we could provide, especially in the interactions between the children and parents themselves 
as this might be very interesting to play with. This also allows us to explore opportunities in 
how our product develops along with the children when they get older. We’ve already laid the 
foundation for this with our scenarios.
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the perfect opportunity to learn this. Through-out the process I modeled several parts and 
got more familiar with the software, making me able enough to use this skill for our final ren-
ders. Rendering out these models felt very satisfying as it’s like printing out a nice picture 
you’ve made. This is something i’ll explore more in future projects as i learnt this is a powerful 
alternative to physical prototypes.

Sadly this crisis also made me aware I should try practicing using physical tools more so that 
I feel more comfortable using these for prototyping and will be less dependent on others or 
other gear. This is something that I will benefit a lot from in future projects, as this will make 
me more flexible in the ways to realise.

The Ideation techniques we introduced to work in duos was something that helped me per-
sonally a lot as I tended to start making more decisions and prioritise better. When we met 
with the full group I would hesitate more with decisions as it was harder to argue with a full 
group whereas in a duo it might be easier. I felt like these duo meetings are way more pro-
ductive for me as we got a lot more done. This is something I will take into consideration in 
future group projects, as this does enhance productivity quite a lot and might even up the 
quality.

My role in the group stayed “the director” as I did spend a lot of time together with Carmen 
shaping the project in a lot of ways, however I did give some tasks away to others as last time 
I found that I was spending way too much time curating texts. This time we divided this way 
more, this resulted in way less stress on my side. This helped me a lot and made me way 
more satisfied about what I have done.

Carmen 

A goal in my PDP was working on a plan for bigger projects and I wanted to learn this in this 
project. In the team I took the role upon myself to make the planning and keep track of it. In 
this way I contributed to the teamwork. 

Making a planning to detailed in such a project is not a smart move, because you don’t know 
exactly how the creative process is going to work and also which deadlines of other courses 
you have to work hard for. Making the planning as a goal per week really helped us to keep 
track of the time we had left and organize our moves. I also learned that even with a nice 
planning at the end we still had time short and had a few days we had to work harder on 
the report and visuals. I think I just have to accept that group project work like this, but in the 
future, I would certainly take the role of making those weekly goals planning for the group, so 
we don’t have to do everything last minute. 
 
In this project I used my skills that I learned at Exploratory Sketching for making a visual at 
the demo day. I found it really fun to sketch again and revise all the techniques I learned at 
the course. I used the skill of sketching this time only as an end visual for the demo day, but I 
would also be interested using sketching more often during the project to explore shapes and 
the features of the product. 
 
A small thing I learned in this project is that Illustrator is smarter to use when creating logo’s 
or visuals for a report. I was trying to put deformed logo back in its original form in InDesign, 
but this was a pain in the ass and later Diede explained to me that that was not the way to 
go. So, for in the future I would love I could use Illustrator more often and learn the program. 
 
One opportunity I did not take in this project was performing a user test. I readily let other 
people take the lead, because I am unsure if the information, I collect is useful. In the future, I 
need to step out of my comfort zone and perform user tests and learn how to carry myself 
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with a level of uncertainty.

Camille

This project triggered many new interests and it helped me to develop my vision. I didn’t 
expect to be so interested in children and their development. I was motivated to do a lot of 
research. In our process I learned to use this research for both inspiration and arguments for 
decisions. However, in the future I could organize my research better, so it is easier to use for 
my peers.

When I discovered my interest in the psychological research, I changed one goal of my per-
sonal development plan to focusing on research and working on user testing. In our project 
I designed a user test and worked with peers on questions for our interview. Although we 
learned important lessons about children and their routines, there is room for improvement 
on this user test. Not only should we have let parents make their own paper prototype to 
explain the concept, but also to see how intuitive the actions were. I think it would have been 
interesting to hear them explain how they would apply our product in their routine.

Another goal in my personal development was to improve my work on videos by writing story 
boards and editing the videos for our project. If I compare the video from the midterm and 
the final demoday, I see quite some improvements. I think that mostly the stricter storyboard 
of the second video, helped with a better edit. I learned some new tricks in Premier Pro, which 
made the video more professional. I would like to develop these edit skills further in the future 
and maybe also start shooting material myself.

Finally, we defined my role as chairman in meetings. However, after the midterm we started 
working more in duo’s, so this role wasn’t as important as before. In hindsight, some meetings 
with the four of us could have been more efficient. I think I should have taken more initiative to 
achieve this by making agendas and strictly following them. In the future I will try to figure out 
better how to do this for online meetings.
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to look into user-testing the concept and try to get a better view of the micro interactions

Task division 

Before the midterm there was already some task division, but it wasn’t strictly divided. After 
the midterm we started working more in duo’s. Amy and Camille were more responsible for 
the psychological research and usertesting and Diede and Carmen focused more on materi-
als and the actual realisation of our concept. This division wasn’t strict either, but we divided 
the parts of the report on who knew most about what part. The general division of the re-
port is visible below. The overview shows who worked most on what parts, but isn’t the whole 
perspective since all members collaborated on a lot of parts.

Amy: 

ntroduction, process, Iterations: user tests and interview with professional, overall results, 
appendix

Diede: 

Project goals, iterations: Ideating modules idea, conclusions exploration, Idea visualisations 
and sketching use scenarios and conclusion

Carmen: 

Iterations: decision directions, ideating module idea, conclusions explorations, idea visualisa-
tions, sketching use scenarios and prototyping and overall results

Camille: 

Iterations: before midterm, first phase after feedback, broad ideation, ideating modules idea 
and prototyping and references and appendix.
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Appendix

Children and their bedtime routine
Meltzer describes different ways to treat behavioral insomnia of childhood (BIC) (2010). BIC is 
better known as bedtime problems and night wakings. Parents often describe bedtime refus-
al or stalling as problems. Particularly around bedtime, parents can have difficulties with limit 
setting. Some parents are inconsistent with bedtimes or let children choose for themselves. 
Parents tend to decide a child’s bedtime based on their sleepiness. However children tend to 
get energetic when they are tired. 

Firstly every bedtime problem treatment starts with setting a bedtime and napping schedule. 
Bedtime should be early, for most young children between 19.00 and 20.30. Three-year olds 
often still need their nap, but when they become preschoolers it can lead to shorter noctur-
nal sleep. 

Secondly it helps children to have a bedtime routine. Children can switch between activities 
more easily when they know what to expect. A bedtime routine includes activities such as 
brushing teeth, washing, going to the toilet, putting on pajamas and calming activities such as 
reading or singing. A short routine, approximately 30 minutes, is recommended. To prepare 
children better for bedtime, parents should let them know how much time is left. A bedtime 
chart where children can put stickers when a certain activity is done, can support the routine. 
Children might make less extra requests and parents are less likely to give into these re-
quests. However this option is not researched.

Characteristics of children by age

Figure: Overview Children by age (The Center for Parenting Education)

Parents and children around bedtime

3.1 The effect of treatment of children

Young children with sleep problems often receive ignoring treatment. (Reid, M. (1999)) The 
treatments did not differ from stress. In following treatment, only positive side effects were 
observed. Mothers in the graduated ignoring group reported improved parent-child relation-
ships. Treatment gains are maintained in a period of two months. 

3.2 Influence of the family on the sleep of the child

Family systems are dynamic (Meltzer, 2011). There are a lot of interactions at night and during 
the day. When children have sleep problems, they often wake their parents. The behaviour of 
parents, caused by work for example, can influence the sleep quality of the child too. That’s 
why it’s important to view sleep from a family context. Hormonal changes can influence the 
sleep pattern too. Sleep disturbance can also be caused by the birth of siblings having their 
own sleep schedule. 
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Children and learning methods
4.1 Imitation during infancy

In this study (Barr, R. Hayne, H. 2010), the effect of older siblings on imitation by infants is 
investigated. The infants acquired one or two new behaviours per day through imitation. It is 
also age- and sibling-related. Oulder infants imitated more multi-step behaviour. Infants with 
siblings imitated more behaviour without explicit instruction. This all means that imitation is a 
powerful mechanism by which infants acquire new behaviours in the course of their everyday 
lives. 

4.2 Learnings from Montessori education

In this essay Montessori education and playful learning are compared. (Lillard, A., 2013) Mon-
tessori education is more restrictive than playful learning. Students are guided closely by 
teachers. The author states that freedom in learning helps children, because they can do 
what interests them. However too little restrictions can have negative effects. Children ap-
pear to enjoy learning. Often rewarding this learnings, makes the educational activities less 
attractive. Rewarding also results in less creativity.

Research materials

We wanted to research which smart materials and smart fabrics existed and if we could use 
them in our product. The smart materials we found were almost the same we found in the 
beginning of the project, such as thermochromic pigments, photochromic pigments , shape 
memory polymer or alloy and hydrogels (BBC, 2020). Moreover, we found smart fabrics that 
consisted of two groups, focused on aesthetics and performance (Gaddis, 2016). Smart fab-
rics focused on aesthetics consist of fabrics that could light up and change color. The energy 
that was necessary for the electricity came from the environment, for example vibrations, 
sound or heat. Smart fabrics focused on performance had an impact on the athletic, sport 
and military industry. Examples of this are regulating the body temperature or reducing the 
wind resistance (Gaddis, 2016).

User tests 

6.1 Subject 1

Researcher: “ How old are the children?”
Subject: “The children are 8, 6 and 3 years old”

Researcher: “ Can you tell me about your youngest son’s character?”
Subject: “ He is happy, funny and he has his own quirks”

Researcher: “ Is he more active at certain times?”
Subject: “It changes, usually is he very active, but when he is doing something, then he has a 
lot of attention “

Researcher: “Is he a morning or an evening child?”
Subject: “I can’t tell, but he is able to sleep late in the morning. I think he is more of a night 
child.  ”
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Researcher: “Does he have problems with sleeping? “
Subject:” He wakes up at night, although it changes by period.  Sometimes he wakes up every 
night, sometimes once a week. Overall, he wakes up well in the morning”

Researcher: “What is your evening routine?”
Subject: “. If the three children play together, it can be noisy. Before he is going to bed, he 
might play. It’s a moment of relaxation . There isn’t a specific time but around 7.30 pm. During 
holidays overall later. We are warning at 5 minutes that it’s bedtime and at 1 minute that it’s 
bedtime. We are going upstairs together. Going to the toilet, pajama, teeth brushing, a glass 
of water, kiss and hug from mom and dad”

Researcher: “Are three children going to bed at the same time?”
Subject: “Yes, the tree children go to bed at the same time”

Researcher: “Do they want to play together?”
Subject: “Yes, sometimes it’s difficult to go upstairs. “

Researcher: “Do they fall asleep quickly?”
Subject: “Yes, they do”

Researcher: “May the screen affect your child’s sleeping?”
Subject: “No, they don’t”

Researcher: “Can you give me some feedback about the test and concept?”
Subject: “It’s nice, it can prevent too much interaction between the children. The game is not 
too long, which makes it might be helpful. I think it’s a temporary tool. ”

Researcher: “ Does your child know about the steps in the evening routine?”
Subject: “He knows the steps, but he doesn’t take any initiative”

Researcher: “ Do you think your child likes the game?”
Subject: “Yes I think Tom prefers games over other tasks.”

Researcher: “What kind of games do your children like?”
Subject: “it varies by ages, but for example animal sounds. I want to advice you to not use too 
many incentives”

Researcher: “Do the children like the interaction with buttons or the sounds more?”
Subject: “The Interactions are more interesting ”

Researcher: “Are the children competitive to each other or do they want to play by them-
selves?”
Subject: “A competitive way of playing ends in a fight. When this game is a competitive game 
it isn’t fair because of the difference in ages. Tom likes to give the wrong answer in a game to 
give the wrong answer on purpose. I will give you the advice to reward the good answer and 
when the answer is wrong, do nothing.”

Researcher: “Did the evening routines change over a certain period?”
Subject: “Yes, it changes. When Tom sleeps in a bedstead then there is no reading time. Since 
he sleeps in a big bed he is being told a story every evening.”
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6.2 Subject 2

Researcher: “How old is your child?”
Subject: “He is five years old.”

Researcher: “Could you describe what he is like as a child?”
Subject: “Energetic, positive, he always has new ideas to play with, loves to play outside with 
other children. He knows what he wants. He can easily say what he wants, this is usually posi-
tive but sometimes it gets a bit too much. Then he doesn’t want to listen, but it is nice that he 
has his own will. What else can I tell? He loves to go to school, lately he has been going to an 
opvang school, he really liked that. He always comes home with many stories, but sometimes 
you have to ask more if he is a bit vague. He is a smart kid, he likes numbers.”

Researcher: “Do you think he sleeps well?”
Subject: “Yes, if I compare to other children he sleeps pretty good. But now after the clock 
changed an hour, it seems that he is longer awake and sometimes earlier awake. He has 
more trouble sleeping in. Sometimes he has been playing outside all night and then I wonder 
why he can’t sleep. In general I think it is just a phase. Normally if he falls asleep and then he is 
gone.”

Researcher: “Could you walk me through a typical night from dinner until he lays in bed?”
Subject: “We usually eat on time around half past five, sometimes six oçlock. Often before 
dinner he watches a movie. Because he doesn’t go outside he often showers before dinner 
so that he is clean and fresh. And after dinner he often plays with one of us with the lego or 
a puzzle or a book. He almost never watches a film after dinner, only sometimes and only ten 
minutes, but we try to avoid it. He usually plays for 15 minutes or half an hour, depending on 
at what time we eat. Then he brushes his teeth, he goes to the toilet. Usually we also read a 
book in bed. Then he lays in bed and then we talk a little bit with him. He really likes talking so 
if you don’t stop him, he will keep going. So at some point, now it is done, close curtains and 
lights out. Earlier we had some music, but it’s broken. We thought he was getting a bit too old 
for this, but it appeared to work because communication stops, because music starts. We 
were doubting if we should replace the music, but it helped him to stop talking. Then we close 
the door or leave it a bit open. Usually he comes out again to go to the toilet again. He is al-
ways in bed at a quarter to seven.”

Research: “Is the order of the steps consistent?”
Subject: “It is different who does the routine, but there is not really one order. Usually he goes 
to the toilet first, because it is downstairs and he sleeps upstairs. Then he brushes his teeth. 
He already wears his pajamas so after brushing teeth he lays in bed and we read a book.”

Research: “Do you read to him or do you read together?”
Subject: “We read to him and we often also have a bible book for children. We read that to 
him.”

Researcher: “Do you notice differences when different people bring him to bed?”
Subject: “Yes a little bit. Not in the order, but if you do something more calm or play fight with 
him, you can notice a difference there. It is harder to terugschakelen. But as soon as he lays 
down, he always gets out of that activeness.”

Researcher: “How much in his routine does he do by himself?”
Subject: “He brushes his teeth first by himself and then we do it. Toilet is mostly alone but we 
do help with wiping. Showering, well he washes himself and is by himself in the shower, but we 
help with drying. Dressing he does by himself. We tuck his blanket and we close the curtains, 
but he can’t do that because it’s too high. We do the book reading and we turn of the light. I 
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think this was the most important.”

Researcher: “Do you experience problems the moment you ask him to go to bed?”
Subject: “Yes, sometimes if you say ‘we go to bed NOW’ and he is in the middle of a game, 
but problems… well he only protests a bit. So we tell him we go play for 15 more minutes, or 
actually we say play for a little bit more, he doesn’t really have a sense of time. If I bring him 
to bed I make sure that he says goodbye to my husband first, so kiss etc and we also do that 
the other way around. So when he is going to bed he doesn’t see me again and goes post-
poning or hugging or walks away for example. So we try to have one person who brings him 
and the other one really isn’t there. But real struggles with going to bed, no.”

Researcher: “Are there things that you have difficulties with when you bring him to bed?”
Subject: “Yes, sometimes the moment when he lays in bed and it is time to go to sleep. He 
wants to talk a bit more. Sometimes I am really abrupt: now it is time to sleep and I walk 
away and close the door. I think that is not as nice. Now I know that my husband does this way 
sooner. This might be a man thing, but maybe not for all men anyways. I think the cutting him 
off moment is difficult. And first we had this music thing. Another difficult moment is when he 
gets out of bed, then he goes to the toilet and we put him in bed again. Sometimes he starts 
telling another story and then the whole ritual starts again. That is annoying.”

Researcher: “Do you think he can understand this well?”
Subject: “Yes I think he can. Right now I had the last step of turning off the lights, which would 
be a step that I would take myself.”

Researcher: “How do you experience this way of going through a routine?”
Subject: “I think it is good. You do have these steps, but you do have this distraction when 
someone walks by or the child forgets what he has to do, where we are. If you have this thing 
that reminds him, I think at some point he will know it by heart. Some children, most children 
really learn things fast by heart, so I think it would really help to do the same thing consistent-
ly.”

Researcher: “Do you think that it is necessary that the pucks are in order or would it be more 
fun to have a puzzle?”
Subject: “Yes, I think the last one. Then it would be more a challenge and more a fun game.”

Researcher: “Would that possibly be too activating?”
Subject: “Well, depends on what you do as the last step. I have book reading as the last one, 
so if you are reading for 5 or ten minutes, then I think he will get calm. But if putting pyjamas 
on is the last one and he is going to run to bed, then it’s not calming. I think it depends on the 
routine. If the last step is a calming one, I believe a puzzle is very stimulating. First he is puz-
zling and the last step is calming.”

Researcher: “What kind of toys does he like to play with?”
Subject: “He likes lego, also with the small ones. He used to play with duplo. Also arts and 
crafts, drawing, coloring, glueing, building things. Outside he likes to play with sticks.”

Researcher: “Does he have any toys that make a sound?”
Subject: ”He listens to a lot of music, but that is not a toy. He puts music on his headphones. 
He has one car with music, it’s for smaller children, but he still plays with it. Further things are 
yeah cars, a police car for example.”

Researcher: “What kind of stories and characters does he like?”
Subject: “He likes fantasy a bit more than earlier, earlier he thought it was a bit too scary. For 



29

example puck van de petteflet, he likes that now. Those are all animals that talk and things that 
don’t really exist. He doesn’t have one character that he likes specifically. The bible stories also 
have a lot of different characters.”

Researcher: “Do you have any further remarks?”
Subject: “Well I think it is a nice initiative. The tools made me curious. So I am curious what you 
are going to do further. Are you also going to make it? You could also think about the toilet and 
that you have to watch your hands afterwards. Or a brushing teeth song, that’s also funny. I 
like the night light idea. He also has a nightlight. What really works is when a kid really lays down 
while you are reading to him and then talks with him. A kid gets sleepy then. We like it that at 
the end he is in bed and we don’t do anything active.”

6.3 Subject 3

Researcher: “How old are your children?”
Subject: “We are going to talk about the oldest of 4.”

Researcher: “Could you describe her?”
Subject: “Of the two children, she has the most trouble sleeping. Very energetic, happy, ag-
ile. Especially as she gets more tired. In the evening she lies down with her legs up in bed. She 
needs a lot of rest and also a long time to rest and fall asleep.”
Researcher: “Is it true that she starts to behave when she gets tired?”
Subject: “Yes that’s right, at least it won’t get any less. Some children get tired and then be-
come calmer, but they do not and she has that from an early age in bed and earlier in the crib 
that she is very mobile.”

Researcher: “At those moments she is also looking for a lot of interaction with her sister or with 
toys?”
Subject: “When we put the kids to bed it starts with dinner and then we go up fairly quickly. We 
do take the time to put the children to bed and then there is quite a bit of running around. And 
then I try to bring it to rest and that way there is a certain regularity. Then we start brushing 
our teeth and reading and trying to read. And it usually also calms them down a bit. But I also 
really have to take my time. But the movement also continues while reading.”

Researcher: “Do you have a fixed routine and what does it look like?”
Subject: “We certainly have a regular routine and we have maintained it since childhood. That 
is that we go upstairs, we put on the pajamas, brushing our teeth and washing, the hands, the 
legs, and the faces. And then reading in bed with all of them usually and for quite a long time. It 
is quite a long routine. We are busy for half an hour or 45 minutes. And we often stay there for 
a while and they both like that too.”

Researcher: “Do they both sleep in a separate room?”
Subject: “Yes indeed.”

Researcher: “Is it true that you are all reading in one bed?”
Subject: “Yes indeed because of children like that the most. If they are very busy, I will take the 
children apart. But we usually read together.”

Researcher: “To what extent do you as parents help with all steps that need to be done and to 
what extent does she do it herself?”
Subject: “She is quite good at herself, but often she also seeks attention because she likes it. 
She sees that her little sister is being helped and that is what she wants. And if she is tired then 
I help too. She is now getting to an age that she can do it herself, but usually, I help her too. She 
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does her own brushing and then I brush afterward.”
Researcher: “Is it true that she could do everything herself?”
Subject: “Yes except brushing your teeth. She can brush but it is not enough.”
Researcher: “What do you think of the concept?”
Subject: “I like it very much. I don’t know what age it would appeal to but for our kids, it would 
definitely work. My two-year-old daughter really likes building. I also think the color can affect 
or shape. In girls pink, for example, or there is something on it that appeals to them. And in 
terms of age, the difficulty can vary.”
Researcher: “To what extent do you think your 4-year-old daughter can do this independent-
ly?”
Subject: “She can certainly do this, because she has a lot of spatial insight. She is a somewhat 
bigger child and that can also be quite challenging.”
Researcher: “Do you think reading aloud could be a good reward that can encourage your 
daughter to perform her duties well?”
Subject: “With us, the reading is already in the steps of the routine.”
Researcher: “Could the length of the reading be seen as a reward for her?”
Subject: “We are used to reading for quite a long time. The fact that a light comes on and 
there is music that can be the reward. When they finish it and what happens they see it as a 
reward. The fact that something happens when it fits together nicely. Finally, we read, have a 
chat and then I leave the room. Then you could also do the last block that a light goes on to 
shut it off.”

6.4 Subject 4

Researcher: “How old is your child?”
Subject: “I have a 2 year old son.”
Researcher: “What kind of child is it?”
Subject: “Het is very busy, can play well alone, he likes to play physically. He likes cars and ex-
cavators. He is a real boy.”
Researcher: “Do you have an evening routine?”
Subject: “Between 7:00 and 8:30 p.m. upstairs. He takes his own clothes off and showers and 
brushes his teeth. Reading a book, Jip and Janneke or Pluk van de Petteflet. A glass of warm 
milk and then sleep.”
Researcher: “How long does the routine take?”
Subject: “Half an hour.”
Researcher: “Does he wake up during the night often?”
Subject: “Sometimes he is very tired, sometimes he whines “I don’t want to go to bed” by 
wanting to take toys upstairs. When we get upstairs to his bed, he is fine.”
Researcher: “Does he know the steps that have to be taken before bed?”
Subject: “Yes he knows the steps. When the father goes down to get the warm milk, he says 
“daddy get hot milk!” He knows what is happening. He wants to do it himself, he first brushes 
his teeth himself and tries to undress and then the parents brush his teeth and help with un-
dressing. He knows it but cannot do everything himself. He takes his book himself.”
Researcher: “Is taking a book a reward?”
Subject: “It really is part of the evening routine. He tries to stretch time but something that is 
part of the ritual. Mom and dad always give a kiss and hug before going to sleep.”
Researcher: “What do you think of the concept?”
Subject: “Super nice, nice that you adjust each block to the action you perform It can be a 
hassle. The blocks have to go up and a new action.”
Researcher: “Can it appeal to your son?”
Subject: “Maybe for younger children who do not know the actions. Press notification to asso-
ciate with each step. So that it becomes a story.”
Researcher: “What kind of toys appeal to your son?”
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Subject: “Brandweerman Sam. Police and Thomas’s train. Jip and Janneke. Assumption with 
regard to buttons sounds whether the interaction is fun. He likes different sounds a lot but 
that was a year ago. Sound is less important now. As a parent I don’t like all that noise. As a 
parent I prefer wood because it’s sustainable.“
Researcher: “Are there any recurring problems when going to bed?”
Subject: “He always wanted to climb the stairs himself and then stop on every step. Het 
takes everything with him. That can be inconvenient.”
Researcher: “Could there be a reason for that?”
Subject: “Having to stop playing is sometimes difficult. When he goes to the nursery, there is 
also a lot to do. So he assumes that everything has to go to bed with him.”
Researcher: “Could this tool be a solution?”
Subject: “He will still take everything he finds to his bed. Perhaps it is still an idea to use it as a 
maternity gift.”

7 Interview with professional: Toos van Boxmeer

Researcher: “Can you describe the development of toddlers.”
Professional: “The young children use their senses to learn to discover. They learn through 
playing. They try different materials by working with their hands.”
Researcher: “Do you think that the use of words is suitable”
Professional: “A little bit. The young children aged 5 or 6 years can use words, but the young 
children can’t read.”
Researcher: “What are the right learning methods”
Professional: “Puzzles, from 2 years jigsaw puzzles. Form 3 years jigsaw puzzles with 4 or 9 
pieces. Building a tower out of blocks, string beads, playing with a dollhouse or role-playing 
games. Looking at books and telling a story. Playing outside with a ball or with sand. Moving to 
train the muscles.”
Researcher: “Can you describe how long a young child likes one type of toy? “
Professional: “The young children like the things they have seen on television. It differs per 
child, but sometimes one year, sometimes shorter.”
Researcher: “Can you describe what a difficult situation looks like?”
Professional: “The young children can listen for half an hour. It’s important to show something 
that’s real for children. They like different colours and simple forms. They like hearing different 
sounds. But the most important is the interaction. Using interaction, they keep their attention. 
”
Researcher: “How can you motivate children?”
Professional: “By estimating what their beginning level is. The young children can listen for half 
an hour. It’s important to show something that is real for the children. ”
Researcher: “How could you manage to enthuse young children?”
Professional: “By estimating what their beginning level is. Step 2 Motivation by giving atten-
tion.”
Researcher: “How could you manage to calm down young children.”
Professional: “Making contact with your eyes. Use the right intonation. Involve the young chil-
dren into the game.”
Researcher: “Can you give me some feedback about the test and concept?”
Professional: “It’s a nice idea, it reminds me of a game at my work with the young children but 
only with cards. I think it’s a nice tool. I will give you the advice to create a rhythm by going to 
sleep for young children. That provides most of the time a better sleep.”
Researcher: “Can you give me some feedback about the use of fantasy in our game”
Professional: “It’s a nice idea. Fantasy is important because it develops as a sense of time, 
creativity, and to solve problems. It’s important that children can experiment. I want to give 
you the advice to use different colours, music and simple shapes. This way, they can use their 
senses. You can use the website https://jufanke.nl/ for more ideas.”
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