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This report is a deliverable for the course “From Idea to Design 

(DCB100)”, part of the TU/e Industrial Design BSc curriculum. 

The report’s purpose is to demonstrate our project upon the given 

design brief “Design a physical-digital hybrid educational game.” 

It illuminates our final design along with an insight to our design 

process and decisions which are regulated by the given guidelines. 

At the end of the report there are individual reflections referring to 

our learning experience, group process, role and contribution. 

 
Tag + is an innovative educational quiz game for primary school 

students inspired by the traditional Tag game we all played when 

we were younger. The players wear a glove and a vest, on the 

glove’s screen questions are displayed and at the opponents vests 

screens are the possible answers. Through the app teachers can 

find game presets uploaded by the Tag+ app community or create 

their own, see their students’ stats and manage games. Students 

are initiated to a fast problem-solving environment while 

concomitantly memorize and process information better. 
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Even though the brief was clearly expressed, 

everything seemed so indefinite in the first week. 

Therefore, we all agreed upon doing a lot of research 

on educational games during our ideation process.  

 

Looking back now it is distinct that our 

initial research strongly contributed 

towards our decisions and final design. 
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Using brainstorming, literature research, sketching, and low-fi 

prototyping we developed different ideas. In some cases, we were 

inspired from other games, both physical and digital. 

 

 

 

 

 

 

 

 

 

 

To determine what we wanted to accomplish with 

our design we continued doing literature research. 

                 

                       

                       
                          

                   

                    

               

         
                

                             

                        

                       

                     

                 

             

             

                 
            

                          



DCB100-Team 22 

9 
 

 

 

We decided on middle schoolers as our target group, so we wanted to 

choose a game that would be valuable for them. For children it is 

important for games to be playful and engaging, otherwise they would 

not voluntarily play our game. Based off those two values we chose the 

tag game. 
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As we had to prepare for the midterms we started thinking more about 

the practicalities of our design. We had to choose between making a 

laser game version or tag. We chose tag, as it is a far more physical 

game. This fit our initial ideas better. We also decided on a name, Tag+. 

Our game is more than just tag, and the first iteration of our game used 

mathematics, hence the plus. 

 We also had to decide on a 

logo. 
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To showcase our work, we shot a video showing our design. As we did 

not have any good prototypes yet, we had to improvise. To make sure 

the product was presented well and the shooting of the video went 

smoothly, we made a storyboard beforehand. We also divided the work. 

We had actors, a director, a camera man and someone taking care of 

props on our ‘set.’ 
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We decided to relocate the sensors from the finger(s) to the palm of the 

hand, making the glove easier to wash. With the pressure sensors on the 

fingers, we were afraid of the glove getting dirty from nose picking. This 
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was our way of solving that as well. The sensor would still pick up ‘tags’ 

from the fingers.  

The lo-fi prototype that uses this new location would not stay on the 

hand while playing tag, but we designed a solution for this, by making a 

wristband.  
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As children between the ages of 8 and 12 

grow a lot, it was important to make a very 

adjustable vest. We started off with a basic 

sports vest for our design, for our midterm 

video. This however wouldn’t offer enough 

support for the screen. In order to solve this 

and have a one size fits all vest, we looked 

at laser gaming vests and running vests. It inspired us to come up with a 

solution of making the base of the vest on three stripes which length can 

be adjusted by ~20 centimeters and does not limit the range of 

movements. We also looked at what size the screen would have to be, by 

looking at what fits on the backs of our age group and what would still 
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be readable from a distance. We also used each other’s backs to 

determine the perfect size.  

Combining this knowledge, we came to a final design as seen in the 

pictures. The vest is also designed to allow kids to run, possibly fall on 

the ground and have fun. For that reason, the screen is slipped into the 

vest, making it possible to wash it or replace, it is also flexible to ensure 

it does not break and hurt children while playing. Such design is 

durable and adjusted to kid's needs.  
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Our initial idea didn’t include an app, 

late at the conceptualization process we 

realized that it would expand the 

possibilities of the product. The app 

was underdeveloped during the midterm, hence resulting to more work, 

additions and changes during the remaining time. 

 

Landing page & Login/Sign Up: 

The landing page has an 

appealing background and 

our product’s logo. The 

user experiences a warm 

introduction accompanied 

with a simplistic interface 

by having only 2 options. By pressing the Get Started button the user is 

redirected to the Log In screen where he can enter the app if he already 

has an account. If not, by pressing the SIGN UP he is redirected to the 

Sign Up screen where he can create an account.   
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Home Page: 

After Logging In/Signing up the user is redirected 

to the homepage. The user is welcomed and 

instructed on the homepage’s main function 

(“Choose one of your classes”). One of the classes 

images is not fully shown, conveying the user to 

scroll downwards to see the other classes and select 

one of them. He can also create new classes by pressing add a class. The 

Dashboard (which has a fixed position at all pages) has 5 sections: 

Home, History, Create, Discover, Profile. To indicate to the user where 

he is located, the icon changes to our main color (dark blue) and the 

section’s title appears. Also, another shortcut to the profile page is 

included on the top right, mostly for better page aesthetics.  

Game History:  

When pressing the history icon on the dashboard the 

user is redirected to this page. Here he can be informed 

on previous Tag+ games. He is shown which class 

played the game, the game’s preset, the date of the 

game and the stats of the participating players. Again, 

a game is not fully shown conveying the user to scroll.  
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Create: 

When pressing the + icon on the middle of the 

dashboard the user is redirected here. Here the user 

can create new game presets with his own questions 

and answers, at the end of the page he has the choice 

to make them public or private.  

Discover: 

When pressing the search icon on the dashboard the 

user is redirected here. Here he can discover game 

presets uploaded by the Tag+ team or the app’s 

community. Presets are categorized by most popular, 

the ones created by us and subject wise. Also, the user 

can search specific things by writing some keywords. 

Again, some presets are not fully shown conveying the user to scroll.  

Profile: 

When pressing the profile icon on the dashboard the 

user is redirected here. Here he can see his saved and 

created presets.   
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Class/Game Setup:  
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The day before the exhibition day we had to deliver another video 

showcasing our finished product. Learning by our mistakes from our 

previous video (voiceover poor sound quality & a bit unclear product 

explanation) we strived towards having a better outcome.  
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Everything we made in this quartile was shown at the exhibition day. 

We showed our app, website, vests and gloves, but also (+-shaped) 

business cards, packaging and our final video showcasing our game. 

The exhibition was a success, it felt good to present our work and to see 

the projects of other teams. 
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Iordanis 

• Webshop UX & UI design: Adobe XD (Design) 

• Webshop prototype: Adobe XD (Prototype) & 

Anima https://tag-plus.animaapp.io/web-1920-2  

• App wireframes: Miro 

• App UX & UI design: Adobe XD (Design)  

• App functional prototype: Adobe XD (Prototype) 

https://xd.adobe.com/view/9460cb1d-48a2-4653-9e10-

37c376bde703-c133/?fullscreen&hints=off  

• Midterm video: shooting, editing (Premiere Pro), 

story board, voiceover. https://youtu.be/vqnztbfBWlI  

• Final video: shooting, editing (Premiere Pro), 

voiceover script. 

https://www.youtube.com/watch?v=xSDHJg1S1LQ  

• Final report: part 1 and template design 

Elena 

• Digital and pencil sketches: design process 

• Prototype development: glove 

• Final prototype: glove 

• Logo design 

https://tag-plus.animaapp.io/web-1920-2
https://xd.adobe.com/view/9460cb1d-48a2-4653-9e10-37c376bde703-c133/?fullscreen&hints=off
https://xd.adobe.com/view/9460cb1d-48a2-4653-9e10-37c376bde703-c133/?fullscreen&hints=off
https://youtu.be/vqnztbfBWlI
https://www.youtube.com/watch?v=xSDHJg1S1LQ
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• Game packaging 

• Midterm video: acting, story board 

• Business cards 

• Final video: acting, story board 

• Final report: part 1 and process documentation 

Joanna 

• Pencil sketches: design process 

• Digital sketches: game manual, rules, work 

division, prototype sketches 

• Vest prototype development: material selection, 

hand sewing, screen prototype 

• Final vest prototype: exhibition working prototype   

• Midterm video: acting, recording equipment  

• Final video: example game mode 

• Final report: game manual and rules visual, part 1 

Jeroen 

• Final report: game rules and manual 

• Final video: voiceover, acting, voiceover script. 

• Midterm video: acting, script. 

Konstantin • Visual representation: blender 
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As a first-year bachelor student, this was my first course within the 

expertise area Creativity and Aesthetics. Before starting this course I was 

already aware that it would meet my personal interests because the past 

years I always thought of product ideas, but I never really knew how to 

develop them.  At the start of course I planned out some personal goals I 

wanted to achieve by the end of it besides the study guide learning 

outcomes. I already had previous experience with video editing, but I 

never learnt how to use Adobe Premiere Pro, one of my goals was to 

learn how to use this software since it will turn out handy in the future 

of my studies. Being an independent worker most of the time, I wanted 

to develop my teamworking skills through this course since my future 

studies and career will include a lot of teamworking projects. Looking 

back at the whole experience it is obvious that I learnt more than that.  

When introduced to the design brief I wasn’t familiar with physical-

digital education games. Growing up I used games as a getaway from 

school, I had never though of them as a tool to encourage and improve 

learning. Therefore, after thoroughly reading the design brief’s 

requirements I started researching on serious games. I did my research 

on already existing serious games, articles and books. Looking back now 

it is plain to see that research not only broadened my knowledge but 

had a tremendous effect towards decisions I made during the project. 

For example, in the book “Interactive Design Fundamentals” there was a 

paragraph regarding wireframes, it seemed interesting to me, so I 

decided to sketch some digital wireframes which led to the decision of 

me designing the app and the webshop. Not yet knowing what I want 

my future role as a designer to be, I realized that one of the keys to 

discovering my identity and role as a designer is doing research and not 

fear to stay out of my comfort zone to learn new things.  

During the first half of the course, we worked with ideation methods 

and techniques. In the lectures we were informed on ways to ideate I 
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didn’t know before. Most of my life I only used brainstorming mind 

maps, though in this project we used more methods such as tinkering, 

sketching and lo-fi prototyping. Now I have realized that by using 

different ideation methods you can see things from a different 

perspective and therefore see the larger picture when developing ideas. 

As a designer I plan to mostly use sketches and lo-fi prototypes in order 

to develop better and more ideas. Although, there were some ideation 

techniques we didn’t use. In my next project I plan on being more 

experimentative during the ideation process.   

After using value-based conceptualization to decide which idea was the 

strongest between the most distinguished ones, we had to develop our 

concept. Before the midterm I mostly built ideas upon my teammates 

ideas and it didn’t feel very productive. After we proposed the app and I 

was assigned to do it I tried my best with it. Not having any previous 

experience with app design and testing I read some books and searched 

on how to create an app. I found out about Adobe XD and I immediately 

started watching tutorials on how to use it. The workload was heave 

since I had work for other course and was assigned to the video editing 

(which was kinda new too) but I tried my best to get through it. Judging 

by the end result of the app I am happy but it could have added even 

more stuff that I didn’t got too due to poor time management mostly.  

Now, I feel more comfortable with group projects and look forwards to 

doing more in the future. Some of my future goals after this course are 

learning how to sketch, have better time management and learn how to 

use Adobe Illustrator. All this has
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This very first group design project I’ve ever worked on went very well 

overall. It was nice to get a sense of what the design process looks like 

from beginning to end. My previous projects had never taken more than 

two weeks. Apart from the learning objectives in the  study guide, I 

also set some goals for myself. I wanted to learn what role I typically 

take in group work. I also set the goal for myself to be more outspoken, 

as I’m usually quite shy. 

The first half of the course was all about generating ideas and keeping 

them structured. In a team with five people, you can easily lose track of 

which idea belongs to whom. We also often lost focus and got a bit off 

topic. Those moments were actually pretty useful, as that is where I 

found my role in a group. I’d often take a notebook of sorts and try to 

contribute to the session by sketching or writing ideas down, taking the 

role of communicator. Making sketches and writing things down made 

it easier to remain structured, and it helped in the communication of 

ideas. It also helped with one of the goals of this course; researching and 

arriving at a brief. It helped keeping our decisions grounded.  

The design brief was very broad, so to come to one finished design, we 

first chose a problem we wanted to solve. Through brainstorming we 

chose to tackle motivation of middle schoolers. This was in my opinion 

not the most exciting direction to go into. The other subjects we 

discussed sparked my imagination more, so it would’ve been easier for 

me to come up with a design for those. The fact that I was a bit unhappy 

with the direction of the design made me work harder to find a way to 

turn it into something I did like. I came up with a few ideas. One of 
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these ideas was really good in my opinion, and when I presented it, the 

rest of the group agreed. We used this idea for our final design. This was 

very rewarding, more so than if I’d worked alone, and had chosen the 

design myself. I learned that group work can be disappointing, but it 

gives back more than it takes. 

For the midterm I really tried to use as many ideation methods as 

possible (as it is one of the goals of the course). However, I used just 

sketching, prototyping and brainstorming until then. To make up for it, I 

tried to do more different things after the midterm. I had to design the 

glove for our game, so I made sketches on my hands (3D sketching), and 

on pictures of my hand (I call those phototypes). I also made another 

prototype, which I tested by playing tag with a teammate. It came off, so 

I had to revisit the design. I would not have known this if I’d just made a 

drawing. I hope to do more acting out as a way of coming up with ideas 

in the future, especially in earlier phases of the process. 

One thing I had to do which I’d never done was think about branding. It 

was challenging to be consistent, but it made everything look more 

satisfying. I did like thinking about presentation, but I think I need to 

develop these skills more. The packaging for our design looked fun and 

was interesting to open, but it did not look nice enough in my opinion. I 

think more of my energy went into making it interesting, than into 

making it look good. 

Now that I’ve had a taste of what my future design assignments will 

look like, I look forward to doing more of this work. I hope to keep 

practicing what I already do (like sketching and brainstorming), but I 

also hope to work with new methods. I do think I need to put more 

effort into using different ideation methods. It comes to me easier to 
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make sketches. I learned a lot about myself and the way I function 

within a team, but this does not mean that I won’t try taking on different 

roles in the future. I also achieved most of the goals, both personal and 

given by the course, but that does not mean that I can cross them of the 

list. I will keep working on them. 
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At the beginning of the course, I have set myself certain goals to ensure 

that I can get the most out of this course, as well as develop some crucial 

skills as a designer. Amongst those were being able to come up 

with ideas using different tools and techniques and develop them into a 

design. Together with learning how to research and present a design 

with my group.   

The first part of the course gave me an opportunity to experience the 

process of researching and arriving at a design brief. I have learned how 

to use new techniques to generate ideas. Brainstorming with my group 

helped me understand the value of different tools. Applying for example 

sketches and low fidelity prototypes in the creative process improved 

the communication of ideas by expressing the shape or feelings of a 

product. In order to arrive at our choice of the design we have also 

experimented with acting out games and scenes, which helped us 

evaluate which values were the most important for the design. It 

allowed me to learn how to see the design not just as a product, but also 

an experience around it.  Moreover, I improved my understanding of 

the needs and interests of a potential user. For example, while creating a 

game to encourage motivation I tried to combine the researched 

knowledge about factors increasing motivation with such things as what 

kids like to do from my personal experience. I came to realize the value 

of using scientific sources and papers fluently, which is why I would like 

to develop my knowledge in the area of understanding data and finding 

reliable sources. As a designer I would like to create things that are not 
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only practical, but also address user’s needs on multiple levels. 

Therefore, the process of arriving at the design brief helped taught me 

not to be afraid to try out many ideas and experiment before making a 

final choice.   

In the weeks after the midterm presentation, I started focusing on 

developing the concept into the final design followed by presenting and 

reporting my work and progress. In this part my goal was to 

successfully pitch the design and make the game believable. I felt 

satisfied with the extent to which we managed to fulfill this goal, 

because I could see our target group benefiting from tag+ in their 

education. The exhibition day was a new experience for me. It felt 

slightly intimidating to present our design publicly, while seeing the 

quality of the other groups' work. I have found it really inspiring and it 

taught me not to be afraid of the opinion of others, since any kind of 

feedback, positive or negative, could only help us improve. During the 

work on the report, I realized although I documented most of my work 

it was saved in different files, which required first collecting all the 

pieces together. It taoutch me to be more organized and choose one way 

of storing the process in the beginning. Moreover, the process of creating 

a vest prototype challenged me to do more hands-on work. I learnt the 

basics of sawing and working with materials. It pushed me to go out of 

my comfort zone and learn a new skill in a limited time. In the end even 

though it was stressful I have found the results even more rewarding.  

   

In the future I would like to work on prototypes and ideas alone before 

sharing with the group more, since I felt like it can improve the 

communication process and encourage more feedback from 
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groupmates. It was easy for me to lose my identity when working in a 

group and in further designs I would like to work on finding a balance 

between effective cooperation and developing myself as an individual.  

The group work was both challenging and rewarding. We had a fixed 

schedule of meetings every Tuesday and when it was necessary. This 

helped me introduce some structure to my planning, since I find it hard 

to maintain a weekly routine. On the other hand, I did my best to 

suggest work division and set goals for next week to make sure we 

deliver good quality work. I have found it easy to discuss ideas with my 

groupmates, as well as achieve compromise. Having an international 

group helped me develop a better understanding of diverse views and 

ways of expressing them. I look forward to working with other teams 

and gaining skills in the Creativity and Esthetics development path.  
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This is my first design project I have worked on alongside other group 

members, one of my goals quickly became to improve working in a team 

setting, knowing group work will be a common occurrence during the 

years of this bachelor. I think our group’s teamwork started off a bit 

wonky but we quickly learned from our first get-together. After 

planning the first meeting without any discussed prep work it became 

clear that the meeting was not optimised that well. After that meeting 

we expressed our expectations of each other and learned that it is 

important to communicate and assign tasks, so we actually have stuff to 

discuss when we gather in person again. All the meetings from that 

point onwards have been efficient and insightful for me in 

what the others have been up to. I also learned how important good 

communication is, due to some personal reasons I sometimes could not 

contribute as much as I wanted, but after explaining the circumstances 

to my group they were really supportive and helped out by landing a 

hand wherever needed. In this project my role mainly consisted of 

brainstorming and doing research on the design, I also helped quite a bit 

with the production of the video and, of course, have done work for the 

final report.   

A more course focused skill I wanted to improve was the quality of my 

approach and the ability to reiterate a design brief. In the past I usually 

got tunnel visioned when coming up with a somewhat eligible idea and 

chose to fully work that out neglecting any other 
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potentially outmatching idea’s. When brainstorming a concept for this 

course I was not easily satisfied thanks to the somewhat intricate design 

brief from Bart. As a result I did not just write down the best solution I 

could think of in the first few minutes, but I reworked them using 

diverse techniques that got covered in the lectures. One of these 

techniques was sketching in the early stages. Sketching used to not 

really be my forte, but while working on this brief I found that it 

stimulated my flow of thoughts and made it easier to go back to 

previous ideas to rework them with newfound insights as well as 

envisioning the possible capabilities and the overall feasibility. I also 

liked the value-based assessments by making a graph and putting 

desirable traits on the x and y-axis, this helped comparing ideas and 

correctly evaluating them. All these different ideation methods helped 

immensely for getting a better grasp of the requirements of the brief but 

I would still like to improve in them.   

I think this course was a good start to get to know what my future 

design projects will look like, I look forward to other group assignments 

and hope to be as proud with the result as I do this time. But even 

though I am satisfied with the outcome I still think there is room to 

improve, I still want to get better at being able to use diverse techniques 

to generate concepts. I would have also liked to improve more in 

refining the designs and make them more realistic and achievable, due 

to experienced team members in sketching and 3D modeling there was 

not really an opportunity to greatly influence the final designs and hone 

my skills  



DCB100-Team 22 

37 
 

The course helped me see that there are a lot more effective ways to 

come up with ideas than I initially thought and I am planning on using 

these ideation techniques in the future. 

For the past 2 months the work and study process has been a completely 

new territory every day. In the beginning of the course I had no idea 

what I was supposed to do and everything seemed pretty chaotic and I 

was uncertain about how I should approach the task. The work flow of 

the team was all over the place and none of our ideas were really 

cohesive. As we were reaching  the first third of the course, we managed 

to set on an idea we all liked and started branching off of it. I was 

reassured that there was hope for our project to work out. 

Since I had prior experience in 3D modeling in Blender and acceptable 

drawing skills I volunteered to take on the part of visualization. I started 

working off of some ideas and really loved the part where we could all 

look at what I’ve done from all directions figuratively and literally and 

real time changes were quite possible. I was surprised how many 

changes the initial prototype went through until we reached the final 

product. For me this was my sense of progression and it brought me joy. 

As for the group effort, I liked how open everyone was and the moment 

we set our sights on the final idea, everyone started putting in a lot of 

effort into their assigned work. The nature of my work was pretty 

solitary and no one was familiar with 3D models so there was no way to 

really figure out how to consult with the others on some matters so I 

improvised on some parts of the models. When I started seeing the end 

of the tunnel on my part I began to lose motivation and I became a dead 
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weight to the team. In the end I feel that my contribution to the overall 

work was insufficient. I want to obtain some generalist skills so I can 

properly communicate with my team and see through the process 

without getting lost in it. 



DCB100-Team 22 

39 
 

 

Salmond, M., & Ambrose, G. (2013). The Fundamentals of Interactive Design (0 ed.). 
AVA Publishing. 

Ellington, H. (1982). A Handbook of Game Design. Nichols Pub Co. 

Hunicke, Robin & Leblanc, Marc & Zubek, Robert. (2004). MDA: A Formal Approach 
to Game Design and Game Research. AAAI Workshop - Technical Report. 1. 

Aldrich, C. (2009). Learning Online with Games, Simulations, and Virtual Worlds: 
Strategies for Online Instruction (1st ed.). Jossey-Bass. 

Ma, M., & Oikonomou, A. (2017). Serious Games and Edutainment Applications: Volume 
II (1st ed. 2017 ed.). Springer. 

Daul, S. (2014). Game Design for Learning (TD at Work). Association for Talent 
Development. 

dropsceo. (2019). Koala On Tree Blue [Illustration]. Pixabay. Canva. Retrieved October 
24, 2021, from https://pixabay.com/illustrations/koala-on-tree-blue-tree-
4373467/  

GDJ. (2016). International World Flags [Vector Graphics]. Pixabay, Canva. Retrieved 
October 24,2021, from https://pixabay.com/vectors/international-world-flags-
countries-1751293/  

Memed_Nurrohmad. (2016). London Watch Landmark [Vector Graphics]. Pixabay, 
Canva. Retrieved October 24,2021, from https://pixabay.com/vectors/london-
watch-landmark-england-1670432/  

Clker-Free-Vector-Images. (2014). Traffic Lights Signal [Vector Graphics]. Pixabay, 
Canva. Retrieved October 24,2021, from https://pixabay.com/vectors/traffic-
lights-signal-traffic-green-309773/  

OpenClipart-Vectors. (2013). Pictograms Sports Symbols [Vector Graphics]. Pixabay, 
Canva. Retrieved October 25,2021, from 
https://pixabay.com/vectors/pictograms-sports-symbols-icons-159824/  

_Alicja_. (2019). Numbers Counting Education [Photography]. Pixabay, Canva. 
Retrieved October 25, 2021, from https://pixabay.com/photos/numbers-
counting-numbers-education-4014181/  

IO-Images. (2021). Right Done Check Ticked [Vector Graphics]. Pixabay, Canva. 
Retrieved October 25, 2021, from https://pixabay.com/vectors/right-done-
check-ticked-off-6229287/  

https://pixabay.com/illustrations/koala-on-tree-blue-tree-4373467/
https://pixabay.com/illustrations/koala-on-tree-blue-tree-4373467/
https://pixabay.com/vectors/international-world-flags-countries-1751293/
https://pixabay.com/vectors/international-world-flags-countries-1751293/
https://pixabay.com/vectors/london-watch-landmark-england-1670432/
https://pixabay.com/vectors/london-watch-landmark-england-1670432/
https://pixabay.com/vectors/traffic-lights-signal-traffic-green-309773/
https://pixabay.com/vectors/traffic-lights-signal-traffic-green-309773/
https://pixabay.com/vectors/pictograms-sports-symbols-icons-159824/
https://pixabay.com/photos/numbers-counting-numbers-education-4014181/
https://pixabay.com/photos/numbers-counting-numbers-education-4014181/
https://pixabay.com/vectors/right-done-check-ticked-off-6229287/
https://pixabay.com/vectors/right-done-check-ticked-off-6229287/


DCB100-Team 22 

40 
 

Chenspec. (2021). Yellow Background Doodle [Illustration]. Pixabay, Canva. Retrieved 
October 26, 2021, from https://pixabay.com/illustrations/yellow-background-
doodle-book-6168124/  

Stokpic. (2015).  Hands World Map [Photography]. Pixabay, Canva. Retrieved October 
26, 2021, from https://pixabay.com/photos/hands-world-map-global-earth-
600497/  

enjoytheworld. (2019) . India Taj-Mahal Agra [Photography]. Pixabay, Canva. 
Retrieved October 26, 2021, from https://pixabay.com/photos/india-taj-
mahal-agra-grave-temple-4051753/  

OpenClipart-Vectors. (2013). Alphabet Eyes Letters [Vector Graphics]. Pixabay, Canva. 
Retrieved October 26, 2021, from https://pixabay.com/vectors/alphabet-eyes-
letters-funny-160205/ 

OpenClipart-Vectors. (2013). Add Cross Green [Vector Graphics]. Pixabay, Canva. 
Retrieved October 27, 2021, from https://pixabay.com/vectors/add-cross-
green-maths-plus-symbol-159647/ 

HG-Fotografie. (2017). Basic Colors Rgb [Photography]. Pixabay, Canva. Retrieved 
October 27, 2021, from https://pixabay.com/photos/basic-colors-rgb-
coloured-2206285/ 

Texler. (2017). Profile Pic Human [Illustration]. Pixabay, Canva. Retrieved October 27, 
2021, from https://pixabay.com/illustrations/profile-profile-pic-human-face-
2398782/  

MabelAmber. (2018). Europe Countries Map [Photography]. Pixabay, Canva. 
Retrieved October 27, 2021, from https://pixabay.com/photos/europe-
countries-map-continent-3483539/  

neotam. (2019). Abstract Basic Geometric [Illustration]. Pixabay, Canva. Retrieved 
October 28, 2021, from https://pixabay.com/illustrations/abstract-basic-
geometric-shapes-4469461/  

Deans_Icons. (2016). Maths Mathematic Symbols [Illustration]. Pixabay, Canva. 
Retrieved October 28, 2021, from https://pixabay.com/illustrations/maths-
mathematics-maths-symbols-1426891/ 

flag. (2015). Bluetooth Icon Logo [Vector Graphics]. Pixabay, Canva. Retrieved October 
26, 2021, from  https://pixabay.com/vectors/bluetooth-icon-bluetooth-logo-
670069/  

Clker-Free-Vector-Images. (2014). Radio Waves Wifi Wireless [Vector Graphics]. 
Pixabay, Canva. Retrieved October 26,2021, from 
https://pixabay.com/vectors/radio-waves-wifi-wireless-signal-303258/  

https://pixabay.com/illustrations/yellow-background-doodle-book-6168124/
https://pixabay.com/illustrations/yellow-background-doodle-book-6168124/
https://pixabay.com/photos/hands-world-map-global-earth-600497/
https://pixabay.com/photos/hands-world-map-global-earth-600497/
https://pixabay.com/photos/india-taj-mahal-agra-grave-temple-4051753/
https://pixabay.com/photos/india-taj-mahal-agra-grave-temple-4051753/
https://pixabay.com/vectors/alphabet-eyes-letters-funny-160205/
https://pixabay.com/vectors/alphabet-eyes-letters-funny-160205/
https://pixabay.com/vectors/add-cross-green-maths-plus-symbol-159647/
https://pixabay.com/vectors/add-cross-green-maths-plus-symbol-159647/
https://pixabay.com/photos/basic-colors-rgb-coloured-2206285/
https://pixabay.com/photos/basic-colors-rgb-coloured-2206285/
https://pixabay.com/illustrations/profile-profile-pic-human-face-2398782/
https://pixabay.com/illustrations/profile-profile-pic-human-face-2398782/
https://pixabay.com/photos/europe-countries-map-continent-3483539/
https://pixabay.com/photos/europe-countries-map-continent-3483539/
https://pixabay.com/illustrations/abstract-basic-geometric-shapes-4469461/
https://pixabay.com/illustrations/abstract-basic-geometric-shapes-4469461/
https://pixabay.com/illustrations/maths-mathematics-maths-symbols-1426891/
https://pixabay.com/illustrations/maths-mathematics-maths-symbols-1426891/
https://pixabay.com/vectors/bluetooth-icon-bluetooth-logo-670069/
https://pixabay.com/vectors/bluetooth-icon-bluetooth-logo-670069/
https://pixabay.com/vectors/radio-waves-wifi-wireless-signal-303258/


DCB100-Team 22 

41 
 

Mustafa_Fahd. (2020). Coming Soon Future [Vector Graphics]. Pixabay, Canva. 
Retrieved October 26, 2021, from https://pixabay.com/vectors/coming-soon-
coming-future-soon-4993716/ 

madartzgraphics. (2016). Traffic Analytics Chart [Vector Graphics]. Pixabay, Canva. 
Retrieved October 26, 2021, from https://pixabay.com/illustrations/traffic-
analytics-chart-insight-1782527/ 

Pexels. (2017). Notebook Hand Pen [Photography]. Pixabay, Canva. Retrieved October 
26, 2021, from https://pixabay.com/photos/notebook-hand-pen-write-
writing-2178656/ 

Games4esl. (2021). School Subjects PPT [Illustration]. Games4esl. Retrieved October 
27, 2021, from https://games4esl.com/esl-powerpoint-lessons/school-subjects-
ppt/ 

Pawan Dudhoria. (n.d.). Download App Icons [Png]. KindPNG. Retrieved October 
27, 2021, from https://www.kindpng.com/imgv/hRRJhoi_download-app-
icons-png-transparent-png/ 

Baranyai Csongor. (2021, October 4). Here's what the education sector can learn from 
gaming. Education Technology, Wildfire Comms. Retrieved October 27, 2021, 
from https://edtechnology.co.uk/comments/heres-what-education-sector-
can-learn-from-gaming/ 

Bariley Nancy. (2018, January 16). Exercise and the Brain: How Fitness Impacts Learning. 
Hey Teach, WGU. Retrieved October 27, 2021, from 
https://www.wgu.edu/heyteach/article/exercise-and-brain-how-fitness-
impacts-learning1801.html 

Neubert Josh. (2016, July 4). 10 Ways Competitions Enhance Learning. Institute of 
Competition Sciences. Retrieved October 27, 2021, from 
https://www.competitionsciences.org/2016/07/04/10-ways-competitions-
enhance-learning/ 

Morin Amanda. (2020, July 18). Why Kids Get Bored at School—and How to Help. 
Verywell Family, Dotdash. Retrieved October 27, 2021, from 
https://www.verywellfamily.com/reasons-kids-are-bored-at-school-620804 

Parrinello-Cason Michelle. (2018, November 29). How Games Level the Teacher-Student 
Playing Field. Thinkfun. Retrieved October 27, 2021, from 
http://info.thinkfun.com/stem-education/how-games-level-the-teacher-
student-playing-field 

 

 

https://pixabay.com/vectors/coming-soon-coming-future-soon-4993716/
https://pixabay.com/vectors/coming-soon-coming-future-soon-4993716/
https://pixabay.com/illustrations/traffic-analytics-chart-insight-1782527/
https://pixabay.com/illustrations/traffic-analytics-chart-insight-1782527/
https://pixabay.com/photos/notebook-hand-pen-write-writing-2178656/
https://pixabay.com/photos/notebook-hand-pen-write-writing-2178656/
https://games4esl.com/esl-powerpoint-lessons/school-subjects-ppt/
https://games4esl.com/esl-powerpoint-lessons/school-subjects-ppt/
https://www.kindpng.com/imgv/hRRJhoi_download-app-icons-png-transparent-png/
https://www.kindpng.com/imgv/hRRJhoi_download-app-icons-png-transparent-png/
https://edtechnology.co.uk/comments/heres-what-education-sector-can-learn-from-gaming/
https://edtechnology.co.uk/comments/heres-what-education-sector-can-learn-from-gaming/
https://www.wgu.edu/heyteach/article/exercise-and-brain-how-fitness-impacts-learning1801.html
https://www.wgu.edu/heyteach/article/exercise-and-brain-how-fitness-impacts-learning1801.html
https://www.competitionsciences.org/2016/07/04/10-ways-competitions-enhance-learning/
https://www.competitionsciences.org/2016/07/04/10-ways-competitions-enhance-learning/
https://www.verywellfamily.com/reasons-kids-are-bored-at-school-620804
http://info.thinkfun.com/stem-education/how-games-level-the-teacher-student-playing-field
http://info.thinkfun.com/stem-education/how-games-level-the-teacher-student-playing-field


DCB100-Team 22 

42 
 

Syda Productions. (n.d.). summer, childhood, leisure and people concept - group of happy 
children playing tag game and walking on green field outdoors [Photography]. 
Shutterstock. Retrieved September 28, 2021, from 
https://www.shutterstock.com/nl/image-photo/summer-childhood-leisure-
people-concept-group-299160461  

First Aid Action Hero - The Game - St John Ambulance Australia (VIC) INC - Saving Lives 
Through First Aid. (z.d.). St John Ambulance Victoria. Retrieved September 20, 
2021, from https://www.stjohnvic.com.au/community-programs/action-
hero/  

 
Morrey, L. B., Roberts, W. O., & Wichser, L. (2020). Exercise-related Mental Health 
Problems and Solutions during the COVID-19 Pandemic. Current Sports Medicine 
Reports, 19(6), 194–195. https://doi.org/10.1249/jsr.0000000000000725 
 
Drake, K. (2017). The motivation to stay motivated. Nursing Management 
(Springhouse), 48(12), 56. https://doi.org/10.1097/01.numa.0000526921.77464.16 
 
Clear, J. (2015). Motivation: The Scientific Guide on How to Get and Stay Motivated 

[Review of Motivation: The Scientific Guide on How to Get and Stay Motivated]. 
Jamesclear.com. https://jamesclear.com/motivation 

 
Aktiengesellschaft, H. (n.d.). Hoval Aktiengesellschaft. Www.hoval.com.cn. Retrieved 

November 3, 2021, from https://www.hoval.com.cn/en-cn/blog-
posts/sport-halls-ventilation-how-much-fresh-air-has-to-be-provided-quick-
tips-for-planners 

 
Viewing Distance and Font Size - Design Resources. (n.d.). 

Resources.printhandbook.com. 
http://resources.printhandbook.com/pages/viewing-distance-font-size.php 

 
 Size Charts. (n.d.). Sunsibility. Retrieved November 3, 2021, from 

http://www.sunsibility.co.uk/uv-clothing/clothing-size-charts/ 
 
Qualities to Look For in Choosing the Best Running Jacket. (2018, September 25). 

Vivotion.com. https://www.vivotion.com/blog/qualities-best-running-
jacket/ 

 
 Rakeshvarmarayipalli. (2020, July 22). Flexible Screens. Technical Council, NITT. 

https://medium.com/technical-council-nitt/flexible-screens-1e5d6efa2c9e 
 
ParkSoonGil, & Jeung-Ryeul Cho. (2011). A study on the relationship between 

academic motivation and self-determinnation motivation children with 
underachievements and general. The Journal of Special Children Education, 13(4), 
107–126. https://doi.org/10.21075/kacsn.2011.13.4.107 

https://www.shutterstock.com/nl/image-photo/summer-childhood-leisure-people-concept-group-299160461
https://www.shutterstock.com/nl/image-photo/summer-childhood-leisure-people-concept-group-299160461
https://www.stjohnvic.com.au/community-programs/action-hero/
https://www.stjohnvic.com.au/community-programs/action-hero/
https://doi.org/10.1249/jsr.0000000000000725
https://doi.org/10.1097/01.numa.0000526921.77464.16
https://jamesclear.com/motivation
http://www.hoval.com.cn/
https://www.hoval.com.cn/en-cn/blog-posts/sport-halls-ventilation-how-much-fresh-air-has-to-be-provided-quick-tips-for-planners
https://www.hoval.com.cn/en-cn/blog-posts/sport-halls-ventilation-how-much-fresh-air-has-to-be-provided-quick-tips-for-planners
https://www.hoval.com.cn/en-cn/blog-posts/sport-halls-ventilation-how-much-fresh-air-has-to-be-provided-quick-tips-for-planners
http://resources.printhandbook.com/pages/viewing-distance-font-size.php
http://www.sunsibility.co.uk/uv-clothing/clothing-size-charts/
https://www.vivotion.com/blog/qualities-best-running-jacket/
https://www.vivotion.com/blog/qualities-best-running-jacket/
https://medium.com/technical-council-nitt/flexible-screens-1e5d6efa2c9e
https://doi.org/10.21075/kacsn.2011.13.4.107


DCB100-Team 22 

43 
 

Martin, A., & Guéguen, N. (2015). Repeating what children say positively influences 
their learning and motivation. Learning and Motivation, 52, 48–53. 
https://doi.org/10.1016/j.lmot.2015.08.004 

 
 Beckman, P., & Weller, C. (1990). Active, Independent Learning for Children with 

Learning Disabilities. TEACHING Exceptional Children, 22(2), 26–29. 
https://doi.org/10.1177/004005999002200208 

 
 Cavanagh, M. (2011). Students’ experiences of active engagement through 

cooperative learning activities in lectures. Active Learning in Higher Education, 
12(1), 23–33. https://doi.org/10.1177/1469787410387724 

 
 Cherney, I. D. (2008). The effects of active learning on students’ memories for course 

content. Active Learning in Higher Education, 9(2), 152–171. 
https://doi.org/10.1177/1469787408090841 

 
 Markant, D. B., Ruggeri, A., Gureckis, T. M., & Xu, F. (2016). Enhanced Memory as a 

Common Effect of Active Learning. Mind, Brain, and Education, 10(3), 142–152. 
https://doi.org/10.1111/mbe.12117 

 
 Maehler, C., Joerns, C., & Schuchardt, K. (2019). Training Working Memory of 

Children with and without Dyslexia. Children, 6(3), 47. 
https://doi.org/10.3390/children6030047 

 
The Most Popular Photos & Images. (n.d.). Picsart. Retrieved November 3, 2021, from 

https://picsart.com/images 
 

 

https://doi.org/10.1016/j.lmot.2015.08.004
https://doi.org/10.1177/004005999002200208
https://doi.org/10.1177/1469787410387724
https://doi.org/10.1177/1469787408090841
https://doi.org/10.1111/mbe.12117
https://doi.org/10.3390/children6030047
https://picsart.com/images


DCB100-Team 22 

44 
 

 

A highly important requirement for the vest was to determine the right size fit for our target group while at 

the same time having a screen/text size that is always readable. A lot of factors were taken into 

consideration for this. 
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