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Introduction 
The aim of this research is to gain understanding about the potential added value of the Heineken 

Ignite. By having a co-constructing interview with potential end users, the aspiration is to gain more 

knowledge about the user experience of the design. Some of the useful information for the design 

process would be to know to what extend potential users appreciate this concept and feel that this 

enhances their user experience. Furthermore, improvements to the design might come to light, so 

the design can be further optimized by reflecting on the feedback of potential users.  

The Heiniken Ignite is a concept which aims to make beer bottles interactive with its users, and 

thereby creating a more memorable user experience. The beer bottles are provided with a platform 

underneath containing a LED, which emits light (with potential effects and in different colors) based 

on feedback from a motion sensor. When saluting or dancing for example, the motion sensor is 

calibrated to recognize these patterns and the LED will react accordingly.  

Some additional features which may improve the user experience, are the controllability by a third 

party and the controllability by the users themselves. For example a DJ or performer might make use 

of all the bottles collectively to enhance their performance, and an end-user might want to 

experiment with the effects themselves and find additional purposes.   



Preparation 
Sensitisation story: 

Jonathan is going to Pinkpop together with his friends coming Saturday. They go there for the various 

popular artist whom will perform there, intending to make the trip worthwhile and memorable. Of 

course beer is in the picture, and as usual with festivals, plenty festival cups change hands. Which 

brand they’re consuming is irrelevant, all watery beers taste the same after all. To be honest, it 

doesn’t really matter. More essential for the experience is the music, the people and the mood. Later 

during the night their feet rest on countless crushed cups, and furthermore it is not uncommon for 

cups to get thrown around in the excitement. As for Jonathan, he’s done with beer for tonight: he’s 

agitated by his wet feet and pants, and the low-quality taste.  

Prompt materials used: 

- Plastic cup 

- Picture: 

 

 

 

 

Questions asked: 

- Have you experienced this situation before? 

- What did you do in this situation? 

- How did you feel? 

- If you could make a change in that particular situation, what would be the thing you would 

want to change? 

 

 

 

 

 

 

 

 

 

 

 

 

 



Envisioning story: 

Henk and his friends decided to go to a festival this weekend: Lowlands. They’re excited by the line-

up and the Heineken Ignite bottles which are being served. The commercial they watched got them 

all really excited; the interactive lighting invited them even more to go to Lowlands festival. 

Henk has been to lots of festivals, but none of them have served these cool bottles before. Saluting 

with his friends to kick off the awesome trip, they notice their bottles start to light up and sparkle. 

The Heineken Ignite is new to most of the people there, and they all seem to enjoy the sight of it. 

Henk meets people left and right who joyfully salute him. The most awesome thing about the bottles 

was the sight during the music though. All the bottles around them were lit up and reacting to the 

beat. Somewhere during the night one artist called out for everyone to raise their bottles into the air, 

whilst pulling out his phone. On the big screens everyone could see what was happening: A huge 

wave created by the Heineken Ignite was going through the crowd. People were served quickly 

because they didn’t use a tap, and it tasted just the same like a cold beer from your own fridge. After 

all artists had done their performance, Henk and his friends returned home after a great day. 

Prompt materials used: 

- Heineken beer bottle 

- LED light 

- Picture: 

 

 

Questions asked: 

- Why do you think the Heineken Ignite will or won’t add to your experience in any way, within 

a suitable context of your choice?  

- In which contexts do you see the Heineken Ignite being used? Think of places, events, etc.  

- How do you think the atmosphere during a sports event would be different with stadium 

serving Heineken Ignite bottles as opposed to regular festival beer?  

- How do you foresee the Heineken Ignite lacking in any way? 

- Are there any specific additions you would like to make to the Heineken?  

- Does the concept work differently from to your expectations? In what way? 

 

  



Execution and conclusions 

 
  



Personal reflections 
Jason: 

 

Jesse: 

 

Ward: 

This assignment gave me a whole new insight in another way of gauging people’s opinions on a 

design concept. I have learned that the usage of co-constructing stories is really fun and at the same 

time helpful to do, because it gives the designer qualitative information on what a user really wants. I 

think I will use this method in my future projects as well, because it is quite easy to do and it does not 

take that much time once you know what you are looking for.  

Sometimes it was hard to ask the right questions in order to get the right information from the 

persons you are interviewing. It felt like the scenarios were pretty well received by the interviewees 

but the answers they gave were sometimes a bit vague so you had to ask further. For my 

contribution for the team result, I have been busy making the presentation and doing the 

preparations for the assignment. Moreover, I worked on the report in order to make it look complete 

and neat.  
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