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Executive Summary  
In our personal observations we have noticed that many people have become overly dependent on their mobile 
devices in their daily lives. These mobile devices are embedded in our most basic habits and some people find it 
hard to spend less time on their devices. A study showed that high screen times are correlated with negative 
health-related quality of life in overweight and obese adolescents (Goldfield, G. S. et al, 2015). Moreover, 
adolescents reported decreases in sleep duration as a result of media screen time (Twenge, Jean M. et al, 2017).  
 
In addition to this, in our own environment we have experienced that these high amounts of screen time on 
mobile devices can sometimes arise feelings of annoyance and frustration. Since we value social interaction but 
at the same time value communication technologies, we think that these technologies should provide richness in 
social interaction instead of being ‘just’ a tool.  
 
We therefore focused ourselves on the communication outside the audiovisual range. Thus, all communication 
between two or more people that is not done face to face. Within 5 years, we want to realize a new device which 
enables people to communicate outside this range, without losing the interaction’s richness and using the device 
created as a tool instead of a mediator.  
 
While following the 8 steps prescribed by the book ViP - Vision in Design: A guidebook for innovators, we created 
an environment in which our product would have to fit perfectly. First we elaborated on the definition of rich 
interaction. With context factors such as effort and reward, feeling of presence and manners of communication, 
we further described this. This was also the start of the investigation of possible interactions between humans 
and the product. Eventually we decided upon seamless, fast, intuitive, intimate and realtime as the best 
human-product interactions that fitted our statement.  
 
Next, via multiple idea sketches and storyboards, a concept evolved. Even seen Pokemon? The idea is based on 
that. The initial idea that was sketched included a ball that could be thrown. While throwing, one would announce 
the name he or she would want to call and a hologram of that person would appear. This would be a real time 
play of what the other person would be doing at the moment and would include the ability to talk to each other. 
This idea was further investigated and refined into a (more) feasible concept. The next iteration included not a 
throwing ball, but a standing object which one can place on any surface they prefer. The audio input was kept 
since this was already included as an interaction in one of the earlier steps as well. Also, the real time hologram 
stayed but it was decided that the hologram would only show the head and upper part of the torso. Furthermore, 
the decision was made that the device solely purpose was for communicating with others through the holograms. 
This choice was based upon the statement that the device should be a mere mediator. There should not be too 
much focus on the product, the interaction is most important and the only aspect that should require your 
attention. In other words, the device should be humble.  
 
Furthermore, one would be able to call anyone connected to for example their Google account. However, a 
permanent decision for the proper way of ensuring the availability of contacts was not made. This due to the fact 
that we foresee possible changes in the use of systems which can store contacts. Though, it is important to note 
that the device should be linked to a ‘cloud’ which can provide it with the right contacts.  
 
Finally, a 17 cm high product was created which would enable a user to interact and communicate with friends or 
family through hologramatic images. However, this does raise the question of privacy sensitivity. For now, we 
found a way in between where users would have less privacy than for example texting, but more than when 
communicating face-to-face.  
 



Design Process 
In this section the entire design process is summarized according to the 8 steps of the ViP - Vision in design: A 
guidebook for innovators book. It is formatted so, that you go through all steps accordingly. You are provided with 
further information on decision making when necessary for the understanding of the process.  
 
Step 1 || Domain and Time:   
We initially defined our domain as Long Distance Communication. However, it quickly became apparent that this 
domain lacked the specificity it needed. The definition of long distance was interpreted by many people 
differently. Therefore, the domain was redefined to Communication Outside Audiovisual Range. This includes all 
communication between two or more individuals that is not done face to face. So the individuals cannot hear or 
see each other physically during the communication. The motivation for this domain can be found in the first two 
paragraphs of the executive summary.  
 
With this domain we set ourselves a timeframe of 5 years. Our idea will most likely require users to undergo a 
change in their communication habits. The adaptation and implementation of the communication method will 
ideally take 5 years before it becomes part of daily communication habits. Along with this, some technological 
aspects might be thought of which take time to develop and should not be rushed.  
 
Step 2 || Context Factors:  
We defined the context of our design using a Lotus Blossom (Higgins, 1996) which can be seen below (See 
Appendix 1). The factors that we considered to be the most important ones are the following:  

● Feeling of presence (state)  
Presence can be defined as “a psychological state in which virtual objects are experienced as actual 
objects” (Lee, 2004). When communicating to someone outside audiovisual range, the aim is to feel the 
other person’s presence. With our design, we want to focus on making this feeling of presence as 
realistic as possible because we believe that this will improve the communication experience in the best 
way.  

 
● Persistence in communication (development) 

Currently, many digital forms of communication persist through time. Some apps like snapchat 
deliberately delete data generated after a certain time period. Manipulating this factor can change the 
feeling of privacy and allow or discourage certain levels of intimacy in communication.  

 
● International impairments; when trying to communicate across the border and might encounter 

difficulties (development). 
Furthermore, we made the assumption that there would be no international impairments. We assume 
that communication between relatives, friends or (business) partners generally means you know each 
other and are familiar with each others background. This should entail that impairments are not a 
problem that occur during these conversations.  

 
Step 3 || Structuring the Context:  
Within this step we redefined the context factors we found in step 2. We clustered them in a common-quality 
cluster and emergent-quality cluster. 
 
Common-quality cluster 
Feeling of Presence: Feeling a connection with others and a feeling as if you are in the same space as someone 
else.  

Based upon:  
● Talking to loved ones 
● What you write or say might be interpreted wrong due to no natural face-to-face communication 
● Safety 

 



Persistence in Communication: Mostly the preservation of audible communicating with others.  
Based upon:  

● Amount of available mental cognition capacity  
● Synchrony in form of communication  
● Faster speed of communication via other media 

 
Assumption of no international impairments: Communication with relatives includes knowledge on background 
and therefore the exclusion of impairments.  

Based upon: 
● More availability and accessibility 
● Faster communication 
● General knowledge of each other 

 
Manners of communication: The state of a human determines the manner of communication. Human 
communication is limited by physical limits, mental limits and cultural limits.  

Based upon: 
● Visual limitations 
● Psychological feeling at the moment  
● Difference in interpretation of non verbal communication  

 
Involvement of at least 2 people:  

Based upon:  
● Essence of communicating 
● Expression  
● Synchrony in form of communication 

 
Emergent-quality cluster 
Effort and reward: Some level of effort is required, this will always lead to a reward in the form of successful 
communication. Also, the effort put in the communication should be proportional to the reward you get from using 
the product. The reward can be expressed in the richness of the interaction.  

Based upon:  
● Stress, desire and mood 
● Social standards  
● Goals for communication  

 
Step 4 || Statement Definition:  
From the 30 elements of value (See Appendix 1), inspired by Maslow’s Hierarchy of needs (1943), we ended up 
with five needs (of which we combined two) which fitted best to our context factors.  

1. Affiliation and Belonging: When you can maintain a good bond between one another while interacting 
outside audiovisual range, richness in the communication is supported. 

2. Rewards me: According to our emergent-quality cluster ‘Effort & Reward’, communication outside 
audiovisual range should result in rewards on an emotional level. 

3. Fun & Entertainment: People communicating outside their audiovisual range will feel engaged to the 
design if the interaction is fun and entertaining. 

4. Quality and Connects: On a functional level, the design should provide a qualitative connection between 
two or more people trying to communicate outside audiovisual range to create an optimal interaction. 

 
With these values, the context factors and our own believe in the richness of communication, we developed the 
following vision statement: 
 
We want to enable people to communicate with each other outside of their audiovisual range, without losing the 
interaction’s richness and using their devices as a tool instead of a mediator. 

  



Step 5 || Designing Human-Product Interaction:  
In this step we first further defined our statement. Especially the interaction’s richness. The rich aspect we want 
to emphasize were:  

● Feeling of presence 
● Feeling of intimacy 
● Effort and reward 
● Removing noise 

 
With this, and all other aspects we had created before, we developed a moodboard (See Appendix 1). From this 
moodboard and the vision statement a number of human-product relationship analogies were derived: 

● Having tea time with people close to you 
● Sitting together on a bench chatting 
● Seeing someone who is close to you after a long time  
● Skyping with your best friend who is travelling abroad and wants to show you the scenery 

 
From this, we found five main human-product interaction keywords: 

● Intuitive 
● Fast 
● Intimate 
● Seamless 
● Realtime 

 
Step 6 || Product Qualities:  
During this step we finally defined our target group; young people who are used to interact with new, 
technological devices. We also defined some qualities of the product and divided those in characters based on 
the personality or figurative expression of the product and action-related characteristics.  
 
Personality or figurative expression of the 
product 

● Intimate 
● Efficient 
● Connecting  
● Intelligent  
● Rewarding 
● Humble 

 
 

Action-related  
 

● Fast 
● Smooth 
● Audible 
● Visible  

  
 
  
 

Step 7 || Concept Design:  
Arriving to this step meant we could finally 
start conceptualizing our product. With the 
help of some storyboards and idea 
sketches we worked out many concepts 
(See Appendix 1). Finally, with the help of 
dot voting we decided upon one concept to 
elaborate on further in step 8. The chosen 
concept can been seen in figure 1. In this 
figure it seems strange to choose this 
option because of the ratings on 
appropriateness and originality. However, 
we found this difficult to predict this before 
validation. The idea was chosen for its 
potential. 

Figure 1: Idea sketch of the chosen idea 



 
Step 8 || Detailing:  
For this final step we took a second look at our concept from step 7. Of course, all past steps together have to be 
the driver for this step, so this also means the timeframe in which that vision is set is important. Therefore, we 
developed some assumptions to go along our design. Also, during this step, several design specifications were 
defined. First of all, the product needs to provide communication in an efficient way. This, to our opinion, includes 
speech and facial recognition. Furthermore, we tried to take into account both the figurative expressions as well 
as the action-related characters of the product. For example, the character of it being visual was very important. 
We want to influence the communication outside the audiovisual range, by making it visual and attractive again 
for the user.  
 
Having a time frame of 5 years, some assumptions were made to keep this in mind:  

- In 5 years, holograms will be more sophisticated and used more frequently. 
- Recently, Apple launched iPhone X. This phone uses a True Depth sensor, which is capable of 

capturing a 3D image of a person’s face. Assuming developers will use this sensor more and more, we 
think that this might be the first step towards holographic projection in small applications. In 5 years, this 
technology might be developed to recognise a whole body (Cardinal, 2017). 

 
Greet has limited interaction possibilities on the product itself, since it only serves one purpose: communication 
with one another using a hologram, enriching the communication experience. 
  

Design Overview 
Greet is a communication tool designed to use outside an audio- visual 
range which uses voice recognition as main interaction. One announces 
the name he or she wants to communicate with and when the call is 
accepted, a hologram of that person will appear. The contacts in your 
phone, your google account, or any other future account, will be 
synchronized so that Greet can recognize names. The hologram will be a 
real time visualization of  the head and upper part of the torso of the other 
person at the moment and will include the ability to talk to each other. To 
end the conversation one just tells Greet to hang up. Greet is a standing 
object which one can place on any surface he or she prefers.  

 

        Figure 2: The first prototype of Greet 
 
 
 
 
 
 
 
 
 
 
 

Figure 3: An example of how Greet would show the hologram of the person one is talking to  



Design Validation 
When reflecting on our final prototype and our vision statement: ‘’We want to enable people to communicate with 
each other outside of their audiovisual range, without losing the interaction’s richness and using their devices as 
a tool instead of a mediator.’’, we managed to do what we planned. Greet enables users to communicate outside 
their audio- visual range, and since the users can both see each other and talk directly to each other, the  device 
is used as a tool instead of a mediator.  

But there is still room for improvement. First of all, not all product qualities are visible in the final prototype. 
Smooth, as an action related quality is not very present. Also the prototype is not very rewarding, this action can 
also be seen slightly contradictory to our statement of using the prototype as a tool instead of a mediator. There 
is also a loss of richness of the interaction since it is only possible to communicate with the hologram, and to 
extension each other, via audio. This could be improved by giving more human characteristics to the prototype 
and communicating via different senses.  

Lastly there is the problem of privacy and intimacy, during 
the design process we opted for a feeling as intimate as a 
regular person to person conversation, but found out that 
this would decrease the amount of privacy. To solve this 
as best as possible we settled for a middle ground, where 
users would have less privacy than for example texting, 
but more than when communicating face to face. This 
because, the hologram is not visible and audible as much 
as a regular person is. For future iterations, the prototype 
could be improved by giving users more privacy. In the 
future, Greet could be useful in a professional context. It 
could for example function as a communication tool 
during meetings when people cannot be present. 

Figure 4: Validation of Greet on a privacy and 
interaction richness scale  

Video 
https://vimeo.com/263143501 
 
The video was made to showcase the user experience of using Greet. After effects was used to create a 
hologram like effect using chroma keyed footage paste in other footage. Credits and sources can be found in the 
video description. 

   

https://vimeo.com/263143501


Individual Contributions + Group Reflection 
 
Jelle 
In the process I contributed to building the prototype, filming the video, editing the video, while being present and 
actively contributing to the group meetings. I found the group to be very pleasant and professional, work was 
divided and executed professionally and efficiently. Group meetings were structured, yet not too formal. I do not 
feel like people took designated roles in conversation, rather the group functioned very well on equal basis which 
I found very positive. 
 
Jessie 
The teamwork went quite smooth in my opinion. We were all just as motivated to work on the project equally. My 
individual contributions were mostly prototyping, acting in the video, presentations and of course participating in 
the group meetings. I do not feel that there was anyone within our group that worked way less or way more on 
this project than the rest of the group, which I find a good thing. I liked working within this team because I felt that 
everyone was willing to invest time in this project. 
 
Femke 
During this course my contribution were mostly in areas where my personal strengths lie. I mostly contributed 
with idea generating, helping with the video and realising the prototype. I found our group meetings to be very 
productive, and I think everyone contributed evenly and showed their strengths. We had weekly meetings where 
we would process the feedback of last week and made new progress. Working in this group was relaxed, 
professional and sometimes genuine fun.  
 
Flavia 
My overall contribution lies mainly in the input during all the meetings we had, the filming of the video, presenting 
and the final report that had to be made. I believe our group worked efficiently and professional. All of us 
contributed equally and were willing to invest time in the project. We had weekly meetings in which we discussed 
and worked out each step to our best ability. Worth noting, is that I am of the opinion that our group digested and 
processes the negative feedback very well. We were able to be honest to ourselves as a group and 
acknowledged when something was done wrong.  
 
Ward 
As for my contribution to the project, I was mainly involved in making the prototype, creating visuals and of 
course giving input to the group meetings. I think everyone had more or less the same input while we were with 
all of us together, which made it easier to add to the other group members’ ideas. In this way, the teamwork went 
quite fluently and the efficiency of our group meetings was very high. Also, I think that whenever we got 
distracted by things that did not relate to the project, we noted this and focussed ourselves on the project. This 
made working in this team really pleasant.  
 
Group reflection 
As a group, we all contributed to the project equally in our own ways. Arranging group meetings was sometimes 
hard because everyone had different schedules of their other courses. We all had a good attitude towards others 
in this and tried to negotiate what times would fit best to meet up. During these meetings, everyone could have 
their own say in the project and we let each other present their ideas and gave our own opinions on these 
personal ideas. The relevance of both good and less good ideas were often evaluated through discussion within 
the team, resulting in well-considered output. There were little to no interpersonal issues, so we collaborated a lot 
together. When we planned on writing peer feedback or parts for our report, we tried to divide all the tasks 
equally.  
 



Feedback for improving the course 
Jelle 
The course provided students with a good alternative to traditional, more iterative approaches to design. While 
this style of design doesn’t really fit already existing context and product improvements as well as some other 
methods, it does have it uses and some elements can also prove valuable when incorporated in different kinds of 
design processes.  
 
Course wise though, I would try to make a more personalised process possible. One teacher for the whole 
course puts a great strain on that person. For a new course iteration I would personally choose to split up the 
group into a few separate groups, studios if you will. Those studios are headed by students who have already 
done the course and have the experience to guide groups following the ViP process for the first time. They would 
to the initial grading and counseling and then couple it back to the main teacher, who will make sure all students 
are graded to the same standards. This would take strain from the main teacher and allow for more personal, 
qualitative tutoring for students. 
 
Jessie 
I think this course provided lots of new interesting methods which can be used in your own design process. I 
found this course mostly useful because it was during the first quartile of our final bachelor project. The ViP 
method could be a good starting point for your own design process for your FBP. I liked the planning of the 
course as it discussed 1 step at a time. However, when I started this course, I expected to learn about the Value 
Proposition Canvas and the Business Model Canvas which I was actually looking forward too. So it would be a 
good thing to add a correct course summary to Osiris. Furthermore, I like Jelle’s idea of the clustering of groups 
because I feel that this course can work more efficiently as it did now. 
 
Femke 
I found this course to be a fun design centred subject. The ViP-design method was a refreshing way to look at 
design, but I found that sometimes there was little room for real creativity. I think the ViP method can be really 
great when a design team is getting stuck, but with all the predetermined steps it sometimes felt a bit like a colour 
by numbers exercise. I would personally like some more room for diverging slightly of the predetermined steps of 
ViP, but I also understand that it cannot always be possible. Further I agree with Jelle about the idea of using 
studios. Looking at presentations of groups that had no similarities to our research, was not very interesting. 
Clustering similar groups together in a studio would solve this problem. 
 
Flavia 
As said in my personal reflection, I think this is a course that lets a 3rd year ID student rethink all the design 
processes he or she has been through during her academic career. The materials push you to think differently 
than you are used to. In the beginning this felt a bit unnatural as I was already used to my own way of a design 
process. Most of my critique lies within the steps of the ViP process. Since they are so predetermined it 
sometimes feels like you lose the creativity and own control of your idea generating and process. I understand 
that the steps are supposed to lead you to a concept, but a little bit more freedom in the steps would be nice. 
Furthermore, with regard to the setup of the course, I could not really find the added value of the video. It felt a bit 
like we had to just make a video because we are Industrial Design students. Next to this, I think you can ask us to 
write a reflection in with a max of 500 words. This way, we need to keep it short but still have more than enough 
room to talk about the process. Finally, I think Jelle makes a very good point of clustering the groups, especially 
with regard to the topics discussed.  
 
Ward 
Being taught another method of designing requires good guiding. With the means possible, I think this has been 
done. Although, as described by my other group members as well, smaller tutoring groups will be beneficial for 
this guidance in my opinion. Also, I think that it would increase the involvement of the students, because right 
now I really had the feeling that groups only cared about the presentations that they had to give peer feedback 



on. Lecture rooms were quite empty when there were presentations by students, compared to when for example 
a guest lecture was given. Ultimately, I would like to note that these guest lectures were really interesting and I 
would definitely keep those in the course program. As for the report, I think the page limit is needed, but it also 
limits you in describing better what you have done to come to certain ideas and concepts. It really felt like just 
listing the results, having no room for argumentation why things were included or left out. Other than that, I think 
the course is useful and some steps can be used also in other design processes, which is valuable.  
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