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ABSTRACT

Designers are required to understand human behavior and people’s needs in order 

to design solutions. According to Muratovsky (2015), society today demands 

designers to not only design products and communications, but also a system for 

�O�L�Y�L�Q�J�����7�K�H���G�H���Q�L�W�L�R�Q���R�I���G�H�V�L�J�Q���L�V���F�K�D�Q�J�L�Q�J���I�U�R�P���D���F�U�D�I�W���R�U�L�H�Q�W�H�G���S�U�R�I�H�V�V�L�R�Q���Z�K�H�U�H��

the emphasis is on individual creativity and commerce, to a discipline that is robust 

�D�Q�G���F�R�P�P�L�W�W�H�G���W�R���F�R�Q�F�H�S�W�X�D�O�L�]�D�W�L�R�Q�����F�R�Q���J�X�U�D�W�L�R�Q�����D�Q�G���W�K�H���L�P�S�O�H�P�H�Q�W�D�W�L�R�Q���R�I���Q�H�Z��

ideas (Muratovsky, 2015). Therefore, the current demands become the reason cross-

disciplinary studies is a required skill for designers (Muratovsky, 2015). In order to 

�E�U�R�D�G�H�Q���W�K�H�L�U���N�Q�R�Z�O�H�G�J�H�����G�H�V�L�J�Q�H�U�V���Q�H�H�G���W�R���E�H�F�R�P�H���V�W�U�D�W�H�J�L�F���S�O�D�Q�Q�H�U�V���D�Q�G���W�K�L�Q�N�H�U�V��

�Z�K�R���F�D�Q���Z�R�U�N���D�F�U�R�V�V���G�L�V�F�L�S�O�L�Q�H�V�����,�Q���R�U�G�H�U���W�R���P�H�H�W���W�K�H���F�X�U�U�H�Q�W���G�H�P�D�Q�G�V���I�R�U���G�H�V�L�J�Q�H�U�V��

�W�R���E�H�F�R�P�H���V�W�U�D�W�H�J�L�F���S�O�D�Q�Q�H�U�V�����W�K�H���G�H�V�L�J�Q�H�U���Q�H�H�G�V���W�R�����Q�G���D���Z�D�\���R�I���L�P�S�U�R�Y�L�Q�J��

the design research planning process. Based on the author’s experience and 

�R�E�V�H�U�Y�D�W�L�R�Q�V�����Q�R�Y�L�F�H���G�H�V�L�J�Q�H�U�V���R�U���G�H�V�L�J�Q���V�W�X�G�H�Q�W�V���I�R�X�Q�G���G�L�I���F�X�O�W�L�H�V���Z�K�H�Q���W�K�H�\���S�O�D�Q��

to design research in professional and academic contexts on their teams. It seems 

that they often forget the various methods, theories, or tools about design methods 

that should be used for the research. To solve these issues, games could convey a 

�V�R�O�X�W�L�R�Q���W�K�D�W���K�H�O�S�V���G�H�V�L�J�Q�H�U�V���W�R���X�Q�G�H�U�V�W�D�Q�G���W�K�H���Z�K�R�O�H���S�U�R�F�H�V�V���R�I���G�H�V�L�J�Q���U�H�V�H�D�U�F�K����

Games can be used for designers as an activity to learn the planning design research 

�H�[�S�H�U�L�P�H�Q�W�L�Q�J���P�H�W�K�R�G���E�\���N�Q�R�Z�L�Q�J���Z�K�D�W���L�V���D���E�H�W�W�H�U���S�O�D�Q���L�Q���D���S�D�U�W�L�F�X�O�D�U���F�D�V�H�����'�H�V�L�J�Q��

�J�D�P�H�V���H�Q�D�E�O�H���G�H�V�L�J�Q���D�F�W�L�R�Q�V���W�R���E�H���V�W�X�G�L�H�G���L�Q���D���P�D�Q�L�S�X�O�D�E�O�H���D�Q�G���Z�H�O�O���E�R�X�Q�G�H�G��

environment that creates situations similar to real-life situations (Habraken & Gross, 

as cited in Vaajakallio, 2012). Games can be used as a tool or medium in a cross-

disciplinary team for having engaging discussion and collaboration process. 

 

�7�K�L�V���W�K�H�V�L�V���H�[�S�O�R�U�H�V���K�R�Z���W�R���F�U�H�D�W�H���J�D�P�H�V���W�K�D�W���K�H�O�S���W�K�H���G�H�V�L�J�Q�H�U���W�R���S�O�D�Q���U�H�V�H�D�U�F�K��

in order to guide designers to understand better the design research context. 

�7�K�L�V���N�Q�R�Z�O�H�G�J�H���F�D�Q���K�H�O�S���G�H�V�L�J�Q�H�U�V���W�R���H�[�S�D�Q�G���W�K�H�L�U���H�P�S�K�D�V�L�V���E�D�V�H�G���R�Q���L�Q�G�L�Y�L�G�X�D�O��

�F�U�H�D�W�L�Y�L�W�\���W�R�Z�D�U�G�V���F�R�Q�F�H�S�W�X�D�O�L�]�D�W�L�R�Q�����F�R�Q���J�X�U�D�W�L�R�Q�����D�Q�G���L�P�S�O�H�P�H�Q�W�D�W�L�R�Q���R�I���Q�H�Z��

ideas. The outcome of this thesis is games that help designers to plan design 

research.

 

Keywords: Design Research, Planning Research, Serious Games, Game-Based 

Learning
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Contextual Background

Designers are required to understand human behavior and needs in order to design 

solutions. According to Muratovski (2016), society today demands designers to 

not only design products and communications, but also a system for living. Design 

�G�H���Q�L�W�L�R�Q���L�V���F�K�D�Q�J�L�Q�J���I�U�R�P���D���F�U�D�I�W���R�U�L�H�Q�W�H�G���S�U�R�I�H�V�V�L�R�Q���Z�K�H�U�H���W�K�H���H�P�S�K�D�V�L�V���L�V���R�Q��

individual creativity and commerce, into a discipline that is robust and committed to 

�F�R�Q�F�H�S�W�X�D�O�L�]�D�W�L�R�Q�����F�R�Q���J�X�U�D�W�L�R�Q�����D�Q�G���W�K�H���L�P�S�O�H�P�H�Q�W�D�W�L�R�Q���R�I���Q�H�Z���L�G�H�D�V�����0�X�U�D�W�R�Y�V�N�L����

2016). Therefore, the current demands become the reason cross-disciplinary 

studies is a required skill for designers (Muratovski, 2016). In order to broaden their 

�N�Q�R�Z�O�H�G�J�H�����G�H�V�L�J�Q�H�U�V���Q�H�H�G���W�R���E�H�F�R�P�H���V�W�U�D�W�H�J�L�F���S�O�D�Q�Q�H�U�V���D�Q�G���W�K�L�Q�N�H�U�V���Z�K�R���D�U�H���D�E�O�H��

�W�R���Z�R�U�N���D�F�U�R�V�V���W�K�H���G�L�V�F�L�S�O�L�Q�H��

In order to meet the current demands for designers to become strategic planners, 

�W�K�H���G�H�V�L�J�Q�H�U���Q�H�H�G�V���W�R�����Q�G���D���Z�D�\���W�R���L�P�S�U�R�Y�H���W�K�H���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���S�O�D�Q�Q�L�Q�J���S�U�R�F�H�V�V����

�+�R�Z�H�Y�H�U�����W�K�H�U�H���D�U�H���V�H�Y�H�U�D�O���F�K�D�O�O�H�Q�J�H�V���W�R���H�Q�V�X�U�H���M�X�Q�L�R�U���G�H�V�L�J�Q�H�U�V���D�U�H���D�E�O�H���W�R���Z�R�U�N��

across disciplines. Onselen and Valkenburg (2015) explain that junior design 

�S�U�R�I�H�V�V�L�R�Q�D�O�V���R�I�W�H�Q���I�D�F�H���W�K�H���F�K�D�O�O�H�Q�J�H���R�I���U�H�P�D�L�Q�L�Q�J���W�U�X�H���W�R���W�K�H�L�U���Y�D�O�X�H�V���Z�K�L�O�H��

�Z�R�U�N�L�Q�J���Z�L�W�K���R�W�K�H�U�V�����$�F�F�R�U�G�L�Q�J���W�R���2�Q�V�H�O�H�Q���H�W���D�O���������������������M�X�Q�L�R�U���G�H�V�L�J�Q�H�U�V���F�D�Q�Q�R�W��

�R�I�W�H�Q���P�D�Q�D�J�H���F�R�Q���L�F�W���K�D�Q�G�O�L�Q�J���V�L�W�X�D�W�L�R�Q�V���D�Q�G���G�L�V�S�X�W�H�V���E�H�F�D�X�V�H���P�R�V�W���G�H�V�L�J�Q���F�R�O�O�H�J�H�V��

�G�R���Q�R�W���W�U�D�L�Q���W�K�H�L�U���G�H�V�L�J�Q���V�W�X�G�H�Q�W�V���W�R���S�U�H�S�D�U�H���W�K�H�P���I�R�U�����S�R�W�H�Q�W�L�D�O�����F�R�Q���L�F�W�����%�D�V�H�G���R�Q��

the author’s experience and observation, junior designers or design students found 

�G�L�I���F�X�O�W�L�H�V���Z�K�H�Q���W�K�H�\���S�O�D�Q���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���L�Q���S�U�R�I�H�V�V�L�R�Q�D�O���D�Q�G���D�F�D�G�H�P�L�F���F�R�Q�W�H�[�W�V���R�Q��

their cross-disciplinary teams.

As a junior designer, they respond to become strategy planners and create 

�L�Q�Y�H�Q�W�L�R�Q�V���Z�L�W�K���R�W�K�H�U�V�����-�X�Q�L�R�U���G�H�V�L�J�Q�H�U�V���Q�H�H�G���D���V�W�U�R�Q�J�H�U���N�Q�R�Z�O�H�G�J�H���R�I���W�K�H�L�U���Y�D�O�X�H�V��

and a design strategy to effectively use these principles to create useful inventions 

�W�R�J�H�W�K�H�U���Z�L�W�K���R�W�K�H�U�V�����2�Q�V�H�O�H�Q�����9�D�O�N�H�Q�E�X�U�J�����������������$�F�F�R�U�G�L�Q�J���W�R���'�R�U�V�W���D�Q�G���5�H�\�P�H�Q��

(2004), Design methods and design tools could be provided at precisely the right 

time for the design students to promote the next step in their development. One 

of the primary roles of designers is conducting facilitation in the team to create a 

co-creation process in order to gain various insights from a different perspective. 

Students need to gain insights into their current level of collaborative design 

�V�N�L�O�O�V���Z�K�H�U�H���L�W���F�D�Q���E�H���G�R�Q�H���W�K�U�R�X�J�K���H�[�S�H�U�L�H�Q�W�L�D�O���O�H�D�U�Q�L�Q�J���Z�L�W�K���G�L�U�H�F�W���U�H���H�F�W�L�R�Q�V��

(Kleinsmann et al., 2012). Therefore, support tools and facilitation toolkits can be 

created and evaluated to help educate and facilitate junior designers (Onselen et al., 

2019). 

Design games can be used as support tools and toolkits for junior designers to help 

�O�H�D�U�Q���Z�R�U�N���L�Q���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���V�W�U�D�W�H�J�L�F���S�O�D�Q�Q�L�Q�J�����9�D�D�M�D�N�D�O�O�L�R�����������������H�[�S�O�D�L�Q�V���W�K�D�W��

design games are a tool to address the three co-design needs: dialog organization, 

empathic support for understanding, and multiple contributions to identify, frame, 

�D�Q�G���U�H�V�R�O�Y�H���G�H�V�L�J�Q���L�V�V�X�H�V�����2�Q�H���R�I���G�H�V�L�J�Q�H�U���W�D�V�N���L�V���W�R���N�Q�R�Z���K�R�Z���W�R���S�O�D�Q���D�Q�G���F�R�Q�G�X�F�W��

co-design. Framing collaborative design practices in game format increases the 

�S�U�R�G�X�F�W�L�R�Q���R�I���L�G�H�D�V���D�Q�G���L�Q�W�H�U�D�F�W�L�R�Q���E�H�W�Z�H�H�Q���S�D�U�W�L�F�L�S�D�Q�W�V�����%�U�D�Q�G�W���	���0�H�V�V�H�W�H�U����

���������������'�H�V�L�J�Q���J�D�P�H�V���S�U�R�Y�L�G�H���S�O�D�Q�Q�L�Q�J���D�Q�G���F�R�G�H�V�L�J�Q���I�U�D�P�H�Z�R�U�N�����9�D�D�M�D�N�D�O�O�L�R���D�Q�G��

Mattelmäki, 2014) and also generative, sensitive, visual and playful tools aimed at 

sensitizing imagination and facilitating co-design exploration (Vaajakallio, 2012). 

�7�K�L�V���W�K�H�V�L�V���H�[�S�O�R�U�H�V���K�R�Z���W�R���L�P�S�O�H�P�H�Q�W���J�D�P�H�V���H�O�H�P�H�Q�W�V���L�Q���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���S�O�D�Q�Q�L�Q�J��

in order to guide designers to understand better the design research context. 

�'�H�V�L�J�Q�H�U�V���Q�H�H�G���D���I�U�D�P�H�Z�R�U�N���D�Q�G���J�X�L�G�D�Q�F�H���W�K�D�W���F�D�Q���L�Q�F�U�H�D�V�H���H�I�I�H�F�W�L�Y�H�Q�H�V�V���D�Q�G��

engagement in learning in order to have better decisions and understand the design 

research context in a cross-disciplinary team. As Muratovsky explains (2016), 

�O�H�D�U�Q�L�Q�J���K�R�Z���W�R���G�R���U�H�V�H�D�U�F�K���W�D�N�H�V���W�L�P�H�����D�Q�G���L�W���Q�H�H�G�V���V�R�P�H���J�X�L�G�D�Q�F�H���D�O�R�Q�J���W�K�H���Z�D�\����

�7�K�L�V���N�Q�R�Z�O�H�G�J�H���F�D�Q���K�H�O�S���G�H�V�L�J�Q�H�U�V���W�R���H�[�S�D�Q�G���W�K�H�L�U���H�P�S�K�D�V�L�V���E�D�V�H�G���R�Q���L�Q�G�L�Y�L�G�X�D�O��

�F�U�H�D�W�L�Y�L�W�\���L�Q�W�R���D�V�V�L�J�Q�H�G���W�R���F�R�Q�F�H�S�W�X�D�O�L�]�D�W�L�R�Q�����F�R�Q���J�X�U�D�W�L�R�Q�����D�Q�G���L�P�S�O�H�P�H�Q�W�D�W�L�R�Q��

�R�I���Q�H�Z���L�G�H�D�V�����6�W�X�G�H�Q�W�V���Q�H�H�G���I�H�H�G�E�D�F�N���R�Q���W�K�H�L�U���F�X�U�U�H�Q�W���O�H�Y�H�O���R�I���F�R�O�O�D�E�R�U�D�W�L�Y�H���G�H�V�L�J�Q��

�V�N�L�O�O�V�����$�Q�R�W�K�H�U���D�S�S�U�R�D�F�K���L�V���W�K�U�R�X�J�K���H�[�S�H�U�L�H�Q�W�L�D�O���O�H�D�U�Q�L�Q�J���Z�L�W�K���F�O�H�D�U���U�H���H�F�W�L�R�Q�V���V�R��

collaborative design learning systems could be best driven to improve this process 

and increase performance (Kleinsmann et al., 2012). The outline of this thesis is a 

games element toolkit that guides junior designers or design students learn to plan 

design research. 
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Research Objective and Question

�'�H�V�L�J�Q�H�U�V���F�R�X�O�G���U�H�F�R�J�Q�L�]�H���D�Q�G�����Q�G���R�X�W���D�O�W�H�U�Q�D�W�L�Y�H���Z�D�\�V���R�I���O�H�D�U�Q�L�Q�J���G�H�V�L�J�Q���U�H�V�H�D�U�F�K��

planning through qualitative research and applied research study. Therefore, 

�W�K�L�V���V�W�X�G�\���H�[�D�P�L�Q�H�V���D�Q�G���K�L�J�K�O�L�J�K�W�V���W�K�H�V�H���S�R�V�V�L�E�L�O�L�W�L�H�V���E�\���D�Q�V�Z�H�U�L�Q�J���W�K�H���I�R�O�O�R�Z�L�Q�J��

questions: 

1. How to apply a playful and engaging experience by using games design in order to 

help the junior designer to understand and to plan design research in an engaging and 

�H�I���F�L�H�Q�W���S�U�R�F�H�V�V�"

2. How to share complex knowledge in a design research activity that can be 

�X�Q�G�H�U�V�W�D�Q�G�D�E�O�H���E�\���F�U�R�V�V���G�L�V�F�S�O�L�Q�D�U�\���S�D�U�W�L�F�L�S�D�Q�W�V�"��

�������+�R�Z���W�R���X�V�H���J�D�P�H�V���P�H�W�K�R�G�R�O�R�J�\���I�R�U���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���H�G�X�F�D�W�L�R�Q�"

The main objectives of this thesis:

1. Finding out issues and potential ideas that happen in design research process based on 

practitioners to improve better outcome.

 

2. Propose a game that can be used as a learning tool to further understanding a design 

research process.

 

�6�X�E�V�H�T�X�H�Q�W�O�\�����W�K�H���R�X�W�F�R�P�H���R�I���W�K�L�V���H�[�S�O�R�U�D�W�L�R�Q���Z�L�O�O���E�H�F�R�P�H���D���Q�R�W�H�Z�R�U�W�K�\��

�F�R�Q�W�U�L�E�X�W�L�R�Q���L�Q���F�R�O�O�D�E�R�U�D�W�L�R�Q���E�H�W�Z�H�H�Q���V�H�U�L�R�X�V���J�D�P�H�V���D�Q�G���G�H�V�L�J�Q���G�L�V�F�L�S�O�L�Q�H�V�����7�K�L�V��

���Q�G�L�Q�J���S�R�V�V�L�E�O�\���P�D�\���O�H�D�G���W�R���W�K�H���F�U�H�D�W�L�R�Q���R�I���Q�H�Z���L�G�H�D�V���D�Q�G���S�U�R�W�R�W�\�S�H�V���W�K�D�W���F�D�Q���K�H�O�S��

designer and learner to have a better understanding in planning design research. 

Thesis Structure

�7�K�L�V���H�[�S�O�R�U�D�W�L�R�Q���L�V���V�H�S�D�U�D�W�H�G���L�Q�W�R���V�L�[���F�K�D�S�W�H�U�V�����Z�L�W�K���H�D�F�K���V�H�F�W�L�R�Q���V�X�S�S�R�U�W�L�Q�J���H�D�F�K��

�R�W�K�H�U�����7�K�H���U�H�V�H�D�U�F�K�H�U���Z�L�O�O���V�W�D�U�W���E�\���G�L�V�F�X�V�V�L�Q�J���W�K�H���E�D�F�N�J�U�R�X�Q�G�����P�H�W�K�R�G�R�O�R�J�\�����D�Q�G��

�U�H�V�H�D�U�F�K���T�X�H�V�W�L�R�Q�����Z�K�L�F�K���Z�L�O�O���E�H���G�L�V�F�X�V�V�H�G���L�Q���&�K�D�S�W�H�U�������D�V���L�Q�W�U�R�G�X�F�W�L�R�Q�����F�R�P�H�V���X�S��

�Z�L�W�K���F�K�D�S�W�H�U�������D�V���D���O�L�W�H�U�D�W�X�U�H���U�H�Y�L�H�Z���D�Q�G���E�D�F�N�J�U�R�X�Q�G���V�W�X�G�L�H�V�����&�K�D�S�W�H�U�������Z�L�O�O���G�L�V�F�X�V�V��

�W�K�H���P�H�W�K�R�G�R�O�R�J�L�H�V���W�K�D�W���E�H�H�Q���X�V�H�G���L�Q���W�K�H���W�K�H�V�L�V�����&�K�D�S�W�H�U�������Z�L�O�O���E�H���D�Q���D�Q�D�O�\�]�L�Q�J��

���Q�G�L�Q�J�V���I�U�R�P���L�Q�W�H�U�Y�L�H�Z�V���D�P�R�Q�J���G�H�V�L�J�Q�H�U�V�����&�K�D�S�W�H�U�������G�L�V�F�X�V�V���W�K�H���G�H�V�L�J�Q���S�U�R�F�H�V�V���R�I��

�F�U�H�D�W�L�Q�J���J�D�P�H�V���E�D�V�H�G���R�Q���W�K�H�����Q�G�L�Q�J�V�����W�K�H�Q���F�R�Q�W�L�Q�X�H�V���Z�L�W�K���F�K�D�S�W�H�U�������D�V���D���V�X�P�P�D�U�\����

suggestion, and discussion part. 

Limitation

Consequently, gathering information from another research and other essential 

�V�R�X�U�F�H�V���Z�R�X�O�G���E�U�L�Q�J���G�L�I�I�H�U�H�Q�W���S�R�L�Q�W�V���R�I���Y�L�H�Z���D�Q�G���L�Q�V�L�J�K�W�V�����4�X�D�O�L�W�D�W�L�Y�H���U�H�V�H�D�U�F�K���Z�L�O�O��

be valuable to gain a better comprehension of the related topics, such as the process 

of design research planning before the implementation of making part (applied 

�U�H�V�H�D�U�F�K�������7�K�H���L�V�V�X�H�V���L�Q���T�X�D�O�L�W�D�W�L�Y�H���U�H�V�H�D�U�F�K���Z�L�O�O���E�H���D�E�R�X�W���W�K�H���W�L�P�H���U�H�T�X�L�U�H�G���W�R��

�F�R�Q�G�X�F�W���D�Q���L�Q�W�H�U�Y�L�H�Z�����S�O�D�\�W�H�V�W�����D�Q�G���T�X�H�V�W�L�R�Q�Q�D�L�U�H�V����
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�,�Q���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���Z�R�U�N�L�Q�J���H�Q�Y�L�U�R�Q�P�H�Q�W�����G�H�V�L�J�Q�H�U�V���D�U�H���U�H�T�X�L�U�H�G���W�R���X�Q�G�H�U�V�W�D�Q�G��

human behavior and needs in order to design solutions. According to Muratovski 

(2016), society today demands designers to not only design products and 

communications, but also a system for living. Muratovski (2016) also conveys that 

�V�W�U�D�W�H�J�L�F���S�O�D�Q�Q�H�U�V���D�Q�G���S�U�R�I�H�V�V�L�R�Q�D�O���ç�W�K�L�Q�N�H�U�V�è���Z�K�R���F�D�Q���Z�R�U�N���D�F�U�R�V�V���G�L�V�F�L�S�O�L�Q�H�V��

�L�V���U�H�T�X�L�U�H�G���L�Q���G�H�V�L�J�Q�H�U���U�R�O�H�����$���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���Z�R�U�N�L�Q�J���H�Q�Y�L�U�R�Q�P�H�Q�W���E�H�F�R�P�H�V��

fundamental in establishing design research, therefore designer are required to learn 

�L�Q���R�U�G�H�U���W�R���E�H�F�R�P�H���V�W�U�D�W�H�J�L�F���S�O�D�Q�Q�H�U�V�����:�L�W�K���Q�H�Z���S�U�R�E�O�H�P�V���U�H�T�X�L�U�H���Q�H�Z���N�Q�R�Z�O�H�G�J�H����

�G�H�V�L�J�Q�H�U�V���Q�H�H�G���W�R���D�G�D�S�W���Z�L�W�K���Q�H�Z���F�K�D�O�O�H�Q�J�H�V���D�Q�G���Q�H�H�G���W�R���L�Q�W�U�R�G�X�F�H���F�U�R�V�V��

disciplinary design research is becoming increasingly important. 

�,�Q�Y�R�O�Y�L�Q�J���S�H�R�S�O�H���Z�L�W�K���D���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���E�D�F�N�J�U�R�X�Q�G���E�H�F�R�P�H���D�Q���H�V�V�H�Q�W�L�D�O���S�D�U�W���R�I��

planning design research, even from the early phase. Design research has, in recent 

years, laid interest in inviting various people, from users to other stakeholders, to 

�F�R�Q�W�U�L�E�X�W�H���L�Q���H�D�U�O�\���S�K�D�V�H�V���R�I���G�H�V�L�J�Q���S�U�R�F�H�V�V�H�V�����9�D�D�M�D�N�D�O�O�L�R�������������������.�Q�R�Z�O�H�G�J�H���D�Q�G��

�S�H�U�V�S�H�F�W�L�Y�H���V�K�D�U�L�Q�J���E�H�W�Z�H�H�Q���G�H�V�L�J�Q�H�U�V���D�Q�G���U�H�V�H�D�U�F�K�H�U�V���F�D�Q���O�H�D�G���W�R���X�V�H�I�X�O���L�Q�V�L�J�K�W�V��

�X�V�H�I�X�O���L�Q�V�L�J�K�W���D�Q�G���L�Q�I�R�U�P�D�W�L�R�Q�����E�X�W���D�O�V�R���F�D�Q���L�Q�L�W�L�D�W�H���Q�H�Z���F�K�D�O�O�H�Q�J�H�V���E�H�W�Z�H�H�Q���W�K�H�P����

Poor value alignment can impact decision-making teams and, if overlooked, endanger 

the design process and even end collaboration (Onselen-Valkenburg, 2015). 

Simultaneously, the complexity of some of today’s design issues ensures that no 

�V�L�Q�J�O�H���D�F�W�R�U���K�D�V���D�O�O���W�K�H���G�H�W�D�L�O�V���Q�H�F�H�V�V�D�U�\���W�R���D�F�F�R�P�S�O�L�V�K���D���G�H�V�L�J�Q���S�U�R�M�H�F�W�����7�H�D�P�Z�R�U�N��

�K�D�V���E�H�F�R�P�H���D�Q���H�V�V�H�Q�W�L�D�O���D�V�S�H�F�W���R�I���W�K�H���G�D�L�O�\���Z�R�U�N���R�I���G�H�V�L�J�Q�H�U�V�����%�D�G�N�H���6�F�K�D�X�E��

�D�Q�G���)�U�D�Q�N�H�Q�E�H�U�J�H�U���������������2�V�W�H�U�J�D�D�U�G���D�Q�G���6�X�P�P�H�U�V�����������������&�R�P�P�X�Q�L�F�D�W�L�R�Q���D�Q�G��

�F�R�O�O�D�E�R�U�D�W�L�R�Q���E�H�W�Z�H�H�Q���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�H�G���U�H�V�H�D�U�F�K�H�U�V���L�Q���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���D�U�H���H�V�V�H�Q�W�L�D�O��

in order to have a comprehensive and contextual outcome.

Planning Research 
 

�2�Q�H���R�I���W�K�H���P�R�V�W���F�K�D�O�O�H�Q�J�L�Q�J���R�E�V�W�D�F�O�H���L�Q���O�H�D�U�Q�L�Q�J���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���L�V���Z�K�H�Q���G�H�V�L�J�Q�H�U��

�I�D�F�H�G���Z�L�W�K���D���F�D�V�H�����W�K�H�\���Q�H�H�G���W�R���N�Q�R�Z���Z�K�D�W���L�V���V�X�L�W�D�E�O�H���P�H�W�K�R�G���D�Q�G���P�H�W�K�R�G�R�O�R�J�L�H�V��

on their plan. Guideline of method and methodology that can be used is required. 

�0�X�U�D�W�R�Y�V�N�L�����������������H�[�S�O�D�L�Q�V���W�K�D�W���W�K�H�U�H���D�U�H���D���Z�L�G�H���U�D�Q�J�H���R�I���P�H�W�K�R�G�V���I�R�U���P�R�Y�L�Q�J��

�W�R�Z�D�U�G���D�Q���L�V�V�X�H���D�Q�G���J�D�W�K�H�U�L�Q�J���L�Q�I�R�U�P�D�W�L�R�Q�����7�K�H���W�R�R�O�N�L�W�����W�K�H���P�H�W�K�R�G�R�O�R�J�\�����H�[�S�O�D�L�Q�V��

�Z�K�\���\�R�X���V�H�O�H�F�W�H�G���W�K�L�V���V�H�W���I�U�R�P���D�O�O���W�K�H���W�R�R�O�V���R�X�W���W�K�H�U�H���D�Q�G���Z�K�D�W���\�R�X�è�U�H���W�U�\�L�Q�J���W�R���G�R��

�Z�L�W�K���L�W�����0�D�G�G�H�Q�����D�V���F�L�W�H�G���L�Q���0�X�U�D�W�R�Y�V�N�L���������������������$�F�F�R�U�G�L�Q�J���W�R���'�R�U�V�W���D�Q�G���5�H�\�P�H�Q��

(2004), design methods and tools for encouraging the next phase in their creation 

could be given at the right time for the design student. A detailed information 

gathering approach can help explain the problem that needs to be addressed as 

�Z�H�O�O���D�V���W�K�H���U�H�V�R�X�U�F�H�V���U�H�T�X�L�U�H�G���W�R���P�H�H�W���V�W�X�G�\���W�D�U�J�H�W�V�����9�L�V�R�F�N�\���D�Q�G���9�L�V�R�F�N�\������������������

�3�O�D�Q�Q�L�Q�J���D���Z�R�U�N���S�O�D�Q���D�W���W�K�H���E�H�J�L�Q�Q�L�Q�J���R�I���D���S�U�R�M�H�F�W���Z�L�O�O���K�H�O�S���S�U�L�R�U�L�W�L�]�H���L�G�H�D�V�����G�L�U�H�F�W�L�Q�J��

group, and help get critical stakeholders on board (Visocky and Visocky, 2017). The 

research plan should be a living document, interpret it as a guideline rather than as a 

�U�X�O�H�����9�L�V�R�F�N�\���	���9�L�V�R�F�N�\�������������������,�W���Z�L�O�O���W�D�N�H���W�L�P�H���W�R���O�H�D�U�Q���K�R�Z���W�R���G�R���U�H�V�H�D�U�F�K�����O�L�N�H���P�R�V�W��

�W�K�L�Q�J�V���L�Q���O�L�I�H�����D�Q�G���D�O�R�Q�J���W�K�H���Z�D�\�����G�H�V�L�J�Q�H�U�V���Z�L�O�O���Q�H�H�G���V�R�P�H���J�X�L�G�D�Q�F�H�����0�X�U�D�W�R�Y�V�N�\����

2015).

�7�R���E�H���D�E�O�H���W�R���H�V�W�D�E�O�L�V�K���D���J�R�R�G���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���S�O�D�Q�����K�D�Y�L�Q�J���D���N�Q�R�Z�O�H�G�J�H���D�Q�G��

�H�[�S�H�U�L�H�Q�F�H���R�Q���K�R�Z���W�R���L�P�S�O�H�P�H�Q�W���D�Q�G���Z�K�D�W���P�H�W�K�R�G�V���W�K�D�W���F�D�Q���E�H���X�V�H�G���W�R�Z�D�U�G��

particular case is crucial. In order to establish credibility as a researcher, designer 

�Q�H�H�G���W�R���E�H���D�E�O�H���W�R���S�U�R�S�R�V�H���Z�K�D�W���N�L�Q�G���R�I���U�H�V�H�D�U�F�K���\�R�X���S�O�D�Q���W�R���G�R�����D�Q�G���K�R�Z���\�R�X���S�O�D�Q��

to do it (Moore, as cited in Muratovski, 2016). Muratovski (2015) has described 

�W�K�H���L�G�H�D�O���U�H�V�H�D�U�F�K�H�U�����Z�K�H�U�H���W�K�H�\���Z�L�O�O���E�H���F�R�P�I�R�U�W�D�E�O�H���Z�L�W�K���W�K�H���J�U�H�D�W�H�V�W���F�R�Q�F�H�L�Y�D�E�O�H��

�V�F�R�S�H���R�I���P�H�W�K�R�G�V�����D�Q�G���F�D�Q���X�W�L�O�L�]�H���W�K�H�P���V�S�H�F�L���F�D�O�O�\���D�Q�G���D�S�S�U�R�S�U�L�D�W�H�O�\���W�R���Y�D�U�L�R�X�V��

�F�L�U�F�X�P�V�W�D�Q�F�H�V�����%�\���K�D�Y�L�Q�J���H�[�S�H�U�L�H�Q�F�H���D�Q�G���Z�L�G�H�U���V�F�R�S�H���R�I���N�Q�R�Z�O�H�G�J�H���D�E�R�X�W���P�H�W�K�R�G����

�G�H�V�L�J�Q�H�U���Z�L�O�O���E�H���D�E�O�H���W�R���S�O�D�Q���W�K�H���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���E�\���F�K�R�R�V�L�Q�J���P�H�W�K�R�G�V���W�K�D�W���D�U�H��

�D�O�L�J�Q�H�G���W�R���W�K�H���R�E�M�H�F�W�L�Y�H�V�����D�Q�G���D�O�V�R���F�D�Q���G�L�I�I�H�U�H�Q�W�L�D�W�H���E�H�W�Z�H�H�Q���R�E�M�H�F�W�L�Y�H�V���D�Q�G��

subjectives results.
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�(�Y�H�Q���W�K�R�X�J�K���Y�D�U�L�R�X�V���P�H�W�K�R�G�R�O�R�J�L�H�V���F�D�Q���E�H���X�V�H�G���I�R�U���U�H�V�H�D�U�F�K�����G�H�V�L�J�Q�H�U�V���P�X�V�W��

�F�R�Q�V�L�G�H�U���W�K�H���S�U�R�M�H�F�W�è�V���J�R�D�O�V���D�Q�G���R�E�M�H�F�W�L�Y�H�V�����'�H�V�L�J�Q�H�U�V���Q�H�H�G���W�R���E�H���V�S�H�F�L���F���D�E�R�X�W���Z�K�D�W��

designers trying to learn before selecting the data gathering methods (Muratovsky, 

2015). There are various design methods that designers can use, and each of them 

�K�D�V���L�W�V���R�Z�Q���I�X�Q�F�W�L�R�Q�����V�R���G�H�V�L�J�Q�H�U�V���F�D�Q���F�R�P�E�L�Q�H���G�L�I�I�H�U�H�Q�W���R�I���P�H�W�K�R�G�V���W�R���R�E�W�D�L�Q��

project goals. Chipchase (2017) explains that the optimal methodological mix 

depends on the client and project objective. Designers choose a set of methods that 

�F�D�Q���K�H�O�S���W�K�H�P���D�F�K�L�H�Y�H���W�K�H���J�R�D�O�V���D�Q�G���W�K�H���U�H�D�V�R�Q�V���E�H�K�L�Q�G���W�K�H�P���Z�L�O�O���G�H���Q�H���G�H�V�L�J�Q�H�U�V��

�P�H�W�K�R�G�R�O�R�J�\�����0�X�U�D�W�R�Y�V�N�\�������������������/�H�D�U�Q�L�Q�J���W�R���N�Q�R�Z���Z�K�L�F�K���P�H�W�K�R�G���W�K�D�W���F�D�Q���Z�R�U�N���L�Q��

�S�D�U�W�L�F�X�O�D�U���F�D�V�H���F�D�Q���E�H���G�L�I���F�X�O�W���E�H�F�D�X�V�H���G�H�V�L�J�Q�H�U�V���Q�H�H�G���D�Q���D�F�W�X�D�O���H�[�S�H�U�L�H�Q�F�H���W�R���U�X�Q��

�W�K�H���P�H�W�K�R�G���D�Q�G���N�Q�R�Z���K�R�Z���L�W���Z�R�U�N�V���D�Q�G���W�K�H���E�H�Q�H���W�V�����&�K�L�S�F�K�D�V�H�����������������U�H�F�R�P�P�H�Q�G�V��

�U�X�Q�Q�L�Q�J���D���S�L�O�R�W���S�U�R�M�H�F�W�����Z�K�L�F�K���V�H�H�N�V���W�R���U�X�Q���D���V�P�D�O�O�����O�R�Z���U�L�V�N���H�[�S�H�U�L�P�H�Q�W���W�R�����Q�G�����D�Z�V��

or limitations in research methods before engaging in a full-scale study to achieve 

the most practical procedures, materials, questions, and participants’ experience 

�S�R�V�V�L�E�O�H�����%�\���U�X�Q�Q�L�Q�J���L�W�����G�H�V�L�J�Q�H�U�V���F�D�Q���O�H�D�U�Q���Z�K�L�F�K���W�H�F�K�Q�L�T�X�H���Z�R�X�O�G���V�X�L�W���D���S�D�U�W�L�F�X�O�D�U��

�S�U�R�M�H�F�W���Z�L�W�K�R�X�W���U�L�V�N�����%�\���N�Q�R�Z�L�Q�J���W�K�D�W���S�L�O�R�W���S�U�R�M�H�F�W�V���F�D�Q���K�H�O�S���G�H�V�L�J�Q�H�U�V���L�Q���P�H�W�K�R�G�V��

learning, author uses games as pilots projects to learn more about the case. This 

approach is used in order to decrease risk and uncertainty.

Presenting Research 

During presenting the design research plan, designers are required to convey the 

�S�O�D�Q���D�Q�G���W�K�H���R�E�M�H�F�W�L�Y�H�V���F�O�H�D�U�O�\���Z�L�W�K���V�W�U�R�Q�J���U�H�D�V�R�Q�L�Q�J�V�����%�H���F�O�H�D�U���R�Q���Z�K�D�W���W�U�\�L�Q�J���W�R��

�G�R���D�Q�G���D�F�K�L�H�Y�H���Z�L�W�K���W�K�H���U�H�D�V�R�Q�L�Q�J���L�V���U�H�T�X�L�U�H�G���Z�K�H�Q���S�U�H�V�H�Q�W�L�Q�J���W�K�H���G�H�V�L�J�Q���U�H�V�H�D�U�F�K��

plan to be discussed. Designers should be able to submit their research proposal 

�R�U���U�H�S�R�U�W���W�R���R�W�K�H�U�V���Z�K�R���G�R���Q�R�W���Q�H�F�H�V�V�D�U�L�O�\���X�Q�G�H�U�V�W�D�Q�G���W�K�H���G�H�W�D�L�O�V���R�I���W�K�H���Z�R�U�N��

(Muratovski, 2016). At the same time, designers may also experience problems of 

�F�R�R�U�G�L�Q�D�W�L�Q�J���H�I�I�R�U�W�V���Z�L�W�K���G�L�I�I�H�U�H�Q�W���U�H�V�H�D�U�F�K�H�U�V���G�X�H���W�R���W�K�H���O�D�F�N���R�I���L�Q�I�R�U�P�D�W�L�R�Q���R�Q��

different disciplines, divergent standards, different methodologies, or just negative 

�I�U�D�P�H�Z�R�U�N�V���R�I���P�L�Q�G���D�Q�G���E�L�D�V�����D�V���F�L�W�H�G���L�Q���0�X�U�D�W�R�Y�V�N�L�������������������7�K�H�U�H�I�R�U�H�����D���F�O�H�D�U���Z�D�\��

of presenting a design research plan is required in order to be able to perform a plan 

that has clear goals and great impacts.

Presenting a clear research plan is required, so that designers can avoid 

�P�L�V�X�Q�G�H�U�V�W�D�Q�G�L�Q�J�����,�Q���D���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���Z�R�U�N�L�Q�J���H�Q�Y�L�U�R�Q�P�H�Q�W�����D���J�U�H�D�W��

communication skill is important so that the team can reach a mutual understanding 

about the plan. Designers should be able to present a research proposal and 

�G�R�F�X�P�H�Q�W���W�R���R�W�K�H�U���S�H�R�S�O�H���D�W���D�Q�\���V�W�D�J�H���Z�K�R���G�R���Q�R�W���X�Q�G�H�U�V�W�D�Q�G���W�K�H���G�H�W�D�L�O�V���R�I���W�K�H��

�S�U�R�M�H�F�W���R�U���K�D�Y�H���Q�R���R�S�S�R�U�W�X�Q�L�W�\���W�R���W�D�O�N���G�L�U�H�F�W�O�\���D�E�R�X�W���Z�K�D�W���G�H�V�L�J�Q�H�U�V���D�U�H���G�R�L�Q�J���D�Q�G��

�Z�K�\�����0�X�U�D�W�R�Y�V�N�\�������������������5�H�F�R�U�G�L�Q�J���W�K�H���H�Y�R�O�X�W�L�R�Q���R�I���L�G�H�D�V���L�V���L�P�S�R�U�W�D�Q�W���I�R�U���D�F�D�G�H�P�L�F��

design research, so that others can understand the process. Designers need to 

�S�U�H�V�H�Q�W���\�R�X�U���U�H�V�H�D�U�F�K���S�U�R�S�R�V�D�O���R�U���U�H�S�R�U�W���W�R���S�H�R�S�O�H���Z�K�R���P�D�\���Q�R�W���E�H���N�Q�R�Z�O�H�G�J�H�D�E�O�H��

�L�Q���U�H�V�H�D�U�F�K�����V�X�F�K���D�V���S�U�R�V�S�H�F�W�L�Y�H���L�Q�Y�H�V�W�R�U�V���R�U���E�X�V�L�Q�H�V�V���P�D�Q�D�J�H�U�V���Z�K�R���P�D�\���Q�R�W��

�X�Q�G�H�U�V�W�D�Q�G���S�U�H�F�L�V�H�O�\���Z�K�D�W���G�H�V�L�J�Q�H�U���L�V���G�R�L�Q�J���E�X�W���P�D�\���G�H�S�H�Q�G���R�Q���W�K�H�P���I�R�U���W�K�H���I�X�W�X�U�H��

of the project (Muratovsky, 2015). In conclusion, in order to present research 

�S�U�R�M�H�F�W�����G�H�V�L�J�Q�H�U���Q�H�H�G���W�R���X�Q�G�H�U�V�W�D�Q�G���R�Q���K�R�Z���W�R���Y�L�V�X�D�O�L�]�H���W�K�H���U�H�V�H�D�U�F�K���S�U�R�M�H�F�W���W�R��

others.

�7�R���Y�L�V�X�D�O�L�]�H���U�H�V�H�D�U�F�K���S�U�R�M�H�F�W�����O�R�J�L�F���P�R�G�H�O���E�H�F�R�P�H�V���D���Z�D�\���W�K�D�W���H�Q�D�E�O�H���G�H�V�L�J�Q�H�U�V���W�R��

present the research project that can be understood by others.  Logic models explain 

�W�K�H���D�F�W�L�R�Q���D�Q�W�L�F�L�S�D�W�H�G�����D�Q�G���W�K�H���U�H�V�X�O�W�V���S�U�H�G�L�F�W�H�G�����&�L�W�H�G���L�Q���)�U�H�W�F�K�O�L�Q�J�����.�Q�R�Z�O�W�R�Q���D�Q�G��

�3�K�L�O�O�L�S�V�������������������7�R���H�O�D�E�R�U�D�W�H���K�R�Z���O�R�J�L�F���P�R�G�H�O���F�D�Q���E�H���X�V�H�G���D�V���D�F�W�L�Y�L�W�\���U�H�S�U�H�V�H�Q�W�D�W�L�Y�H��

�L�Q���U�H�V�H�D�U�F�K�����0�F�&�D�Z�O�H�\�����������������H�[�S�O�D�L�Q�V���W�K�D�W���O�R�J�L�F���P�R�G�H�O�V���D�U�H���J�U�D�S�K�L�F�D�O���R�U���Q�D�U�U�D�W�L�Y�H��

descriptions of real-life processes that convey the underlying assumptions that 

�D�Q���D�F�W�L�Y�L�W�\���L�V���H�[�S�H�F�W�H�G���W�R���U�H�V�X�O�W���L�Q���D���V�S�H�F�L���F���R�X�W�F�R�P�H�����,�W���L�V���P�R�V�W���X�V�H�I�X�O���W�R���V�F�K�H�G�X�O�H��

�F�R�P�S�R�Q�H�Q�W�V���Z�K�L�O�H���F�R�Q�F�H�Q�W�U�D�W�L�Q�J���R�Q���Z�K�D�W���W�R���F�R�Q�Q�H�F�W���Z�L�W�K���R�W�K�H�U�V���E�\���X�V�L�Q�J���W�K�H���O�R�J�L�F��

�P�R�G�H�O���D�V���D���S�O�D�Q�Q�L�Q�J�����0�F�&�D�Z�O�H�\�������������������/�R�J�L�F���P�R�G�H�O�V���D�U�H���X�V�H�G���W�R���F�O�D�U�L�I�\���D�Q�G���H�[�S�O�D�L�Q��

�W�K�H���F�R�Q�W�H�Q�W���R�I���D���S�U�R�J�U�D�P���D�Q�G���D�U�H���D�S�S�O�L�F�D�E�O�H���W�R���D�O�P�R�V�W���D�Q�\���D�U�H�D���Z�K�H�U�H���D�F�W�L�Y�L�W�L�H�V��

�R�U���V�W�U�D�W�H�J�L�H�V���D�U�H���W�K�R�X�J�K�W���W�R���U�H�O�D�W�H���W�R���D���V�S�H�F�L���F���V�H�W���R�I���L�Q�W�H�Q�G�H�G���R�U���G�H�V�L�U�H�G���U�H�V�X�O�W�V��

(Fretchling, 2015). 
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3. Balance : �7�R���Z�K�D�W���G�H�J�U�H�H���W�K�H���H�O�H�P�H�Q�W�V���R�I���W�K�H���J�D�P�H���Z�R�U�N���W�R�J�H�W�K�H�U���W�R���F�U�H�D�W�H���D��

�S�U�R�F�H�V�V���W�K�D�W���L�V���V�X�I���F�L�H�Q�W�O�\���G�H�P�D�Q�G�L�Q�J���Z�K�L�O�H���V�W�L�O�O���F�R�Q�V�L�G�H�U�H�G���I�D�L�U����

4. Usability  : The development needs to support a realistic experience so players can 

�J�U�D�V�S���W�K�H���W�K�L�Q�J�V���W�K�D�W���D�U�H���K�D�S�S�H�Q�L�Q�J���L�Q���W�K�H���J�D�P�H���D�Q�G���W�H�O�O���K�R�Z���W�K�H�L�U���D�F�W�L�R�Q�V���D�I�I�H�F�W���V�X�F�K��

outcomes.

5. Aesthetics : Incorporates the many elements of the aesthetic design of the game. 

There is the immediate sensory experience in the short term.

�7�K�H�U�H�I�R�U�H�����I�X�Q���F�R�P�H�V���R�X�W���R�I���W�K�H���H�[�S�H�U�L�H�Q�F�H���Z�K�H�Q���D�O�O���H�O�H�P�H�Q�W�V�����W���W�R�J�H�W�K�H�U���Z�H�O�O�����)�X�Q����

�R�Q���W�K�H���R�W�K�H�U���K�D�Q�G�����G�L�H�V���Z�K�H�Q���D�O�O���O�D�\�H�U�V���D�E�R�Y�H���D�U�H���Q�R�W���S�U�R�S�H�U�O�\���D�G�G�U�H�V�V�H�G��

Games-based Learning

Games have been used as methods that can create a motivating and engaging 

learning experience. According to Tang (2009), Games-based learning uses 

gaming elements to create a fun, motivating and interactive learning environment 

that promotes experiential learning in situations. Design inspired by games can 

afford experiences and behaviors leaning more to one pole of play than the other 

���'�H�W�H�U�G�L�Q�J���H�W���D�O���������������������*�D�P�H�V���F�D�Q���D�O�V�R���G�L�V�W�L�Q�J�X�L�V�K���W�U�D�L�Q�L�Q�J���I�R�U���V�S�H�F�L���F���O�H�D�U�Q�H�U�V��

�E�\���H�Q�F�R�X�U�D�J�L�Q�J���W�K�H�P���W�R���I�X�O���O�O���W�K�H�L�U���L�Q�G�L�Y�L�G�X�D�O���L�Q�W�H�U�H�V�W�V���D�Q�G���X�V�H���W�K�H���D�E�L�O�L�W�L�H�V���W�K�H�\��

�S�R�V�V�H�V�V���Q�D�W�X�U�D�O�O�\�����)�H�U�U�D�U�D�������������������)�R�U���W�K�L�V���W�K�H�V�L�V�����J�D�P�H�V���Z�L�O�O���E�H���G�H�V�L�J�Q�H�G���D�V���D��

simulation and training for designers to understand design research process. 

Trainings or simulations that are distinguished as games can be implemented in 

�F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���W�H�D�P���Z�K�H�U�H���H�Y�H�U�\���L�Q�G�L�Y�L�G�X�D�O���K�D�V���G�L�I�I�H�U�H�Q�W���E�D�F�N�J�U�R�X�Q�G�����$�F�F�R�U�G�L�Q�J��

�W�R���)�H�U�U�D�U�D�������������������J�D�P�H�V���F�D�Q���S�U�R�Y�L�G�H���D�Q���D�X�W�R�P�D�W�H�G���Z�D�\���R�I���W�D�L�O�R�U�L�Q�J���L�Q�V�W�U�X�F�W�L�R�Q���W�R��

individual needs, strengths, and interests of different learners, creating scaffolding 

that gives each player the level of support needed.

Game’s elements that are implemented in learning activity can become one of the 

solutions to help participants to understand the content by achieving engaging 

experience. In order to gain an empathetic understanding of the user experience, 

creative methods that are open for designers interpretations are needed. 

(Mattelmäki, as cited in Vaajakallio, 2012). Vaajakallio (2012) also state that design 

games has become a popular concept to be adopted in various design activities. 

�'�H�V�L�J�Q���J�D�P�H�V���H�Q�D�E�O�H���G�H�V�L�J�Q���D�F�W�L�R�Q�V���W�R���E�H���V�W�X�G�L�H�G���L�Q���D���P�D�Q�L�S�X�O�D�E�O�H���D�Q�G���Z�H�O�O���E�R�X�Q�G�H�G��

environment that create situations similar to real-life situations (Habraken & Gross, 

as cited in Vaajakallio, 2012). By creating an environment that has similar situation 

to real life, designers can use game as a safe space to experiment design research 

methods. 

Designers can use games as learning activity in design research planning and 

�H�[�S�H�U�L�P�H�Q�W�L�Q�J���L�Q���R�U�G�H�U���W�R���N�Q�R�Z���Z�K�L�F�K���P�H�W�K�R�G�V���W�R���X�V�H���I�R�U���F�H�U�W�D�L�Q���F�D�V�H�V�����'�H�V�L�J�Q��

�J�D�P�H�V���I�D�F�L�O�L�W�D�W�H���L�P�D�J�L�Q�D�W�L�Y�H���L�Q�W�H�U�S�O�D�\���E�H�W�Z�H�H�Q���Z�K�D�W���L�V���D�Q�G���Z�K�D�W���P�L�J�K�W���E�H�������I�R�U��

instance, designing game-based scenarios that represent user experiences helps to 

develop potential alternatives to current practices (Vaajakallio, 2012). Developing 

�D�O�W�H�U�Q�D�W�L�Y�H�V���R�I���L�G�H�D�V���F�D�Q���E�H���G�R�Q�H���E�\���S�O�D�\�L�Q�J���J�D�P�H�V�����7�K�L�V���L�Q�V�L�J�K�W���L�V���U�H�O�D�W�H�G���Z�L�W�K���Z�K�D�W��

�)�X�O�O�H�U�W�R�Q���H�W�����D�O�����������������H�[�S�O�D�L�Q�V���D�E�R�X�W���S�O�D�\�����Z�K�H�U�H���S�O�D�\���F�D�Q���E�H���D���Z�D�\���W�R���R�E�W�D�L�Q���Q�H�Z��

things, as it encourages people to look and approach at things differently. The fact 

that games can create real-life assembling of some design situations, and it is similar 

�Z�L�W�K���Z�K�D�W���&�K�L�S�F�K�D�V�H�����������������L�G�H�D���W�R���G�H�Y�H�O�R�S���D���S�L�O�R�W���S�U�R�M�H�F�W���W�R���S�H�U�I�R�U�P���D���V�P�D�O�O�����O�R�Z��

�U�L�V�N���V�W�X�G�\���W�R���L�G�H�Q�W�L�I�\���U�H�V�H�D�U�F�K���P�H�W�K�R�G�R�O�R�J�\���J�D�S�V���D�Q�G���Z�H�D�N�Q�H�V�V�H�V������

�7�R���H�[�S�O�R�U�H���K�R�Z���J�D�P�H�V���O�L�N�H���I�H�D�W�X�U�H�V���V�X�S�S�R�U�W���G�H�V�L�J�Q���J�D�P�H�V�����9�D�D�M�D�N�D�O�O�L�R����������������

�S�U�R�S�R�V�H�G���W�K�H���S�O�D�\���I�U�D�P�H�Z�R�U�N���I�R�U���D�Q�D�O�\�]�L�Q�J���G�H�V�L�J�Q���J�D�P�H�V�����3�O�D�\���I�U�D�P�H�Z�R�U�N���D�U�H���V�H�H�Q��

not only through their material attributes, but as a tool mindset and structure. 

For product or service designers, design games are resources to tackle the three 

�F�R���G�H�V�L�J�Q���Q�H�H�G�V�����D�U�U�D�Q�J�L�Q�J���F�R�P�P�X�Q�L�F�D�W�L�R�Q�����S�U�R�Y�L�G�L�Q�J���H�P�S�D�W�K�L�F���D�Z�D�U�H�Q�H�V�V���D�Q�G��

�R�E�W�D�L�Q�L�Q�J���P�D�Q�\���S�H�U�V�S�H�F�W�L�Y�H�V���W�R���G�H���Q�H�����I�U�D�P�H���D�Q�G���V�R�O�Y�H���G�H�V�L�J�Q���S�U�R�E�O�H�P�V�����)�R�U���S�O�D�\�H�U�V����

design games appear as a mindset that produce an illusion of being in a unique game 

�H�Q�Y�L�U�R�Q�P�H�Q�W�����D���P�D�J�L�F���F�L�U�F�O�H���W�K�D�W���L�V���D���U�H�D�O���D�Q�G���S�H�U�I�H�F�W���S�O�D�\�J�U�R�X�Q�G���Z�L�W�K���D���S�D�U�W�L�F�X�O�D�U��

�R�U�G�H�U���R�I���W�L�P�H�����W�D�V�N�V���D�Q�G���U�X�O�H�V���Q�R�W���E�R�X�Q�G���E�\���R�U�G�L�Q�D�U�\���O�L�I�H���O�D�Z�V�����)�R�U���W�K�H���G�H�V�L�J�Q���J�D�P�H��

�G�H�V�L�J�Q�H�U�V�����G�H�V�L�J�Q���J�D�P�H�V���D�S�S�H�D�U���D�V���V�W�U�X�F�W�X�U�H�V���Z�L�W�K���W�D�Q�J�L�E�O�H���G�H�V�L�J�Q���J�D�P�H���P�D�W�H�U�L�D�O�V����

�H�[�S�O�L�F�L�W���U�X�O�H�V���R�U�����[�H�G���H�O�H�P�H�Q�W�V�����D�Q�G���S�H�U�I�R�U�P�D�Q�F�H���U�R�O�H�V���W�K�D�W���F�D�Q���E�H���P�D�Q�L�S�X�O�D�W�H�G��

�G�H�S�H�Q�G�L�Q�J���R�Q���W�H�[�W�X�D�O���Q�H�H�G�V���I�R�U���W�K�H���G�H�V�L�J�Q�H�U�����7�K�H���3�O�D�\���I�U�D�P�H�Z�R�U�N���G�H�V�F�U�L�E�H�V���G�H�V�L�J�Q��

�J�D�P�H�V���D�V���D�W���W�K�H���V�D�P�H���W�L�P�H���ê�D���W�R�R�O�����D���P�L�Q�G�V�H�W���D�Q�G���D���V�W�U�X�F�W�X�U�H�ë�����V�X�P�P�D�U�L�]�H�G���L�Q���)�L�J�X�U�H������
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Figure 7. Planning Design Research with Tangible Games Material. The tangible object can help 

participant and engage. Pictures from Author. 

this thesis to let the participants express ideas easily. Physical elements may offer 

�E�H�W�W�H�U�����R�Z���E�H�F�D�X�V�H���W�K�H�\���D�U�H���H�D�V�L�H�U���W�R���X�V�H���D�Q�G���K�L�J�K�O�\�����H�[�L�E�O�H���W�R���R�X�W�V�R�X�U�F�H���L�G�H�D�V���D�Q�G��

thoughts (Lundqvist et al., 2018). Game pieces and objects can create a common 

�J�U�R�X�Q�G���Z�L�W�K���Z�K�L�F�K���H�Y�H�U�\�R�Q�H���F�D�Q���U�H�O�D�W�H���D�Q�G���D�F�W���D�V���ç���W�K�L�Q�J�V���W�R���W�K�L�Q�N���Z�L�W�K���ç���D�W���W�K�H���V�D�P�H��

�W�L�P�H�����Z�K�H�U�H���W�K�H�\���D�F�W���D�V���D���F�R�Q�W�H�[�W���I�R�U���W�K�H���G�H�V�L�J�Q���Z�R�U�N���D�Q�G���D�V���E�R�X�Q�G�D�U�\���D�U�W�L�I�D�F�W�V��

encouraging various audiences to read and interpret the material differently  (Brandt 

& Messeter, 2004). A fundamental property of game pieces is that they are content-

�U�L�F�K���H�Q�R�X�J�K���W�R���E�U�L�G�J�H���W�K�H���G�L�V�W�D�Q�F�H���E�H�W�Z�H�H�Q���G�L�I�I�H�U�H�Q�W���V�W�D�N�H�K�R�O�G�H�U���X�Q�G�H�U�V�W�D�Q�G�L�Q�J�V��

and/or desires.

Card is one of example tangible material that can use in games. Cards act as tangible 

containers of ideas, support combinatorial creativity and enable collaboration 

(Lucero et al., 2016). Using card as game material able to and  as medium to 

representative of ideas and experiences. Card as design artifacts are meant to evoke 

experiences (Vaajakallio, 2012) and also act as physical carriers of ideas (Lucero et. 

al, 2016). Prototyping games using card also an effective approach because card is 

�H�D�V�\���W�R���F�U�H�D�W�H�������H�[�L�E�O�H�����D�Q�G���L�W�è�V���H�Q�R�X�J�K���W�R���S�U�R�Y�L�G�H���L�Q�I�R�U�P�D�W�L�R�Q�����/�X�F�H�U�R���H�W���D�O������������������

�H�[�S�O�D�L�Q�V���W�K�D�W���G�H�V�L�J�Q���F�D�U�G�V���D�U�H���D���O�R�Z���W�H�F�K�����W�D�Q�J�L�E�O�H�����D�Q�G���D�F�F�H�V�V�L�E�O�H���Z�D�\���R�I���L�Q�W�U�R�G�X�F�L�Q�J��

information or inspiration sources as part of the design process. Card-based design

�D�S�S�U�R�D�F�K�H�V���R�Z�H���P�X�F�K���R�I���W�K�H�L�U���V�X�F�F�H�V�V���W�R���V�L�P�S�O�H�����Y�L�V�L�E�O�H�����D�Q�G���H�D�V�\���W�R���P�D�Q�L�S�X�O�D�W�H��

cards  (Wölfel, C., & Merritt, 2013). Card capabilities to be representative of 

�L�Q�I�R�U�P�D�W�L�R�Q�����H�Y�R�N�L�Q�J���H�[�S�H�U�L�H�Q�F�H�������H�[�L�E�O�H���W�R���D�G�D�S�W���Z�L�W�K���F�R�Q�W�H�[�W���D�Q�G���H�D�V�\���W�R���X�V�H���F�D�Q��

create engageful co-creation among team members in research.

�5�H�O�D�W�H�G���W�R���W�K�H���D�L�P���R�I���W�K�L�V���W�K�H�V�L�V���L�Q���F�U�H�D�W�L�Q�J���D���P�H�W�K�R�G���I�R�U���G�H�V�L�J�Q�H�U���W�R���S�O�D�Q���D���U�H�V�H�D�U�F�K����

card is a great option to be used as game material. Cards are a particularly suitable 

�W�R�R�O���I�R�U���L�Q�W�U�R�G�X�F�L�Q�J���L�Q�V�S�L�U�D�W�L�R�Q�D�O���N�Q�R�Z�O�H�G�J�H���R�U���V�Q�L�S�S�H�W�V���L�Q�W�R���D���G�H�V�L�J�Q���S�U�R�F�H�V�V���D�Q�G����

able to support various stages of a design process, from initial design to ongoing 

concept development to concept analysis (Arrasvuori & Lucero, 2010). With the aid 

of cards that has a function as a physical representative about information around 

�Z�K�L�F�K���F�R�Q�Y�H�U�V�D�W�L�R�Q�V���D�Q�G���V�W�D�W�H�P�H�Q�W�V���D�U�H���W�K�H���I�R�F�X�V�����L�W���L�V���H�D�V�L�H�U���W�R���U�H�F�D�O�O���D���F�R�Q�Y�H�U�V�D�W�L�R�Q��

�E�H�W�Z�H�H�Q���S�D�U�W�L�F�L�S�D�Q�W�V�����/�X�F�H�U�R���H�W���D�O���������������������&�D�U�G�V���H�Q�D�E�O�H���W�K�H���D�Z�D�U�H�Q�H�V�V���D�Q�G���H�Q�D�E�O�H��

interactive activities for most participants in a design process, ignoring of their 

design experience or skills (Wölfel, C., & Merritt, 2013). Cards can also annotate 

ad hoc that enable participants and stakeholders to record progress creation and 

�U�H�P�H�P�E�H�U���Z�K�R���G�L�G���Z�K�D�W���L�Q���W�K�H���U�H�V�H�D�U�F�K�����%�\���X�V�L�Q�J���F�D�U�G�V���L�Q���S�O�D�Q�Q�L�Q�J���U�H�V�H�D�U�F�K�����L�W��

�V�K�R�Z�V���G�H�V�L�J�Q�H�U�V���Z�L�O�O���E�H���D�E�O�H���W�R���X�V�H�G���D�V���U�H�S�U�H�V�H�Q�W�D�W�L�Y�H���R�I���N�Q�R�Z�O�H�G�J�H���W�K�D�W���F�D�Q���F�U�H�D�W�H����

�U�H�F�D�O�O���F�R�Q�Y�H�U�V�D�W�L�R�Q���E�\���H�Q�D�E�O�L�Q�J���D�Z�D�U�H�Q�H�V�V���R�Q���S�D�U�W�L�F�L�S�D�Q�W�V�����D�Q�G���U�H�F�R�U�G���S�U�R�J�U�H�V�V�����7�K�H��

�S�U�R�J�U�H�V�V���R�I���W�K�H���U�H�V�H�D�U�F�K���D�O�V�R���Z�L�O�O���E�H���U�H�F�R�U�G�H�G���Z�K�H�Q���G�H�V�L�J�Q�H�U�V���X�V�L�Q�J���F�D�U�G�V���D�V���W�R�R�O�V���L�Q��

co-creation.
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In this section, the methods and techniques used in the data collection and analysis 

are explained. Firstly, the author use qualitative research, the process of identifying 

and involving users in the research are addressed and the author continues to use data 

�D�Q�D�O�\�V�L�V���W�H�F�K�Q�L�T�X�H�����D�I���Q�L�W�\���G�L�D�J�U�D�P�P�L�Q�J�������6�H�F�R�Q�G�O�\�����W�K�H���D�X�W�K�R�U���X�V�H���W�K�H���D�S�S�O�L�H�G���U�H�V�H�D�U�F�K��

by prototyping and conducting a playtest to gain insight for further development. 

�5�H�V�H�D�U�F�K���P�D�W�H�U�L�D�O�V���Z�L�O�O���E�H���V�H�S�D�U�D�W�H�G���L�Q�W�R���W�Z�R���W�\�S�H�V�����7�K�H�R�U�H�W�L�F�D�O���I�U�D�P�H�Z�R�U�N���P�D�W�H�U�L�D�O��

�Z�L�W�K���W�K�H���4�X�D�O�L�W�D�W�L�Y�H���5�H�V�H�D�U�F�K�����Q�G�L�Q�J���D�Q�G���$�S�S�O�L�H�G���5�H�V�H�D�U�F�K���D�V���W�K�H���S�U�R�W�R�W�\�S�L�Q�J��

stage. Theoretical structure material is required as a information foundation for the 

�D�X�W�K�R�U���W�R���F�R�P�S�U�H�K�H�Q�G���W�K�H���G�H���Q�L�W�L�R�Q���R�I���W�K�H���W�R�S�L�F�����$�S�S�O�L�H�G���U�H�V�H�D�U�F�K���Z�L�O�O���E�H���D�E�R�X�W��

�W�K�H���H�[�S�O�R�U�D�W�L�R�Q���R�I���W�K�H���L�Q�Q�R�Y�D�W�L�R�Q���W�K�D�W���Z�U�D�S���X�S���D�V���S�U�R�W�R�W�\�S�H���L�Q���R�U�G�H�U���W�R���D�Q�V�Z�H�U���W�K�H��

research question.

�7�K�H�U�H���D�U�H���W�Z�R���U�H�V�H�D�U�F�K���S�R�V�V�L�E�L�O�L�W�L�H�V���R�Q���W�K�H���P�H�W�K�R�G�R�O�R�J�\���W�K�D�W���S�U�R���F�L�H�Q�W���W�R���F�R�Q�G�X�F�W���D��

�U�H�V�H�D�U�F�K���E�D�V�H�G���R�Q���W�K�H���J�H�Q�H�U�D�O���U�H�V�H�D�U�F�K���T�X�H�V�W�L�R�Q���D�E�R�Y�H�����Z�K�L�F�K���D�U�H����

Qualitative Research

Investigation that reveals the process and pain points behind design research 

planning process based on different practitioners: student and professional. The 

�P�H�W�K�R�G�V���W�K�D�W���D�U�H���X�V�H�G���Z�L�W�K�L�Q���W�K�L�V���S�U�R�F�H�V�V���Z�R�X�O�G���E�H�����Z�R�X�O�G���E�H���S�K�H�Q�R�P�H�Q�R�O�R�J�\��

�U�H�V�H�D�U�F�K�����O�L�W�H�U�D�W�X�U�H���U�H�Y�L�H�Z�����D�Q�G���G�D�W�D���D�Q�D�O�\�V�L�V��

Applied Research

�5�H�V�H�D�U�F�K���W�K�D�W���L�V���L�Q�L�W�L�D�W�H�G���W�R���V�R�O�Y�H���S�U�R�E�O�H�P�V���L�Q���F�H�U�W�D�L�Q���W�R�S�L�F�V���E�\���U�H�V�H�D�U�F�K�H�U�V���R�U��

�F�R�O�O�D�E�R�U�D�W�L�R�Q���Z�L�W�K���R�W�K�H�U�V���Z�K�R���Z�L�O�O���O�H�D�G���W�R���S�D�U�W�L�F�L�S�D�W�R�U�\���\�H�W���S�U�D�F�W�L�F�D�O���U�H�V�H�D�U�F�K����

�7�K�H���P�H�W�K�R�G�V���W�K�D�W���Z�L�O�O���E�H���X�V�H�G���D�U�H�����G�H�V�L�J�Q���S�U�D�F�W�L�F�H���L�Q���S�U�R�W�R�W�\�S�L�Q�J�����S�O�D�\�W�H�V�W�L�Q�J�����D�Q�G��

evaluation. 

Qualitative Research

�,�Q���R�U�G�H�U���W�R���D�F�K�L�H�Y�H���D���E�H�W�W�H�U���X�Q�G�H�U�V�W�D�Q�G�L�Q�J���R�Q���K�R�Z���D�Q�R�W�K�H�U���G�H�V�L�J�Q���U�H�V�H�D�U�F�K�H�U��

�S�O�D�Q�Q�L�Q�J���W�K�H�L�U���U�H�V�H�D�U�F�K���D�Q�G���D�O�V�R���W�R�����Q�G���R�X�W���W�K�H���K�L�G�G�H�Q���S�D�L�Q���S�R�L�Q�W���D�Q�G���S�R�W�H�Q�W�L�D�O���W�K�D�W��

can be explored, qualitative research can be useful as a method to enlighten the root 

cause(s) of a problem. According to Muratovski (2016), qualitative research can 

�E�H���X�V�H�G���W�R���Y�D�O�L�G�D�W�H���D�Q�\���D�V�V�X�P�S�W�L�R�Q�V�����F�O�D�L�P�V�����K�\�S�R�W�K�H�V�H�V�����R�U���J�H�Q�H�U�D�O�L�]�D�W�L�R�Q�V���Z�L�W�K�L�Q��

�D���U�H�D�O���Z�R�U�O�G���F�R�Q�W�H�[�W�����R�U���W�R���D�V�V�H�V�V���W�K�H���Y�L�D�E�L�O�L�W�\���R�I���V�S�H�F�L���F���V�W�U�D�W�H�J�L�H�V�����S�U�D�F�W�L�F�H�V�����R�U��

developments.

�4�X�D�O�L�W�D�W�L�Y�H���U�H�V�H�D�U�F�K���F�D�Q���I�R�U�P�X�O�D�W�H���J�H�Q�H�U�D�O���U�H�V�H�D�U�F�K���S�U�R�E�O�H�P���W�R���K�D�Y�H���D���E�H�W�W�H�U��

�X�Q�G�H�U�V�W�D�Q�G�L�Q�J���Z�L�W�K���W�K�H���W�R�S�L�F���W�K�D�W���L�V���E�H�L�Q�J���V�W�X�G�L�H�G�����3�X�U�S�R�V�H���R�I���T�X�D�O�L�W�D�W�L�Y�H��

research itself is to construction of a rich and meaningful picture of a complex and 

multifaceted situation (Muratovski, 2016). As indicated by Leedy and Ormrod (as 

�F�L�W�H�G���L�Q���0�X�U�D�W�R�Y�V�N�L�������������������4�X�D�O�L�W�D�W�L�Y�H���U�H�V�H�D�U�F�K���R�X�J�K�W���W�R���E�H���X�W�L�O�L�]�H�G���Z�K�H�Q���\�R�X��

�K�D�Y�H���W�R���G�H�V�F�U�L�E�H�����G�H�F�L�S�K�H�U�����F�R�Q���U�P�����R�U���H�Y�D�O�X�D�W�H���V�R�P�H�W�K�L�Q�J�����5�H�Y�H�D�O�L�Q�J���W�K�H���X�Q�N�Q�R�Z�Q��

variables and obtain more information can be achieved by conducting qualitative 

research.

Phenomenology Research

�7�R���D�F�T�X�L�U�H���D���G�H�H�S�H�U���N�Q�R�Z�O�H�G�J�H���R�I���H�[�S�H�U�L�H�Q�F�H�V���U�H�O�D�W�H�G���W�R���D���V�S�H�F�L���F���V�L�W�X�D�W�L�R�Q�V���R�U��

�H�Y�H�Q�W�V�����Z�K�L�F�K���L�V���'�H�V�L�J�Q���5�H�V�H�D�U�F�K���S�O�D�Q�Q�L�Q�J�����S�K�H�Q�R�P�H�Q�R�O�R�J�\���U�H�V�H�D�U�F�K���L�V���Q�H�H�G�H�G��

�W�R���R�E�V�H�U�Y�H���W�K�H���H�[�S�H�U�L�H�Q�F�H���R�I���G�H�V�L�J�Q�H�U���Z�K�H�Q���S�O�D�Q�Q�L�Q�J���W�K�H�L�U���G�H�V�L�J�Q���U�H�V�H�D�U�F�K����

Muratovski (2016) describes that phenomenological research gathers data about 

other people’s lives, but relies more on people than groups. The author is focusing 

�P�R�U�H���W�R���L�Q�G�L�Y�L�G�X�D�O���G�H�V�L�J�Q�H�U���E�H�F�D�X�V�H���H�D�F�K���G�H�V�L�J�Q�H�U���K�D�V���K�H�U���K�L�V���R�Z�Q���S�H�U�F�H�S�W�L�R�Q�V���D�Q�G��

�P�D�Q�Q�H�U���W�R�Z�D�U�G���F�R�Q�G�X�F�W�L�Q�J���D���G�H�V�L�J�Q���U�H�V�H�D�U�F�K�����D�Q�G���W�K�H�L�U���Z�D�\�V���U�H�D�O�O�\���U�H�O�\���R�Q���V�L�W�X�D�W�L�R�Q�V��

that they encounter. In particular, the researcher needs to reveal and understand 

the problem and potential behind the planning process. As Wölfel and Merritt 

(2013) explains, designers frequently create their method or commonly recognized 

�W�H�F�K�Q�L�T�X�H���W�R�����W���W�K�H�L�U���Q�H�H�G�V���E�H�W�W�H�U�����\�H�W���W�K�H�U�H���L�V���D���W�H�Q�G�H�Q�F�\���W�R���X�W�L�O�L�]�H���W�K�H���P�H�W�K�R�G���W�K�D�W��

�L�V���I�D�P�L�O�L�D�U���L�Q�V�W�H�D�G���Z�D�Q�G�H�U�L�Q�J���R�X�W�����7�K�H���N�Q�R�Z�O�H�G�J�H���I�U�R�P���W�K�L�V���U�H�V�H�D�U�F�K���L�V���E�H�Q�H���F�L�D�O��

�W�R���X�Q�G�H�U�V�W�D�Q�G���W�K�H���I�R�X�Q�G�D�W�L�R�Q���R�I���W�K�H���S�K�H�Q�R�P�H�Q�D���D�Q�G���W�R���E�H���D�E�O�H���W�R���P�R�Y�H���I�R�U�Z�D�U�G��

�W�R�Z�D�U�G�V���W�K�H���S�U�R�W�R�W�\�S�L�Q�J���V�W�D�J�H��

Data Collection - Semi Structured Interview

�,�Q���R�U�G�H�U���W�R���R�E�W�D�L�Q���L�Q�V�L�J�K�W�V�����L�Q�W�H�U�Y�L�H�Z�V���V�K�R�X�O�G���J�H�Q�H�U�D�W�H���D�W�W�U�D�F�W�L�Y�H�����G�L�Y�H�U�V�H�����D�Q�G��

�V�S�H�F�L���F���S�H�U�V�S�H�F�W�L�Y�H�V���E�\���D�V�N�L�Q�J���W�K�H���U�L�J�K�W���S�H�R�S�O�H���Z�L�W�K���W�K�H���U�L�J�K�W���T�X�H�V�W�L�R�Q�V���L�Q���W�K�H��

�U�L�J�K�W���F�R�Q�W�H�[�W�����&�K�L�S�F�K�D�V�H�������������������6�H�P�L���V�W�U�X�F�W�X�U�H�G���L�Q�W�H�U�Y�L�H�Z�V���Z�H�U�H���X�V�H�G���D�V���D��

�G�D�W�D���F�R�O�O�H�F�W�L�R�Q���P�H�W�K�R�G�����S�U�R�Y�L�G�L�Q�J���D���S�R�Z�H�U�I�X�O���D�Q�G�����H�[�L�E�O�H���P�H�D�Q�V���W�R���F�D�S�W�X�U�H���W�K�H��

�L�Q�W�H�U�Y�L�H�Z�H�H�V�è���S�H�U�V�R�Q�D�O���R�S�L�Q�L�R�Q�V�����6�H�P�L���V�W�U�X�F�W�X�U�H�G���L�Q�W�H�U�Y�L�H�Z�V���S�U�R�Y�L�G�H���R�S�S�R�U�W�X�Q�L�W�L�H�V��

�I�R�U���L�Q�G�L�Y�L�G�X�D�O�L�]�H�G���F�R�Q�Y�H�U�V�D�W�L�R�Q�V���W�R���E�H���O�L�Q�N�H�G���W�R���W�K�H���W�R�S�L�F�����6�H�P�L���V�W�U�X�F�W�X�U�H�G���L�Q�W�H�U�Y�L�H�Z�V��

�D�E�O�H���W�R���K�H�O�S�V���W�K�H���D�Q�V�Z�H�U�V���W�R���Z�K�D�W���V�H�H�P�V���W�R���E�H���W�K�H���P�R�V�W���F�U�L�W�L�F�D�O���V�L�W�X�D�W�L�R�Q�V���I�R�U���W�K�H��

�L�Q�W�H�U�Y�L�H�Z�H�H�V���W�K�H�P�V�H�O�Y�H�V�����-�R�K�Q�V�R�Q��������������
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Table 1. List of interviewees. 

�$�X�W�K�R�U���F�R�Q�G�X�F�W�H�G���L�Q�W�H�U�Y�L�H�Z�V���Z�L�W�K�������S�D�U�W�L�F�L�S�D�Q�W�V���������S�D�U�W�L�F�L�S�D�Q�W�V���D�U�H���P�D�V�W�H�U���G�H�V�L�J�Q��

students (Collaborative and Industrial Design and Creative Sustainability) from 

�$�D�O�W�R���8�Q�L�Y�H�U�V�L�W�\���������S�D�U�W�L�F�L�S�D�Q�W�V���D�U�H���P�D�V�W�H�U���G�H�V�L�J�Q���H�Q�J�L�Q�H�H�U�L�Q�J�����0�'�(�����V�W�X�G�H�Q�W�V��

from the Graduate School of Design at Harvard University, and 3 participants are 

design researchers and product designers from company based in Indonesia. All 

�S�D�U�W�L�F�L�S�D�Q�W�V���Z�H�U�H���L�Q�W�H�U�Y�L�H�Z�H�G���Z�L�W�K���W�K�H���V�D�P�H���T�X�H�V�W�L�R�Q�V���D�E�R�X�W���W�K�H�L�U���H�[�S�H�U�L�H�Q�F�H���D�Q�G��

�W�K�R�X�J�K�W�V���L�Q���F�R�Q�G�X�F�W�L�Q�J���G�H�V�L�J�Q���U�H�V�H�D�U�F�K�����'�X�U�L�Q�J���W�K�H���L�Q�W�H�U�Y�L�H�Z���S�U�R�F�H�V�V�����W�K�H���D�X�W�K�R�U���W�K�H��

�U�H�F�R�U�G�H�G���D�O�O���W�K�H���F�R�Q�Y�H�U�V�D�W�L�R�Q���D�Q�G���Q�R�W�H�G���G�R�Z�Q���G�L�U�H�F�W�O�\���V�R�P�H���L�Q�V�S�L�U�L�Q�J���T�X�R�W�H�V���I�U�R�P��

�W�K�H���L�Q�W�H�U�Y�L�H�Z�H�H�V���E�\���X�V�L�Q�J���V�L�P�S�O�H���N�H�\�Z�R�U�G�V����

�,�W���L�Q�F�O�X�G�H�G���L�Q�W�H�U�Y�L�H�Z�V���Z�L�W�K���S�U�H�G�H���Q�H�G���V�X�E�M�H�F�W�V���D�Q�G���W�K�H���T�X�H�V�W�L�R�Q�V���I�R�U���W�K�H���L�Q�W�H�U�Y�L�H�Z��

�D�U�H���S�U�H�S�D�U�H�G���E�H�I�R�U�H�K�D�Q�G�����E�X�W���Q�R�W���O�L�P�L�W�H�G���W�R���W�K�H�V�H���T�X�H�V�W�L�R�Q�V�����$�O�O���L�Q�W�H�U�Y�L�H�Z�V���D�U�H��

�F�R�Q�G�X�F�W�H�G���L�Q���(�Q�J�O�L�V�K�����U�H�F�R�U�G�H�G���W�K�U�R�X�J�K���G�L�U�H�F�W���L�Q�W�H�U�Y�L�H�Z���R�U���6�N�\�S�H���&�D�O�O�����7�K�H���L�Q�W�H�U�Y�L�H�Z��

�G�X�U�D�W�L�R�Q���L�V���D�E�R�X�W���������P�L�Q�X�W�H�V���S�H�U���L�Q�W�H�U�Y�L�H�Z�H�H�����7�K�H���L�Q�W�H�U�Y�L�H�Z�V���Z�H�U�H���W�U�D�Q�V�F�U�L�E�H�G��

�L�P�P�H�G�L�D�W�H�O�\���D�I�W�H�U���H�D�F�K���V�H�V�V�L�R�Q���W�R���L�Q�F�U�H�D�V�H���W�K�H���U�H�O�L�D�E�L�O�L�W�\���R�I���W�K�H�����Q�G�L�Q�J�V�����$�X�W�K�R�U��

�L�V���X�V�L�Q�J���G�L�J�L�W�D�O���Z�K�L�W�H�E�R�D�U�G���ê�0�L�U�R�ë���W�R���Z�U�L�W�H���G�R�Z�Q���W�K�H���L�Q�V�L�J�K�W�V���E�\���X�V�L�Q�J���V�W�L�F�N�\���Q�R�W�H��

template. All the audio records are transcribed using online transcription service, 

�R�W�W�H�U���D�L�����W�K�D�W���K�H�O�S���W�K�H���D�X�W�K�R�U���W�R���J�H�W���Y�H�U�E�D�W�L�P�V���R�U���T�X�R�W�H���I�U�R�P���W�K�H���L�Q�W�H�U�Y�L�H�Z�V

Name Occupation / Background Location Type of Interview

Rahel Manurung 2nd Year Master Student at Collaborative and 

Industrial Design in Aalto University

Helsinki, Finland Direct Interview

Taylor Greenberg 

Goldy

1st year Master Design Engineering in Harvard 

University

Helsinki, Finland (Originally 

from Boston, USA)

Direct Interview

M Hanif Wicaksono 1st year Master Design Engineering in Harvard 

University

Boston, USA Skype Audio Call

Andre Santos 2nd Year Master Student at Collaborative and 

Industrial Design in Aalto University

Helsinki, Finland Direct Interview

Yent-tsen Lieu 2nd Year Master Student at Collaborative and 

Industrial Design in Aalto University

Helsinki, Finland Direct Interview

Fang Shuan 2nd Year Master Student at Creative and 

Sustainability in Aalto University

Helsinki, Finland Direct Interview

Tanti Sofyan Design Researcher at Labtek Indie (Digital 

Consultant) - Indonesia

Jakarta, Indonesia Skype Audio Call

Dian Anindya Design Researcher at Gojek (Startup) - Indonesia Jakarta, Indonesia Skype Audio Call

Nathaniel Orlandy 

Kurniawan

Product Designer at SomiaCX (UX Consultant) 

- Indonesia

Jakarta, Indonesia Skype Audio Call

Figure 10.  Example keywords on insight that been written during interviews using Miro. The number 

represent the number questions, so will author to track down the insights in order.  Retrieved from 

http//miro.com

�7�K�H���L�Q�W�H�U�Y�L�H�Z�H�H�V���Z�H�U�H���D�V�N�H�G���W�R���H�[�S�O�D�L�Q���V�O�L�J�K�W�O�\���D�E�R�X�W���W�K�H�L�U���E�D�F�N�J�U�R�X�Q�G�V���D�Q�G���D�O�V�R��

about their recent activities or plan, such as about their current or past projects, 

�D�Q�G���W�K�H�Q���I�R�O�O�R�Z�H�G���E�\���D�V�N�L�Q�J���D�E�R�X�W���W�K�H�L�U���S�H�U�V�R�Q�D�O���R�S�L�Q�L�R�Q�V���U�H�J�D�U�G�L�Q�J���G�H�V�L�J�Q���S�U�R�F�H�V�V����

�'�H�V�L�J�Q���V�W�X�G�H�Q�W���L�Q�W�H�U�Y�L�H�Z�H�H�V���Z�H�U�H���D�V�N�H�G���D�E�R�X�W���W�K�H�L�U���S�R�V�L�W�L�R�Q�����D�F�F�R�X�Q�W�D�E�L�O�L�W�\�����V�H�U�Y�L�F�H��

�G�H�Y�H�O�R�S�P�H�Q�W���S�U�R�F�H�V�V�����U�H�V�X�O�W�V�����D�Q�G���K�R�Z���W�K�H�\���P�H�D�V�X�U�H���W�K�H�L�U���V�D�W�L�V�I�D�F�W�L�R�Q���Z�L�W�K���W�K�H��

�S�U�R�G�X�F�W���W�K�D�W���W�K�H�\���K�D�Y�H���G�H�V�L�J�Q�H�G�����3�U�R�I�H�V�V�L�R�Q�D�O���L�Q�W�H�U�Y�L�H�Z�H�H�V���Z�H�U�H���D�V�N�H�G���K�R�Z���W�K�H�\��

�P�D�L�Q�W�D�L�Q���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���L�Q���W�K�H�L�U���F�R�P�S�D�Q�\���D�Q�G���K�R�Z���W�K�H�\���F�R�P�P�X�Q�L�F�D�W�H���Z�L�W�K���R�W�K�H�U��

departments in the company that related to the research. The author has prepared 

�D���F�R�U�H���T�X�H�V�W�L�R�Q���J�X�L�G�H�����E�X�W���G�X�U�L�Q�J���W�K�H���L�Q�W�H�U�Y�L�H�Z�V�����D�G�G�L�W�L�R�Q�D�O���T�X�H�V�W�L�R�Q�V���Z�H�U�H���S�U�R�Y�L�G�H�G��

�L�Q���R�U�G�H�U���W�R���I�R�O�O�R�Z���W�K�H���G�\�Q�D�P�L�F���R�I���W�K�H���L�Q�W�H�U�Y�L�H�Z���E�D�V�H�G���R�Q���L�Q�W�H�U�Y�L�H�Z�H�H�è�V���D�Q�V�Z�H�U�V�����$��

���H�[�L�E�O�H���L�Q�W�H�U�Y�L�H�Z�V���W�K�D�W���E�H���D�E�O�H���W�R���P�R�G�L�I�\���W�K�H���F�R�U�H���T�X�H�V�W�L�R�Q���J�X�L�G�H���L�V���R�I�W�H�Q���Q�H�H�G�H�G���W�R��

�O�H�D�G���D���E�H�W�W�H�U���L�Q�W�H�U�Y�L�H�Z���S�U�R�F�H�V�V���Z�K�H�U�H���L�Q�W�H�U�Y�L�H�Z�H�H���F�D�Q���J�D�L�Q���W�U�X�V�W���D�Q�G���I�H�H�O���U�H�O�D�[�H�G��

�L�Q���R�U�G�H�U���W�R���H�[�W�U�D�F�W���K�R�Q�H�V�W���U�H�V�S�R�Q�G�V�����%�X�W���W�K�H���L�Q�W�H�U�Y�L�H�Z�H�U���K�D�V���W�R���E�H���D�E�O�H���W�R���J�R���E�D�F�N��

�W�R���W�K�H���T�X�H�V�W�L�R�Q���J�X�L�G�H���W�R���D�Y�R�L�G���P�L�V�J�X�L�G�H�G���L�Q�W�H�U�Y�L�H�Z���W�K�D�W���F�D�Q���O�H�D�G���W�R���X�Q�D�Q�V�Z�H�U�H�G��

�P�D�L�Q���T�X�H�V�W�L�R�Q�V���D�Q�G���W�R���D�Y�R�L�G���E�D�G���W�L�P�H���P�D�Q�D�J�H�P�H�Q�W�����6�H�P�L���V�W�U�X�F�W�X�U�H�G���L�Q�W�H�U�Y�L�H�Z�V��

can be perceived as formal or impersonal approach, but by having a guide questions 

�D�Q�G���R�S�H�Q���W�R���D�G�G�L�Q�J���D�G�G�L�W�L�R�Q�D�O���T�X�H�V�W�L�R�Q�V�����Z�L�O�O���F�U�H�D�W�H���P�R�U�H���Q�D�W�X�U�D�O���W�R���F�R�Q�W�U�R�O���W�K�H��

conversation and to be able dig more insights. This approach also be able to take 

narratives to a deeper level, so it is able to improve the data quality. 
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�$�I���Q�L�W�\���'�L�D�J�U�D�P�P�L�Q�J

�7�R���L�Q�W�H�U�S�U�H�W���L�Q�I�R�U�P�D�W�L�R�Q���R�E�W�D�L�Q�H�G���I�U�R�P���L�Q�W�H�U�Y�L�H�Z�V�����D�X�W�K�R�U���X�V�H���D�I���Q�L�W�\���G�L�D�J�U�D�P����

�$�I���Q�L�W�\���G�L�D�J�U�D�P�P�L�Q�J���L�V���D���P�H�W�K�R�G���W�K�D�W���L�V���X�V�H�G���I�R�U���S�U�R�F�H�V�V�L�Q�J�����P�D�N�L�Q�J���V�H�Q�V�H�����D�Q�G��

arranging large quantities of unstructured, far-reaching, and often dissimilar 

�T�X�D�O�L�W�D�W�L�Y�H���G�D�W�D�����P�D�N�L�Q�J���L�W���D�Q���H�I���F�L�H�Q�W���D�Q�D�O�\�W�L�F�D�O���W�R�R�O���I�R�U���W�K�L�V���V�W�X�G�\�����/�X�F�H�U�R������������������

�7�K�H���L�Q�W�H�U�Y�L�H�Z�V���K�D�Y�H���F�R�O�O�H�F�W�H�G���D���Y�D�V�W���D�P�R�X�Q�W���R�I���G�D�W�D�����W�K�H�U�H�I�R�U�H���D�I���Q�L�W�\���G�L�D�J�U�D�P�P�L�Q�J��

�Z�D�V���X�V�H�G���D�V���D���V�W�U�D�W�H�J�\���W�R���D�Q�D�O�\�]�H���W�K�H���G�D�W�D��

�)�L�J�X�U�H�����������&�O�X�V�W�H�U�L�Q�J���D�Q�G���J�U�R�X�S�L�Q�J���L�Q�V�L�J�K�W���W�K�D�W���Z�U�L�W�W�H�Q���R�Q���V�W�L�F�N�\���Q�R�W�H�V�����7�K�H���Z�K�R�O�H���S�U�R�F�H�V�V���R�I���D�I���Q�L�W�\��

diagram is been done digitally using Miro. Retrieved from http://miro.com

�%�H�I�R�U�H���F�O�X�V�W�H�U�L�Q�J�����W�K�H���U�H�O�H�Y�D�Q�W���L�Q�I�R�U�P�D�W�L�R�Q�V�����L�Q�W�H�U�Y�L�H�Z���U�H�V�X�O�W�V�����Z�H�U�H���R�X�W�O�L�Q�H�G�����U�V�W��

�D�Q�G���W�K�H���L�Q�W�H�U�Y�L�H�Z���W�U�D�Q�V�F�U�L�S�W�L�R�Q�V���Z�H�U�H���U�H�D�G���R�Y�H�U�����7�K�H�����Q�G�L�Q�J�V���D�U�H���G�L�J�L�W�D�O�O�\���Z�U�L�W�W�H�Q���R�Q��

Miro digital sticky notes and then the author clustered the repeating informations 

�L�Q�W�R���V�P�D�O�O�H�U���W�K�H�P�H�V���W�R���I�R�U�H�V�H�H���D���S�D�W�W�H�U�Q�����6�L�P�L�O�D�U���G�L�D�J�U�D�P�P�L�Q�J���S�U�R�F�H�V�V�H�V���Z�H�U�H��

�F�R�Q�G�X�F�W�H�G���I�R�U���E�R�W�K���W�\�S�H�V���R�I���L�Q�W�H�U�Y�L�H�Z�H�H�����V�W�X�G�H�Q�W�V���D�Q�G���S�U�R�I�H�V�V�L�R�Q�D�O�V�����,�Q���W�R�W�D�O����

�W�K�H�U�H���D�U�H�����������G�R�Z�Q�O�R�D�G�H�G���L�Q�I�R�U�P�D�W�L�R�Q���S�R�L�Q�W�V���I�U�R�P���W�K�H���G�H�V�L�J�Q���V�W�X�G�H�Q�W���D�Q�G����������

�G�R�Z�Q�O�R�D�G�H�G���L�Q�I�R�U�P�D�W�L�R�Q���S�R�L�Q�W�V���I�U�R�P���W�K�H���G�H�V�L�J�Q���S�U�R�I�H�V�V�L�R�Q�D�O�V�����7�K�H�U�H���Z�H�U�H���W�Z�R��

stages of clustering, resulting in 3 themes and 21 sub-themes.

These main themes and sub-themes explains about the current situation of design 

research, the demands to improve design research process, and pain-points that 

�R�F�F�X�U�����7�K�H�����Q�G�L�Q�J�V���J�L�Y�H���D���E�U�R�D�G���Y�L�H�Z���R�I���Z�K�D�W���N�L�Q�G���R�I���H�O�H�P�H�Q�W�V���W�K�D�W���D�U�H���D�I�I�H�F�W�L�Q�J��

�W�K�H���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���S�U�R�F�H�V�V�����Z�K�D�W���N�L�Q�G���R�I���P�H�W�K�R�G�V���D�Q�G���W�R�R�O�V���W�K�D�W���D�U�H���E�H�L�Q�J���X�V�H�G����

�D�Q�G���Z�K�D�W���D�U�H���W�K�H�L�U���H�[�S�H�F�W�D�W�L�R�Q���W�R�Z�D�U�G���L�P�S�U�R�Y�L�Q�J���W�K�H���T�X�D�O�L�W�\���R�I���U�H�V�H�D�U�F�K�����,�W���D�O�V�R��

�H�[�D�P�L�Q�H�G���W�K�H���G�L�I���F�X�O�W�L�H�V���D�Q�G���F�L�U�F�X�P�V�W�D�Q�F�H�V���W�K�D�W���R�F�F�X�U���Z�K�H�Q���W�K�H���U�H�V�H�D�U�F�K���L�V���L�Q��

progress. These observations become one of the references that the author uses for 

developing the games.

Applied Research

In this case, applied research is the next step after qualitative research to be able to 

�D�F�K�L�H�Y�H���W�K�H���R�E�M�H�F�W�L�Y�H���E�D�V�H�G���R�Q���W�K�H�����Q�G�L�Q�J�V�����7�K�L�V���N�L�Q�G���R�I���U�H�V�H�D�U�F�K���F�D�Q���D�O�V�R���K�H�O�S���W�R��

�H�Q�J�D�J�H���E�H�W�W�H�U���S�U�R�E�O�H�P���I�U�D�P�L�Q�J�è���D�Q�G���ç�V�R�O�X�W�L�R�Q�����Q�G�L�Q�J�è�����&�U�R�X�F�K���D�Q�G���3�H�D�U�F�H�����D�V���F�L�W�H�G��

�L�Q���0�X�U�D�W�R�Y�V�N�L�������������������5�H�V�H�D�U�F�K�H�U�è�V���H�Y�D�O�X�D�W�L�R�Q���D�Q�G���U�H�W�U�R�V�S�H�F�W�L�Y�H���F�D�Q���E�H���H�Q�D�E�O�H�G���E�\��

�D�S�S�O�L�H�G���U�H�V�H�D�U�F�K�����Z�K�H�U�H���L�W���L�V���L�Q�F�O�L�Q�H�G���W�R���X�W�L�O�L�]�H���ç�V�R�O�X�W�L�R�Q�����Q�G�L�Q�J�è���V�W�U�D�W�H�J�L�H�V�����'�H�V�L�J�Q�H�U�V��

look for a solution to a problem by synthesis: they propose a variety of possible 

�V�R�O�X�W�L�R�Q�V���X�Q�W�L�O���W�K�H�\���G�L�V�F�R�Y�H�U���R�Q�H���W�K�D�W���L�V���E�H�V�W�����6�Z�D�Q�Q�����D�V���F�L�W�H�G���L�Q���0�X�U�D�W�R�Y�V�N�L������������������

In addition, Practice-based research is as an original examination attempted so as 

�W�R���J�D�L�Q���Q�H�Z���N�Q�R�Z�O�H�G�J�H���S�D�U�W�O�\���E�\���P�H�D�Q�V���R�I���S�U�D�F�W�L�F�H���D�Q�G���W�K�H���U�H�V�X�O�W�V���R�I���W�K�D�W���S�U�D�F�W�L�F�H��

(Candy, as cited in Muratovski, 2016).

�)�R�U���W�K�L�V���U�H�V�H�D�U�F�K�����D�F�W�L�R�Q���U�H�V�H�D�U�F�K���Z�L�O�O���E�H���W�D�N�H�Q���L�Q�W�R���D�F�F�R�X�Q�W���L�Q���R�U�G�H�U���W�R���E�H���D�E�O�H��

�U�H�F�H�L�Y�H���U�H���H�F�W�L�R�Q�V���E�D�V�H�G���R�Q���W�K�H���Z�R�U�N�V�����$�F�W�L�R�Q���U�H�V�H�D�U�F�K���H�[�D�P�L�Q�H�V���K�R�Z���S�U�D�F�W�L�W�L�R�Q�H�U�V��

�U�H���H�F�W���R�Q���W�K�H�L�U���D�F�W�L�R�Q�V���G�X�U�L�Q�J���D�Q�G���D�I�W�H�U���W�K�H�L�U���Z�R�U�N�����6�F�K�R�Q�����D�V���F�L�W�H�G���L�Q���0�X�U�D�W�R�Y�V�N�L����

2016). Action research can be used in order to generate practical judgement in 

�D���U�H�D�O���Z�R�U�O�G���V�F�H�Q�D�U�L�R�����7�K�H���G�H���Q�L�W�L�R�Q�V���R�I���D�F�W�L�R�Q���U�H�V�H�D�U�F�K���L�Q�F�R�U�S�R�U�D�W�H���W�K�U�H�H���N�H�\��

�H�O�H�P�H�Q�W�V���W�K�D�W���V�K�R�X�O�G���E�H���S�D�U�W�L�F�L�S�D�W�R�U�\���L�Q���F�K�D�U�D�F�W�H�U�������G�H�P�R�F�U�D�W�L�F���L�P�S�X�O�V�H�����D�Q�G���V�R�F�L�D�O��

science and social change (Meyer, 2000: 178). 
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The study results in this chapter are provided and analyzed to explain the thoughts, 

ideas, and problems of interviewees who participated in a multidisciplinary team as a 

designer. The chapter begins with sorting their experience, issues, and ideas with design 

research project that can inspire the author to create a game that can assist in planning 

research. The background and characteristics of the interviewees come from various 

design backgrounds and academics. The author also interviews a designer who already 

works as a professional in the company. The author hopes that the distinctions between 

academics and professionals may show successful ideas for this thesis. At the end of 

this section, the development of the game framework will be based on the insights that 

addressed from design student and design professional.

Data Analysis

�'�H���Q�L�Q�J���W�L�P�H�O�L�Q�H���R�I���S�U�R�M�H�F�W���E�\���K�D�Y�L�Q�J���D�J�U�H�H�P�H�Q�W���Z�L�W�K���F�O�L�H�Q�W

�ê�6�R���Z�H�����Z�H���Z�L�O�O���D�V�N�����U�V�W�����O�L�N�H���K�R�Z���P�X�F�K���W�L�P�H���G�R���\�R�X���K�D�Y�H�"���+�R�Z���P�D�Q�\���P�R�Q�W�K�V���G�R���\�R�X��

�K�D�Y�H�"���$�Q�G���W�K�H�Q���E�D�V�H�G���R�Q���R�X�U���H�[�S�H�U�L�H�Q�F�H�����Z�H���Z�R�X�O�G���W�U�\���W�R���D�J�U�H�H���R�U���G�L�V�D�J�U�H�H���R�U���V�X�J�J�H�V�W���D��

different timeline to to the client.” - 

Tanti, Lead Design Researcher in Labtek Indie

�,�Q���V�R�P�H���S�U�R�M�H�F�W���F�D�V�H�V�����G�H�V�L�J�Q�H�U�V���Q�H�H�G���W�R���N�Q�R�Z���W�K�H���U�H�T�X�L�U�H�P�H�Q�W���D�Q�G���V�X�J�J�H�V�W�L�R�Q�V��

�I�U�R�P���W�K�H���F�O�L�H�Q�W���E�H�I�R�U�H���W�K�H�\���G�H���Q�H���W�K�H���W�L�P�H�O�L�Q�H���R�I���W�K�H���S�U�R�M�H�F�W�����%�\���D�F�N�Q�R�Z�O�H�G�J�L�Q�J���W�K�H��

�W�L�P�H���W�K�D�W���G�H�V�L�J�Q�H�U�V���K�D�Y�H�����L�W���K�H�O�S�V���W�K�H�P���W�R���G�H���Q�H���W�K�H���P�H�W�K�R�G�V���W�K�D�W���W�K�H�\���F�D�Q���W�D�N�H����

�,�Q���R�U�G�H�U���W�R���K�D�Y�H���D�����U�P���D�Q�G���F�O�H�D�U���D�J�U�H�H�P�H�Q�W�����L�W���U�H�T�X�L�U�H�V���D���G�H�V�L�J�Q���S�O�D�Q���W�K�D�W���F�D�Q���E�H��

understood on both sides.

Team Roles based on Skills

�ê�6�R���D�O�O���R�I���X�V���D�U�H���G�L�Y�H�U�V�H���H�Q�R�X�J�K���W�K�D�W���Z�H���K�D�G�����D�Q�G���Z�H���K�D�Y�H���Y�H�U�\���G�L�I�I�H�U�H�Q�W���V�N�L�O�O���V�H�W�V�����6�R����

I’m much more visual person, so I took on user experience and visual design. My friend 

�L�V���U�H�D�O�O�\���V�K�H�è�V���D�O�V�R���Y�H�U�\���Y�L�V�X�D�O�����6�K�H�è�V���D�Q���D�U�F�K�L�W�H�F�W�����D�Q�G���V�K�H���O�R�Y�H�V���G�H�W�D�L�O�V���ë������Taylor, Master 

Student in MDE Harvard

�$�F�N�Q�R�Z�O�H�G�J�H���S�H�U�V�R�Q�D�O���V�H�O�I���V�N�L�O�O�V���D�Q�G���H�[�S�H�U�W�L�V�H���L�V���H�V�V�H�Q�W�L�D�O���W�R���G�H���Q�H���W�K�H���U�R�O�H���L�Q���W�K�H��

�W�H�D�P�����H�V�S�H�F�L�D�O�O�\���L�Q���W�K�H���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�H���U�H�V�H�D�U�F�K���W�H�D�P�����(�Y�H�U�\���W�H�D�P���P�H�P�E�H�U���K�D�V���W�K�H�L�U��

�H�[�S�H�U�W�L�V�H���D�Q�G���G�L�I�I�H�U�H�Q�W���E�D�F�N�J�U�R�X�Q�G�V���W�K�D�W���S�U�R�Y�L�G�H���Y�D�U�L�R�X�V���Z�D�\�V���R�I���W�K�L�Q�N�L�Q�J���Z�K�H�Q��

�W�K�H�\���Z�R�U�N���W�R�J�H�W�K�H�U�����5�H�Y�H�D�O�L�Q�J���H�D�F�K���P�H�P�E�H�U���H�[�S�H�U�W�L�V�H���D�W���W�K�H���E�H�J�L�Q�Q�L�Q�J���R�I���W�K�H���S�U�R�M�H�F�W��

is required in order to create good chemistry in deciding each team member job.

Mutual Understanding in Cross-Disciplinary Team

“People that study design are probably used to a certain way of thinking people that 

�V�W�X�G�\���E�X�V�L�Q�H�V�V���D�U�H���X�V�H�G���W�R���W�K�H�L�U���Z�D�\���R�I���W�K�L�Q�N�L�Q�J���D�Q�G���H�Q�J�L�Q�H�H�U�V�����V�R���I�R�U�W�K�����6�R���K�R�Z���F�D�Q��

we actually bring everybody regardless of their backgrounds on the same page and 

�X�Q�G�H�U�V�W�D�Q�G���Z�K�D�W���D�F�W�X�D�O�O�\���K�D�V���W�R���E�H���G�R�Q�H�"�ë��

André, Master Student in CoID Aalto University

�7�K�H���F�K�D�O�O�H�Q�J�H���R�I���Z�R�U�N�L�Q�J���R�Q���D���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���W�H�D�P���W�K�D�W���U�H�O�D�W�H�G���W�R���F�R�P�P�X�Q�L�F�D�W�L�R�Q��

�L�V���K�R�Z���W�R���F�U�H�D�W�H���D���P�X�W�X�D�O���X�Q�G�H�U�V�W�D�Q�G�L�Q�J���D�P�R�Q�J���W�K�H�P�����+�D�Y�L�Q�J���D���G�L�Y�H�U�V�H���S�H�U�V�S�H�F�W�L�Y�H��

�D�Q�G���Z�D�\���R�I���W�K�L�Q�N�L�Q�J���L�Q���W�K�H���W�H�D�P���J�L�Y�H���Y�D�U�L�R�X�V���L�Q�V�L�J�K�W�V�����D�V���O�R�Q�J���W�K�H�\���K�D�Y�H���V�S�H�F�L���F���J�R�D�O�V����

This reveals that there are needs to bringing everybody in the team regardless of 

�W�K�H�L�U���E�D�F�N�J�U�R�X�Q�G���L�Q�W�R���R�Q�H���X�Q�G�H�U�V�W�D�Q�G�L�Q�J���D�Q�G���X�Q�G�H�U�V�W�D�Q�G���Z�K�D�W���K�D�V���W�R���E�H���G�R�Q�H��

Communicate Design Process

“This design process where you have to explain, but it’s still sometimes not very clear. 

�6�R���K�R�Z���F�D�Q���Z�H���G�R���L�W���L�Q���D���P�R�U�H���L�Q�W�H�U�H�V�W�L�Q�J�����P�R�U�H���H�Q�W�H�U�W�D�L�Q�L�Q�J���Z�D�\�"���7�K�D�W���K�H�O�S�V���R�W�K�H�U�V���W�R��

understand why we’re doing this in such a way.”  

André, Master Student in CoID Aalto University

�7�K�H�U�H���L�V���D���G�H�P�D�Q�G���W�R���F�U�H�D�W�H���D���P�R�U�H���H�[�F�L�W�L�Q�J���D�Q�G���H�Q�W�H�U�W�D�L�Q�L�Q�J���Z�D�\���W�R���H�[�S�O�D�L�Q���W�K�H��

�G�H�V�L�J�Q���S�U�R�F�H�V�V���L�Q���R�U�G�H�U���W�R���P�D�N�H���R�W�K�H�U�V���X�Q�G�H�U�V�W�D�Q�G���W�K�H���U�H�D�V�R�Q���Z�K�\���D���S�D�U�W�L�F�X�O�D�U��

�P�H�W�K�R�G���V�W�H�S���K�D�V���E�H�H�Q���W�D�N�H�Q�����7�K�L�V���G�H�P�D�Q�G���R�F�F�X�U�V���E�H�F�D�X�V�H���W�K�H���L�Q�W�H�U�Y�L�H�Z�H�H���K�D�V��

trouble explaining the design process to his cross-disciplinary team. A transparent 

design process provides an understanding of the project among the team.

�ê�6�R���W�K�H���P�D�L�Q���V�W�U�X�J�J�O�H�V���D�U�H�����,���W�K�L�Q�N�������U�V�W���R�I���D�O�O�����W�K�H���E�H�V�W���Z�D�\�����W�K�H���E�H�V�W���P�H�W�K�R�G���W�R���H�[�S�O�D�L�Q���W�R��

the clients because sometimes we only have, like, slides presentation, and then it’s just 

like they sometimes like listening to what we explained. But actually they don’t get it.”

Tanti, Lead Design Researcher in Labtek Indie

 There is a demand to create a concise and clear communication to present design 

process that can easily be understandable for teams or clients. This demand occurs 

�G�X�H���L�Q�H�I�I�H�F�W�L�Y�H���R�I���W�K�H���L�Q�W�H�U�Y�L�H�Z�H�H�è�V���S�H�U�V�R�Q�D�O���H�[�S�H�U�L�H�Q�F�H���W�R���S�U�H�V�H�Q�W���D�Q�G���H�[�S�O�D�L�Q��

o the design process using slides or presentations to her client. Having another 

�Z�D�\���W�R���F�R�P�P�X�Q�L�F�D�W�H���W�K�H���G�H�V�L�J�Q���S�U�R�F�H�V�V���L�V���U�H�T�X�L�U�H�G���L�Q���R�U�G�H�U���W�R���D�F�K�L�H�Y�H���P�X�W�X�D�O��

�X�Q�G�H�U�V�W�D�Q�G�L�Q�J���E�H�W�Z�H�H�Q���G�H�V�L�J�Q�H�U�V�����W�H�D�P�����D�Q�G���F�O�L�H�Q�W�V��
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Finding out the match method by giving examples 

�ê�6�R���P�D�Q�\���W�\�S�H�V���R�I���U�H�V�H�D�U�F�K�����E�X�W���K�R�Z���G�R���\�R�X���N�Q�R�Z���Z�K�L�F�K���R�Q�H���L�V���W�K�H���E�H�V�W�"���2�I���F�R�X�U�V�H�����\�R�X��

can read about it. But if you’re not using an expert in it, how do you know about, you 

�K�D�Y�H���W�R���D�V�N�"���6�R���K�R�Z���F�D�Q���Z�H���P�D�N�H���W�K�L�V���D���E�L�W���P�R�U�H���H�D�V�\���L�Q���D���Z�D�\�����O�L�N�H���J�L�Y�L�Q�J���D�F�W�X�D�O�O�\���J�R�R�G��

�H�[�D�P�S�O�H�V���R�I���W�K�L�V���W�\�S�H���R�I���S�U�R�M�H�F�W���Z�R�X�O�G���U�H�J�D�U�G���W�K�L�V���F�H�U�W�D�L�Q���Z�D�\���R�I���G�R�L�Q�J���U�H�V�H�D�U�F�K�"�ë����- 

André, Master Student in CoID Aalto University

Although the designer can obtain information about methods from other resources 

such as a book or asking expert, practical examples or experiences give a more 

�Q�D�W�X�U�D�O���Z�D�\���W�R���X�Q�G�H�U�V�W�D�Q�G���L�W�����%�\���L�P�S�O�H�P�H�Q�W�L�Q�J���D���S�D�U�W�L�F�X�O�D�U���P�H�W�K�R�G���L�Q���W�K�H���S�U�R�M�H�F�W����

�D�Q�G���X�Q�G�H�U�V�W�D�Q�G���W�K�H���U�H�D�V�R�Q�L�Q�J���Z�K�\���X�V�L�Q�J���D���S�D�U�W�L�F�X�O�D�U���P�H�W�K�R�G���L�V���D���P�R�U�H���Q�D�W�X�U�D�O���Z�D�\��

�I�R�U���G�H�V�L�J�Q�H�U�V���W�R���N�Q�R�Z���W�K�H���S�U�R���D�Q�G���F�R�Q�V��

Guide for conducting research

“I’m pretty disorganized with everything. But I think that’s why I’m emphasizing so much 

like having something written down with templates and like having a guide.”  - Taylor, 

Master Student in MDE Harvard

“I think is my struggle is more that I don’t know if I can properly. For example, conduct an 

interview and get what I want In the end. But of course, I can do like follow book, but you 

never know the results.” 

- Anonymous, Master Student in Creative Sustainability Aalto University

�+�D�Y�H���D���J�X�L�G�H���D�Q�G���W�H�P�S�O�D�W�H���F�R�X�O�G���K�H�O�S���G�H�V�L�J�Q�H�U�V���D�U�U�D�Q�J�H���W�K�H���G�D�W�D���D�Q�G���N�Q�R�Z�O�H�G�J�H��

�W�K�H�\���U�H�W�U�L�H�Y�H���I�U�R�P���U�H�V�H�D�U�F�K�����7�K�H���J�X�L�G�H���F�D�Q���K�H�O�S���G�H�V�L�J�Q�H�U�V���W�R���N�Q�R�Z���Z�K�D�W���V�W�H�S�V��

�W�K�H�\���V�K�R�X�O�G���W�D�N�H���Z�K�H�Q���U�X�Q�Q�L�Q�J���D���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���S�U�R�M�H�F�W�����D�Q�G���K�R�Z���W�R���S�U�R�S�H�U�O�\���U�X�Q��

�P�H�W�K�R�G�V���E�\���K�D�Y�L�Q�J���D���S�U�R�S�H�U���J�X�L�G�H���R�Q���K�R�Z���W�R���J�H�W���G�H�V�L�J�Q�H�U�V���W�R���U�H�W�U�L�H�Y�H���L�Q�V�L�J�K�W�I�X�O��

results.

Recruiting Participant cause project delayed.

“We didn’t interview people until the seventh week of this project, because the people 

kept going on vacation and like, couldn’t get” - Taylor, Master Student in MDE Harvard 

University

�ê�)�R�U���P�\���W�K�H�V�L�V�����D�Q�G���Z�K�\���L�W�è�V���T�X�L�W�H���G�L�I���F�X�O�W���W�R���U�H�F�U�X�L�W���P�R�U�H���S�D�U�W�L�F�L�S�D�Q�W�V�����E�H�F�D�X�V�H���P�D�Q�\��

people have are on their vacation” - Yentchen, Master Student in CoID Aalto University

�%�D�V�H�G���R�Q���W�K�H���L�Q�W�H�U�Y�L�H�Z�V�����U�H�F�U�X�L�W�L�Q�J���U�H�V�H�D�U�F�K���S�D�U�W�L�F�L�S�D�Q�W�V���L�V���R�Q�H���R�I���W�K�H���F�R�P�P�R�Q��

�S�U�R�E�O�H�P�V���L�Q���G�H�V�L�J�Q���U�H�V�H�D�U�F�K�����7�R���F�R�Q���U�P���W�K�H���S�D�U�W�L�F�L�S�D�Q�W���W�R���E�H���D�E�O�H���W�R

participate in particular research require uncertainty time. Sometimes participants 

�D�U�H���X�Q�D�E�O�H���W�R���M�R�L�Q���U�H�V�H�D�U�F�K���D�Q�G���F�D�Q���G�H�O�D�\���W�K�H���S�U�R�M�H�F�W�����,�W���L�V���G�L�I���F�X�O�W���I�R�U���G�H�V�L�J�Q�H�U�V��

to estimate the time required for research in recruiting participant. This issue in 

research can cause time-delay in a research project.

Research Plan Adjustment

“Usually after several time, for example, the result is planned for one week. And then 

�W�K�U�H�H���G�D�\�V�����Z�H���D�F�W�X�D�O�O�\���V�H�H���W�K�D�W���R�N�D�\�����W�K�L�V���G�R�H�V���Q�R�W���P�D�N�H���V�H�Q�V�H�����6�R���L�I���\�R�X���Z�D�Q�W���W�R���F�K�D�Q�J�H����

then probably we need adjustment also in the time, for example, and then for the next 

step, so you also have to communicate with them.” 

- Dian Anindya, UX Designer at Gojek Indonesia.

�ê�7�K�H�U�H�����Z�H���F�D�Q���E�X�L�O�G�����O�L�N�H���W�K�H�����U�V�W���S�O�D�Q�����$�Q�G���W�K�H�Q���E�X�W���W�K�H�Q���D�I�W�H�U���W�K�D�W�����\�R�X���K�D�Y�H���W�R���H�[�S�O�D�L�Q��

and also embrace yourself that maybe it’s not going to go as your plan. But try not to 

�S�L�Y�R�W���I�D�U���D�Z�D�\���I�U�R�P���W�K�H���S�O�D�Q�����\�R�X���N�Q�R�Z�����V�R���\�R�X���K�D�Y�H���D�����H�[�L�E�L�O�L�W�\�ë��

- Tanti, Lead Design Researcher in Labtek Indie

�'�H�V�L�J�Q�H�U�V���V�K�R�X�O�G���E�H���D�Z�D�U�H���W�K�D�W���D���U�H�V�H�D�U�F�K���S�O�D�Q���L�V���Q�R�W���D���S�H�U�P�D�Q�H�Q�W���J�X�L�G�H���Z�K�H�U�H���L�W��

�F�R�X�O�G���E�H���F�K�D�Q�J�H���E�D�V�H�G���R�Q���V�L�W�X�D�W�L�R�Q�V���D�Q�G�����Q�G�L�Q�J���W�K�D�W���W�K�H�\���I�R�X�Q�G���Z�K�H�Q���W�K�H���U�H�V�H�D�U�F�K��

is in progress. Sometimes, an adjustment needs to be taken in order if the plan does 

�Q�R�W���Z�R�U�N�����7�K�H���V�W�D�W�H���R�I���P�L�Q�G���W�R���E�H�����H�[�L�E�O�H���D�Q�G���D�G�D�S�W�D�E�O�H���Z�L�W�K���W�K�H���V�L�W�X�D�W�L�R�Q���Q�H�H�G���W�R��

�E�H���F�R�Q�V�L�G�H�U�H�G���Z�K�H�Q���F�U�H�D�W�L�Q�J���D���U�H�V�H�D�U�F�K���S�O�D�Q�����:�K�H�Q���W�K�H�U�H���L�V���D�Q���D�G�M�X�V�W�P�H�Q�W�����W�K�H�\��

�Q�H�H�G���W�R���F�R�Q�V�L�G�H�U���W�L�P�H���U�H�T�X�L�U�H�P�H�Q�W�V���D�Q�G���Q�H�H�G���W�R���F�R�P�P�X�Q�L�F�D�W�H���Z�L�W�K���W�K�H���W�H�D�P���R�U��

stakeholders.
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Time Estimation based on Experience

�ê�6�R���,���W�K�L�Q�N���O�L�N�H�����W�K�H���P�R�U�H���H�[�S�H�U�L�H�Q�F�H�G���W�K�D�W���\�R�X���J�H�W���Z�R�U�N�L�Q�J���Z�L�W�K���W�R�R�O�V���D�Q�G���S�U�R�J�U�D�P�V�����\�R�X��

can get a better feeling of like how long it will take you. I mean, if you’re doing the skills 

yourself, then you know yourself better than anyone.” - Taylor Greenberg Goldy, Master 

Student in MDE Harvard

�$�F�N�Q�R�Z�O�H�G�J�H���H�D�F�K���S�H�U�V�R�Q�D�O���N�Q�R�Z�O�H�G�J�H���D�Q�G���H�[�S�H�U�W�L�V�H���L�Q���D���S�D�U�W�L�F�X�O�D�U���V�N�L�O�O���F�D�Q���K�H�O�S��

�H�V�W�L�P�D�W�H���K�R�Z���O�R�Q�J���L�W���W�D�N�H�V���W�R���X�V�H���W�K�H���W�R�R�O�V���R�U���P�H�W�K�R�G�V�����7�K�L�V�����Q�G�L�Q�J���U�H�Y�H�D�O�V���W�K�D�W���D�W��

the beginning of the research, it is essential to reveal the skills of each team member 

�V�R���W�K�D�W���W�L�P�H���F�D�Q���E�H���G�L�V�F�X�V�V�H�G���E�D�V�H�G���R�Q���W�K�H���U�H�V�H�D�U�F�K�����$���Z�H�O�O���F�R�P�P�X�Q�L�F�D�W�H�G���D�P�R�Q�J��

team members that can effectively affect the planning of research time by informing 

personal skills.

Revealing Steps after making plan

�ê�6�R���L�Q���W�K�H���E�H�J�L�Q�Q�L�Q�J�����D�I�W�H�U���,���J�H�W���W�K�H���G�H�V�L�J�Q���E�U�L�H�I�����D�Q�G���W�K�H�Q���,���M�X�V�W���P�D�N�H���O�L�N�H���D���S�O�D�Q�����$�Q�G��

when I do the user research, then I try to, you know, try to arrange what is the next step”. 

- Rahel, Master Student in CoID Aalto University.

�:�K�H�Q���G�H�V�L�J�Q�H�U�V���U�H�F�H�L�Y�H���D���G�H�V�L�J�Q���E�U�L�H�I�����G�H�V�L�J�Q�H�U�V���F�U�H�D�W�H���D���S�O�D�Q���W�K�D�W���H�[�S�O�D�L�Q�V���Z�K�D�W��

steps they should take in order to conduct research (in this context, steps as a 

method/toolkit). Arranging steps can give designer information to understand 

�Z�K�\���V�S�H�F�L���F���V�W�H�S�V���D�U�H���E�H�L�Q�J���W�D�N�H�Q�����7�K�H���T�X�D�O�L�W�\���R�I���G�H�V�L�J�Q�H�U�V���F�D�Q���E�H���U�H�Y�H�D�O�H�G���E�\��

understanding the plan that they build.
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Q2: Do you feel that you gain knowledge from this game?

�7�K�H���U�H�V�X�O�W�V���V�K�R�Z�V�����������P�R�U�H���R�U���O�H�V�V���D�J�U�H�H�������������D�J�U�H�H�����D�Q�G�����������V�W�U�R�Q�J�O�\���D�J�U�H�H���Z�L�W�K��

�W�K�H���V�W�D�W�H�P�H�Q�W�����,�Q���F�R�Q�F�O�X�V�L�R�Q�����L�W���V�K�R�Z�V���W�K�D�W���S�D�U�W�L�F�L�S�D�Q�W�V���K�D�Y�H���D���W�H�Q�G�H�Q�F�\���W�R���D�J�U�H�H���W�K�D�W��

the game can help them to plan a research project. Further development is required 

�L�Q���R�U�G�H�U���W�R���K�H�O�S���W�K�H���S�D�U�W�L�F�L�S�D�Q�W���W�R���J�D�L�Q���P�R�U�H���N�Q�R�Z�O�H�G�J�H���I�R�U���W�K�H���J�D�P�H�V�����7�K�H�V�H���D�U�H���W�K�H��

�Y�H�U�E�D�W�L�P�V���W�K�D�W���U�H�W�U�L�H�Y�H�V���R�Q���4����

Q3:Do you think this game can help you to learn about design research method? 

�7�K�H���U�H�V�X�O�W���V�K�R�Z�V�����������1�H�X�W�U�D�O�����D�Q�G�����������D�J�U�H�H���Z�L�W�K���W�K�H���V�W�D�W�H�P�H�Q�W�����7�K�H���U�H�V�X�O�W���V�K�R�Z�V��

that participants have a bit of confusion about understanding design research 

methods. Further development to solve this issue author need to design better 

�L�Q�I�R�U�P�D�W�L�R�Q���W�R�X�F�K�S�R�L�Q�W���D�Q�G���N�Q�R�Z�O�H�G�J�H���W�U�D�Q�V�I�H�U���L�Q���W�K�H���J�D�P�H�V�����7�K�H�V�H���D�U�H���W�K�H���L�Q�V�L�J�K�W��

�W�K�D�W���Y�H�U�E�D�W�L�P�V���R�Q���4����

�ê�,�W���U�H���H�F�W�V���W�K�H���U�H�D�O�L�W�\���R�I���G�H�Y�H�O�R�S�L�Q�J���D��

project and researching, which includes 

time and human sources”. 

“Know about the limitation, e.g., time “.

“I got to know the designers way of 

thinking”.

“It reminds me of the theories of design 

thinking without really have to open a 

book/note “.

“Yes. It still needs some instructions by 

facilitators for sure”.

“There are methods explained there, I just 

wish to have more options in methods”. 

“Not sure since I don’t have a design 

background We can collaborate with 

others and see how they think”.

“Actually, this is answered from the 

previous prototype (prototype-2). But 

needs some explanation about the 

�G�H���Q�L�W�L�R�Q���R�I���H�D�F�K���V�W�H�S�ë��

“Yes, but the design is an iterative process, 

which means that you can go back to the 

previous stage”. 

“Maybe some tests with just engineers or 

business people will give feedback know if 

they learned the process”.

“I’m not from a design background. So 

I learned about “Workframe / Planning 

Tools.” 

“Yes, refresh my knowledge of design 

thinking and how to apply it in real life”. 

�ê�,�W���P�D�G�H���P�H���U�H���H�F�W���R�Q���W�K�H���W�R�R�O�V���D�Q�G��

methods that I know that can be 

implemented in the project case”.

Q4: Do you enjoying playing this game

�7�K�H���U�H�V�X�O�W���V�K�R�Z�V�����������P�R�U�H���R�U���O�H�V�V���D�J�U�H�H�������������D�J�U�H�H�����D�Q�G�����������W�R�W�D�O�O�\���D�J�U�H�H���Z�L�W�K��

�W�K�H���V�W�D�W�H�P�H�Q�W�����7�K�H���U�H�V�X�O�W���V�K�R�Z�V���W�K�D�W���S�D�U�W�L�F�L�S�D�Q�W�V���H�Q�M�R�\���S�O�D�\�L�Q�J���W�K�L�V���J�D�P�H�����0�R�V�W��

�S�D�U�W�L�F�L�S�D�Q�W�V���P�H�Q�W�L�R�Q���Z�L�O�G���F�D�U�G�V���J�L�Y�H���W�K�H���J�D�P�H���P�R�U�H���I�X�Q���E�\���S�U�R�Y�L�G�L�Q�J���D�Q���H�O�H�P�H�Q�W��

�R�I���V�X�U�S�U�L�V�H���D�Q�G���U�H���H�F�W�L�Q�J���Z�L�W�K���D�F�W�X�D�O���S�U�R�M�H�F�W�V�����)�X�U�W�K�H�U���G�H�Y�H�O�R�S�P�H�Q�W���W�R���L�P�S�U�R�Y�H��

enjoyment is further development to apply playability in the game. These are the 

�Y�H�U�E�D�W�L�P�V���W�K�D�W���U�H�W�U�L�H�Y�H�V���R�Q���4����

“It was fun to play with people from 

different backgrounds”. 

“One additional thing is if people with less 

experience playing with people who are 

experienced, some would be the domain, 

and that would kind of affect others 

playing games”? 

“I didn’t expect to work in a team, so I 

think it’s a good tool for collaboration in a 

multidisciplinary environment”. 

“I love the colours and the wild cards 

which give an element of surprise and 

�U�H���H�F�W���W�K�H���D�F�W�X�D�O���S�U�R�M�H�F�W���F�R�Q�G�L�W�L�R�Q�ë��

“We can imagine the good results and the 

wild cards”

“This is a team game; many factors are 

playing in enjoying this game I like the 

wild cards (it could be more radical to 

make it more interesting)”. 

“It was fun to play with wild card involved, 

that makes the game more realistic and 

�P�D�N�H�V���\�R�X���U�H���H�F�W���R�Q���W�K�H���W�L�P�H�ë��
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Discussions

�7�K�L�V���W�K�H�V�L�V���D�L�P�V���W�R���U�H�Y�H�D�O���W�K�H���S�R�W�H�Q�W�L�D�O���R�I���J�D�P�H�V���D�V���D���I�U�D�P�H�Z�R�U�N���W�K�D�W���K�H�O�S�V���G�H�V�L�J�Q�H�U�V��

to plan and present a research plan in the cross-disciplinary team to solve problems. 

�$�V���0�X�U�D�W�R�Y�V�N�L�����������������V�W�D�W�H�V�����W�K�D�W���W�R���H�Q�G���X�S���D�V���D���O�H�D�G�H�U���W�K�D�W���D�E�O�H���G�H���Q�L�Q�J���V�W�U�D�W�H�J�L�H�V����

�G�H�V�L�J�Q�H�U�V���Q�H�H�G���W�R�����J�X�U�H���R�X�W���K�R�Z���W�R���F�R�P�S�U�H�K�H�Q�G���D�Q�G���V�R�O�Y�H���F�R�P�S�O�H�[�����S�H�U�S�O�H�[�L�Q�J�����D�Q�G��

�V�W�D�U�W�O�L�Q�J���L�V�V�X�H�V�����7�K�H�U�H�I�R�U�H�����W�R���H�Q�V�X�U�H���W�R���N�H�H�S���X�S���G�H�V�L�J�Q�H�U�V���D�E�O�H���W�R���F�R�P�H�V���X�S���Z�L�W�K���W�K�H��

�F�K�D�O�O�H�Q�J�H�������G�H�V�L�J�Q�H�U�V���Q�H�H�G���W�R���O�H�D�U�Q���D���Q�H�Z���V�N�L�O�O���V�H�W���L�Q���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���W�R���N�H�H�S���X�S���Z�L�W�K��

the demand that designers required to have a meaningful contribution in cross-

disciplinary. Learn design research is taking time and requires guidance along the 

�Z�D�\���L�Q���R�U�G�H�U���W�R���K�D�Y�H���D���E�H�W�W�H�U���X�Q�G�H�U�V�W�D�Q�G�L�Q�J�����7�R���D�F�N�Q�R�Z�O�H�G�J�H���Z�K�L�F�K���P�H�W�K�R�G�V���D�Q�G��

methodologies that can be used and planning research are one of the challenging 

tasks for designers. In order to establish credibility as a researcher, designers need to 

�E�H���D�E�O�H���W�R���S�U�R�S�R�V�H���Z�K�D�W���N�L�Q�G���R�I���U�H�V�H�D�U�F�K���W�K�H�\���S�O�D�Q���D�Q�G���K�R�Z���W�R���G�R���L�W�����0�R�R�U�H�����D�V���F�L�W�H�G��

�L�Q���0�X�U�D�W�R�Y�V�N�L�������������������%�\���K�D�Y�L�Q�J���H�[�S�H�U�L�H�Q�F�H���D�Q�G���D���Z�L�G�H�U���V�F�R�S�H���R�I���N�Q�R�Z�O�H�G�J�H���D�E�R�X�W��

�P�H�W�K�R�G�V�����G�H�V�L�J�Q�H�U�V���Z�L�O�O���E�H���D�E�O�H���W�R���S�O�D�Q���W�K�H���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���E�\���F�K�R�R�V�L�Q�J���P�H�W�K�R�G�V��

�W�K�D�W���D�U�H���D�O�L�J�Q�H�G���W�R���W�K�H���R�E�M�H�F�W�L�Y�H�V���D�Q�G���D�O�V�R���F�D�Q���G�L�I�I�H�U�H�Q�W�L�D�W�H���E�H�W�Z�H�H�Q���R�E�M�H�F�W�L�Y�H�V���D�Q�G��

subjective results.

Presenting the information about the research plan is required designers in order 

to avoid misunderstanding by having proper communication about the research in 

the cross-disciplinary team and reach a mutual understanding of the external time 

related to the research. To visualizing the research project, the logic model becomes 

�D���Z�D�\���W�K�D�W���H�Q�D�E�O�H�V���G�H�V�L�J�Q�H�U�V���W�R���S�U�H�V�H�Q�W���W�K�H���U�H�V�H�D�U�F�K���S�U�R�M�H�F�W���W�K�D�W���F�D�Q���E�H���X�Q�G�H�U�V�W�R�R�G��

by others. Logic models are graphical or narrative descriptions of real-life processes 

that convey the underlying assumptions that an activity is expected to result in 

�D���V�S�H�F�L���F���R�X�W�F�R�P�H�����/�R�J�L�F���P�R�G�H�O�V���H�[�S�O�D�L�Q���W�K�H���D�F�W�L�R�Q���D�Q�W�L�F�L�S�D�W�H�G�����D�Q�G���W�K�H���U�H�V�X�O�W�V��

�S�U�H�G�L�F�W�H�G�����&�L�W�H�G���L�Q���)�U�H�W�F�K�O�L�Q�J�����.�Q�R�Z�O�W�R�Q���D�Q�G���3�K�L�O�O�L�S�V����������������

Games can be used for designers as an activity to learn plan design research 

�H�[�S�H�U�L�P�H�Q�W�L�Q�J���P�H�W�K�R�G�V���E�\���X�Q�G�H�U�V�W�D�Q�G�V���Z�K�D�W���L�V���W�K�H���E�H�W�W�H�U���S�O�D�Q���L�Q���D���S�D�U�W�L�F�X�O�D�U���F�D�V�H����

�'�H�V�L�J�Q���J�D�P�H�V���H�Q�D�E�O�H���G�H�V�L�J�Q���D�F�W�L�R�Q�V���W�R���E�H���V�W�X�G�L�H�G���L�Q���D���P�D�Q�L�S�X�O�D�E�O�H���D�Q�G���Z�H�O�O���E�R�X�Q�G�H�G��

environment that creates situations similar to real-life situations (Habraken & 

�*�U�R�V�V�����D�V���F�L�W�H�G���L�Q���9�D�D�M�D�N�D�O�O�L�R�����������������D�Q�G���L�W���V�L�P�L�O�D�U���Z�L�W�K���Z�K�D�W���&�K�L�S�F�K�D�V�H�����������������L�G�H�D��

�W�R���G�H�Y�H�O�R�S���D���S�L�O�R�W���S�U�R�M�H�F�W���W�R���S�H�U�I�R�U�P���D���V�P�D�O�O�����O�R�Z���U�L�V�N���V�W�X�G�\���W�R���L�G�H�Q�W�L�I�\���U�H�V�H�D�U�F�K��

�P�H�W�K�R�G�R�O�R�J�\���J�D�S�V���D�Q�G���Z�H�D�N�Q�H�V�V�H�V�����*�D�P�H�V���F�D�Q���E�H���X�V�H�G���D�V���D���W�R�R�O���R�U���P�H�G�L�X�P���L�Q���W�K�H��

cross-disciplinary team for having engaging discussion and collaboration processes. 

Design games provide a common language for researchers, designers, users, and 

other stakeholders through ambiguous and fragmented game material (Vaajakallio, 

2012). 

�)�L�U�V�W�O�\�����W�K�L�V���V�W�X�G�\���V�W�D�U�W�V���E�\���L�Q�L�W�L�D�W�H���T�X�D�O�L�W�D�W�L�Y�H���U�H�V�H�D�U�F�K���E�\���F�R�Q�G�X�F�W�L�Q�J���L�Q�W�H�U�Y�L�H�Z�V��

�Z�L�W�K���W�Z�R���G�H�V�L�J�Q�H�U�V���S�U�R���O�H�V�����V�W�X�G�H�Q�W�V���Z�K�R���D�U�H���F�X�U�U�H�Q�W�O�\���V�W�X�G�\�L�Q�J���G�H�V�L�J�Q���D�Q�G��

�G�H�V�L�J�Q�H�U���S�U�R�I�H�V�V�L�R�Q�D�O�V���Z�K�R���D�U�H���Z�R�U�N���L�Q���W�K�H���F�R�P�S�D�Q�\�����7�K�H���D�L�P���R�I���W�K�H���L�Q�W�H�U�Y�L�H�Z�V���L�V���W�R��

�U�H�Y�H�D�O���W�K�H�L�U���R�Z�Q���H�[�S�H�U�L�H�Q�F�H�������Q�G�L�Q�J���R�X�W���W�K�H���S�D�L�Q���S�R�L�Q�W�V�����D�Q�G���D�V�N���V�R�P�H���R�S�L�Q�L�R�Q�V���R�U��

�V�X�J�J�H�V�W�L�R�Q�V���D�E�R�X�W���F�R�Q�G�X�F�W�L�Q�J���G�H�V�L�J�Q���U�H�V�H�D�U�F�K�����7�K�H�����Q�G�L�Q�J�V���U�H�V�X�O�W�V���R�I���W�K�H���L�Q�W�H�U�Y�L�H�Z�V��

�Z�L�O�O���E�H���D�Q�D�O�\�]�H�G���D�Q�G���X�V�H�G���D�V���U�H�I�H�U�H�Q�F�H�V���I�R�U���W�K�H���S�U�R�W�R�W�\�S�L�Q�J���S�K�D�V�H�����7�K�U�R�X�J�K���W�K�U�H�H��

�L�W�H�U�D�W�L�R�Q�V���R�I���S�U�R�W�R�W�\�S�H�����W�K�H���U�H�V�X�O�W�V���V�K�R�Z���W�K�H���'�H�V�L�J�Q���5�H�V�H�D�U�F�K���3�O�D�Q�Q�L�Q�J���J�D�P�H���F�D�Q���E�H��

�X�V�H�I�X�O���I�R�U���F�U�H�D�W�L�Q�J���S�O�D�Q�V���D�Q�G���D�O�V�R���D�E�O�H���W�R���W�U�D�Q�V�I�H�U�U�L�Q�J���N�Q�R�Z�O�H�G�J�H���E�H�W�Z�H�H�Q���L�Q���F�U�R�V�V��

�G�L�V�F�L�S�O�L�Q�D�U�\���W�H�D�P�����,�P�S�O�H�P�H�Q�W�D�W�L�R�Q���R�I���W�K�H���O�R�J�L�F���P�R�G�H�O���I�U�D�P�H�Z�R�U�N���L�Q���W�K�H���S�U�R�W�R�W�\�S�H��

able to help the participant understand the phase of research step by step. 

 

Limitations

�,�Q���W�K�L�V���V�W�X�G�\�����D�X�W�K�R�U���R�Q�O�\���L�Q�W�H�U�Y�L�H�Z�V���G�H�V�L�J�Q���V�W�X�G�H�Q�W���D�Q�G���G�H�V�L�J�Q���S�U�R�I�H�V�V�L�R�Q�D�O���Z�K�R��

�D�U�H���Z�R�U�N�V���L�Q���W�K�H���F�R�P�S�D�Q�\���L�Q���,�Q�G�R�Q�H�V�L�D�����$�V���D�V�V�X�P�H�G�����D�X�W�K�R�U���V�K�R�X�O�G���E�H���L�Q�W�H�U�Y�L�H�Z�H�H��

�P�R�U�H���Q�R�Q���G�H�V�L�J�Q�H�U���V�W�X�G�H�Q�W�V���L�Q���R�U�G�H�U���W�R���D�F�K�L�H�Y�H���D�Q���L�Q�V�L�J�K�W���W�K�D�W���F�D�Q���E�H���E�H�Q�H���F�L�D�O���I�R�U��

�W�K�H���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���Z�R�U�N�L�Q�J���H�Q�Y�L�U�R�Q�P�H�Q�W�����,�Q�V�L�J�K�W�V���I�U�R�P���D�F�D�G�H�P�L�F���S�H�U�V�R�Q�Q�H�O�����V�X�F�K��

�D�V���O�H�F�W�X�U�H�U�����V�K�R�X�O�G���E�H���F�R�Q�V�L�G�H�U�H�G���L�Q���R�U�G�H�U���W�R���X�Q�G�H�U�V�W�D�Q�G���Z�K�D�W���W�K�H���V�W�X�G�H�Q�W�V���Q�H�H�G���L�Q��

learning design from an academic perspective. 

�5�H�W�U�L�H�Y�L�Q�J���L�Q�V�L�J�K�W���I�U�R�P���Q�R�Q���G�H�V�L�J�Q�H�U���D�Q�G���D�F�D�G�H�P�L�F���S�H�U�V�R�Q�Q�H�O���F�R�X�O�G���F�U�H�D�W�H���D��

comprehensive result. In the prototyping phase, author only invites designers and 

engineers into playtesting. Therefore, the insights dan feedbacks that achieve 

are also limited. A collaboration for broader discipline could be advantageous for 

the research and able to expand the learning experience that learned from those 

disciplines. An open invitation for playtesting can be a useful tool to gather data, but 

�L�W���Z�L�O�O���H�[�S�D�Q�G���W�K�H���U�H�V�R�X�U�F�H���D�Q�G���W�L�P�H���I�R�U���U�H�V�H�D�U�F�K����

Originally, author plan to do prototyping and playtesting in three iterations. 

�+�R�Z�H�Y�H�U�����E�D�V�H�G���R�Q���W�K�H�����Q�G�L�Q�J�V���D�Q�G���I�H�H�G�E�D�F�N���W�K�D�W���D�F�K�L�H�Y�H�G���I�U�R�P���W�K�H���O�D�V�W���S�U�R�W�R�W�\�S�H����

mostly are minor changes, author assumes that it should conduct another one 

additional iteration and playtest. 
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Future Research

Future research is required to emphasize the potential of implementation games 

�Z�L�W�K���W�K�H���O�R�J�L�F���P�R�G�H�O���I�U�D�P�H�Z�R�U�N���F�D�Q���E�H���Y�D�O�X�D�E�O�H���I�R�U���G�H�V�L�J�Q�H�U�V���W�R���K�H�O�S���W�R���F�R�Q�G�X�F�W��

design research. For the further development of prototypes, author suggest to 

create an additional iteration of a prototype that focuses on improving playability, 

�S�U�R�Y�L�G�H���S�U�R�S�H�U���L�Q�I�R�U�P�D�W�L�R�Q���D�E�R�X�W���W�K�H���J�D�P�H�����J�R�D�O�V�����U�X�O�H�V�����D�Q�G���K�R�Z���W�R�����D�Q�G���L�Q�Y�H�V�W�L�J�D�W�H��

the emotion that evokes in various backgrounds. Author suggests creating an 

open invitation of playtesting sessions to achieve background diversities that 

can be analyzed, for instance, invites participants from medical background or 

games industries. Using PreMo evaluation at the end of the playtest can provide a 

measurement to design playfulness in the game. All from three playtest sessions that 

been done in studies, author in presence to moderate and facilitate the participants. 

�7�K�H���S�U�R�E�O�H�P���Z�L�W�K���W�K�L�V���Z�D�\���L�V���W�K�D�W���S�D�U�W�L�F�L�S�D�Q�W�V���F�D�Q���Q�R�W���S�O�D�\���W�K�H���J�D�P�H���Z�L�W�K�R�X�W���D�X�W�K�R�U��

�V�X�S�H�U�Y�L�V�L�R�Q�����&�U�H�D�W�H���D���J�X�L�G�H���W�K�D�W���K�H�O�S�V���S�D�U�W�L�F�L�S�D�Q�W�V���W�R���S�O�D�\���W�K�H���J�D�P�H���Z�L�W�K�R�X�W���E�H�L�Q�J��

�V�X�S�H�U�Y�L�V�H�G���P�L�J�K�W���E�H���E�H�Q�H���F�L�D�O���I�R�U���U�H�V�H�D�U�F�K�����(�Y�H�Q���W�K�R�X�J�K���W�K�H���S�U�R�W�R�W�\�S�H���L�V���G�H�V�L�J�Q�H�G��

as a project simulation or pilot project, further research uses a real case that might 

�E�H���E�H�Q�H���F�L�D�O���W�R���N�Q�R�Z���L�V���W�K�D�W���W�K�H���J�D�P�H���F�D�Q���E�H���X�V�H�G���L�Q���S�U�R�I�H�V�V�L�R�Q�D�O���U�H�V�H�D�U�F�K����

Conclusion

This thesis investigates the process of creating a game that able to help designers to 

plan and presenting the research plans and also learning the methods that they can 

use in the project. The tangible outcomes of this research are three iteration game 

prototypes include insights and feedback that achieve from playtesting sessions on 

each prototype. As background support for the research, literature about planning 

�D�Q�G���S�U�H�V�H�Q�W�L�Q�J���G�H�V�L�J�Q���U�H�V�H�D�U�F�K�����D�Q�G���J�D�P�H���G�H�V�L�J�Q���Z�H�U�H���V�W�X�G�L�H�G����

�&�R�Q�V�L�G�H�U�L�Q�J���Z�L�W�K���W�K�H���U�H�V�H�D�U�F�K���T�X�H�V�W�L�R�Q���L�Q���W�K�L�V���V�W�X�G�\���Z�K�L�F�K���I�R�F�X�V�H�V���R�Q���V�K�D�U�H��

�F�R�P�S�O�H�[���N�Q�R�Z�O�H�G�J�H���L�Q���D���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���D�F�W�L�Y�L�W�\���W�K�D�W���F�D�Q���E�H���X�Q�G�H�U�V�W�D�Q�G�D�E�O�H���E�\���S�H�H�U��

�S�D�U�W�L�F�L�S�D�Q�W�V�����W�K�H���S�U�R�W�R�W�\�S�H���U�H�V�X�O�W�V���V�K�R�Z���W�K�H���F�R�P�E�L�Q�D�W�L�R�Q���R�I���W�K�H���O�R�J�L�F���P�R�G�H�O���D�Q�G��

�J�D�P�H���G�H�V�L�J�Q���D�E�O�H���W�R���Y�L�V�X�D�O�L�]�H���D���F�R�P�S�O�H�[���N�Q�R�Z�O�H�G�J�H���L�Q���G�H�V�L�J�Q���U�H�V�H�D�U�F�K���D�Q�G���F�U�H�D�W�H��

�D���P�X�W�X�D�O���X�Q�G�H�U�V�W�D�Q�G�L�Q�J���L�Q���D���F�U�R�V�V���G�L�V�F�L�S�O�L�Q�D�U�\���Z�R�U�N�L�Q�J���H�Q�Y�L�U�R�Q�P�H�Q�W�����(�Y�H�Q���W�K�R�X�J�K��

several issues need to be solved, such as the game material visual, the rules of the 

�J�D�P�H�����W�K�H���U�H�D�O���F�K�D�O�O�H�Q�J�H���L�V���K�R�Z���W�R���H�P�E�H�G�G�H�G���S�O�D�\�I�X�O�Q�H�V�V���L�Q���J�D�P�H�����3�O�D�\�I�X�O�Q�H�V�V���L�V��

�H�V�V�H�Q�W�L�D�O���W�R���E�H���F�R�Q�V�L�G�H�U�H�G���Z�K�H�Q���G�H�V�L�J�Q�L�Q�J���J�D�P�H���E�D�V�H�G���O�H�D�U�Q�L�Q�J���E�H�F�D�X�V�H���L�W���F�D�Q��

create an engaging conversation, create attention to make participants focus on the 

process, and motivated to learn for participants. Based on studies by giving realistic 

�H�[�S�H�U�L�H�Q�F�H���E�D�V�H�G�����V�X�F�K���D�V���X�Q�H�[�S�H�F�W�H�G���R�E�V�W�D�F�O�H�V���R�U���H�Y�H�Q�W�V���W�K�D�W���U�H�S�U�H�V�H�Q�W�H�G���L�Q���Z�L�O�G��

�F�D�U�G�V���L�Q���W�K�H���J�D�P�H�����L�W���V�K�R�Z�V���D�E�O�H���W�R���F�U�H�D�W�H���F�K�D�O�O�H�Q�J�H�V���I�R�U���S�D�U�W�L�F�L�S�D�Q�W���D�Q�G���S�O�D�\�I�X�O�Q�H�V�V����
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