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In year two of CMD, finding an internship is 
an important and reoccuring theme. A big 
part of that process is building a portfolio 
website, and making sure you profile 
yourself in an accurate way, which should 
allow you to find a company that matches 
your personality and goals in developing 
a relevant skillset. But before I was able to 
present myself in an accurate manner, I 
had to determine which kind of design skills 
I wanted to develop.

I experienced a shift in focus when I 
attended The International Week in year 2 
of CMD.
My team and I were introduced to the 
concept of Smart Democracy, and were 
asked to develop a touchpoint which 
would make residents of Rotterdam more 
politically involved. 
 

Later that year, a project I worked on 
revolved around the police force of 
Rotterdam.

Landing on Mars

We were able to take a look at their internal 
workflow, improving it, and we ended up 
being selected by the board of the police 
force as concept with the most potential.

It would be safe to say that these projects 
in the second year of my studies opened 
my eyes to the potential Human Centered 
Design has. Where I had been focused 
on being involved with design that was 
considered ‘cool’ and was close to home 
(for instance: making merchandise design 
for local bands), I now am intrigued by 
design that carries deeper social meaning, 
and is socially relevant.

That is where Media on Mars, the company 
where I did my internship, comes in.
This design company, located in Perth 
Australia, has a great track record of 
projects that are both socially relevant 
and challenging in their nature. A large 
portion of their clients exists of non-profit 
companies and government agencies.

After speaking with Media on Mars over 
Skype, both the company and me felt 
comfortable about the internship and I 
started to plan my trip to Australia.
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Media on Mars

A brief history Core-business

Goals Culture

Media on Mars is in the business of 
delivering solutions that make lives better. 
They are an award-winning, full service 
digital agency based in North Fremantle, 
Perth. Since 1997 they have specialised 
in delivering digital communications and 
design to a wide range of businesses. 

They are active members of the WA Web 
Industry Association, the Australian Graphic 
Design Association, trained and accredited 
in digital accessibility, and have been 
selected for the ICT services agreement to 
supply web services to all of government.
 

Nowadays, Media on Mars wants to focus 
more on human centered design, they want 
to be able to guide potential clients through 
an entire creative process.  
 

 

As a business, Media on Mars is trying to 
introduce a shift in how they communicate 
with potential clients. 
 

They are starting to promote a ‘hands-on’ 
approach, and strongly believe that if they 
want to get involved with certain projects, 
it’s up to them to introduce themselves 
to clients, and show a range of different 
solutions. 
 

Media on Mars wants to distance 
themselves from the stigma of being ‘just’ a 
tradtional graphic/web design studio. 
 

To make sure they offer optimal design, it 
wants to focus more on human centered 
design, and therefor being able to offer 
clients a more complete process of design 
(including scoping, research, and testing).  
In short: not just building a client a ‘fancy 
looking’ website, but offering a meaningful 
solution to their problem. 
 

Making potential clients aware of the full 
potential of human centered design isn’t 
always an easy task, but the studio is 
certain they’ll get there, espescially with 
their recent rebranding focussing on just 
that.

Given the range of skills present in the 
studio, Media on Mars offers a variety of 
options to potential clients. 
 

Scoping, marketing strategies, 
brainstorming, branding, web design and 
graphic design, you name it. 
 

Media on Mars is able to offer clients a 
suite of classic design options (like graphic 
design, web design, etc), but is also able 
to take a critical look at existing brands, 
and coming up with creative solutions for 
complex problems.

Media on Mars is a relatively small studio, 
they describe themselves as: ‘A creative 
bunch. We’re definitive proof there’s life 
on Mars. The Martians are a bunch of 
explorers – each with their own unique 
skills.’  
(https://www.mediaonmars.com.au) 

The company handles a fairly flat and 
flexible business structure, which 
contributes to the laid back, friendly vibe 
in the office. “As long as the job gets 
done” seems to be somewhat of a slogan, 
Martians have their own keys to the office, 
and they pretty much decide on their own 
work hours.  

Much unlike back at CMD, most Martians 
work very individually since most have a 
very specific skillset. Although, in some 
occasions, sometimes they do team up for 
bigger projects.

The Martians are kind, socially aware 
people that want to make a positive 
change, hence doing a lot of pro bono work 
and focus on socially relevant projects. 
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Internship Goals
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1.

What: 
 

As a creative concepter. I want to be able to 
support my concept(s) by linking it to
relevant research I have participated in. By 
structuring my findings from desk- and
fieldresearch, like user values, needs/
wants, design guidelines, etc; I will have a 
wellfounded starting point for concepting.

Why: 
 

As a concepter it is important to be able to 
substantiate my concepts by linking it to
relevant facts and research. This will serve 
as a proof of concept, a way to show that 
the concept(s) have maximum connectivity 
with the user.
I sometimes feel I act too much on 
assumptions, hence why I chose this 
learning goal.

Where: 
 

I have conducted work on this goal during 
the Millennium Kids – Reusable Bags 
Project.

How: 

*Research report containing:
-Human values of the user/client
-Wants and needs of the user/client
-Design guidelines
*Documented proof of field research (/
interviews with user and client)
*Feedback from both the client and two 
colleagues
->iterate from said feedback.

Which: 

1. I will interview (at least 3) potential users 
and the client, applying a laddering
technique.
2. From this I will extract human values + 
wants/needs + design guidelines.
3. I will structure this information in an 
accessible way (=research report).
4. I will ask for feedback from the client and 
two colleagues.
(5. From the given feedback I iterate).

When: 
 

I have worked on this goal up until the set 
deadline of November 20th.

Goal 01
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Case

Situation 
 

One of the clients of Media on Mars, 
is Millennium Kids. This non-profit 
organisation focuses on a range of 
environmental issues, dicusses them, and 
tries to come up with a range of different 
solutions. The catch is: it does so by 
dicussing them with a group of younger 
children.  
 

Millennium Kids believes that by doing so, 
it makes the kids in question more aware 
of bigger issues and teaches them a sense 
of responsibility. Children can come up 
with unique, new insights, and by guiding 
them through the entire creative process 
of problem solving, they are sure to feel 
capable by the end of it.

Plastic waste is starting to become a 
very real problem in Western Australia. 
It became a reocurring topic at the 
Millennium Kids brainstorm sessions.  
That is why Millennium Kids decided to 
pick this specific topic to use in creative 
brainstorm sessions with the kids, and they 
came up with a range of possible solutions. 
 

Plastic bag usage is particularly different 
here in Australia, compared to back in The 
Netherlands.  
 

Whenever people go grocerie shopping, 
they are free to use as many plastic bags 
as they’d like, in order to transport their 
purchases back home. While this might 
seem very convient, it is definitely not 
environment friendly. 
 

In order to make the huge and almost 
unphantomable problem of plastic waste 
more tangable, Millennium Kids decided to 
focus, and try and solve the usage of plastic 
bags in local stores and supermarkets. 
 

Objectives
 

This project had two main objectives: 
1. Reduce the amount of plastic bags used 
in the daily lives of Western Australian 
residents in a convient matter. 
2.Make residents of Western Australia 
more aware of the plastic waste issue. 

Millennium Kids aimes to do so by 
introducing a stand which provides cloth 
bags, made from recycled materials. These 
stand will be placed at local stores and 
super markets, encouraging people to  
re-use these cloth bags, making plastic bags 
redundant.
But, would Western Australian residents be 
open to this possible solution?  

How could Millennium Kids tailor this 
touchpoint to the needs of their potential 
user? 

 

Millennium Kids has teamed up with 
Media on Mars to develop this particular 
touchpoint. But before the concept could 
be further refined, a fair share of research 
had to be carried out. 
 

My job was to interview stakeholders, and 
extract insights which later would be used 
in refining the concept.
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Tasks
 
As described above, Media on Mars took 
on the Millennium Kids – Reusable Bags 
Project. Millennium Kids wanted to make 
sure the project was viable by having Media 
on Mars conduct research to find out 
where the opportunities lie. 
 

My role in this process was the one of a 
researcher, I would apply the interviewing 
techniques I had learned at CMD to 
research the potential user and different 
stake holders. 
 

From my research, I would formulate 
a research report, which I would later 
present to the client, providing them a solid 
foundation for the next step in the creative 
process.

Actions

First off, I enquired with both Media on 
Mars and Millennium Kids about the stake 
holders. I compiled a list of everyone I 
was supossed to interview. This ended 
up to be quite a list, with subjects ranging 
from Millennium Kids themselves, super 
market visitors, super market managers, a 
textile designer and several civil servants 
(including the mayor of Fremantle). 
 

Before conducting my first interview, 
Millennium Kids asked me to set up a very 
basic presentation, explaining the concept 
in its current form. That way the stake 
holders I would interview would have a 
better understanding of the given context, 
which would hopefully result in more 
relevant insights. 
 

Setting up the presentation consisted of a 
back and forth between Millennium Kids 
and me, which allowed me to itterate from 
the first version, to a second version they 
were happy to work with from their given 
feedback. 
 

The following period I conducted the 
research, applying different techniques 
I had learned at CMD (for example the 
laddering technique), and spoke to a large 
variety of people, each with their own 
unique insights. When interviewing, I would 
take an audio recording of the interview, 
and I would take notes (see page 15). 

After a while, I had pages upon pages worth 
of notes of valuable information. 
In order to present the information to 
the client in a structured way, I have 
summarized my findings into a research 
report. 
 

After my first iteration, I asked my 
colleagues for feedback, and from that 
feedback I made my second iteration, 
which I presented to the client.
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A very basic presentation to provide context to interviewee
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Results 

Through the research process I have 
received feedback from my colleagues on 
several different parts.  
 

When showing the first iteration of the 
presentation I was going to use to give the 
users some context about the concept, I 
was told it looked ‘too fancy’. If the concept 
looked like it was already in its final stages, 
it might have been harder to get insights 
from the users, as they might become 
too focused on the given context (which 
would be the opposite of desirable). The 
next iteration still provided the user with 
context, but the provided information 
was not as specific, and by setting up the 
presentation in PowerPoint, it should’ve 
been clear that the concept was still very 
much in the concept phase. 
 

Both Media on Mars and Millennium Kids 
were quite happy with the way I had been 
interviewing the stakeholders. During an 
interview early in the process, the CEO of 
Millennium Kids had joined me to be able 
to provide feedback on my interviewing 
technique. She told me that she liked how 
I was enthousiatic about the subject, and 
how I encouraged stake holders to provide 
insights, while not steering them towards 
things I wanted to hear. 
 

The final research report also had two 
iterations. The feedback I received from my 
colleagues mostly consisted of structural 
advice. Since I had spoken to quite a few 
people, gathering a lot of information, 
it took quite a while to process that 
information into a clear well structured 
document. 

The feedback on my first iteration of the 
report gave me a better persective. Since 
I had been focusing on the project for a 
decent period of time, I had overlooked 
some aspects. The primary point was that, 
while all the information in the report 
seemed to be correct, only someone that 
already had a good amount of knowledge 
on the subject would be able to understand 
it fully. And that wouldn’t suffice, since 
the research report would also be used 
to give context to parties interested in 
collaborating with Millennium Kids. While 
being able to re-use most information from 
the first iteration, the tone of voice and 
perspective was changed in order to make 
sure readers without a lot of knowledge 
on the subject would still be able to 
understand it.

 

By implementing the basic human values 
by Schwartz (a method I had acquired 
during my second year of CMD(see page 
18)) I was able to introduce that method 
to my colleagues at Media on Mars 
(something they really appreciated).
 

Millennium Kids were happy with the 
process and final result.
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From (a lot of) intrview notes...



16

To a research report
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Reflection

At the start of the process, I was incredibly 
enthousiastic. In year two of CMD I had 
already gone through a few researching 
processes, and had enjoyed them.  
Something I didn’t quite expect at the 
beginning of the research process, was 
the amount of planning I would have to 
conduct. Some potential users, like super 
market visitors, I could just approach on 
the street. But for most others, I had to 
book appointments. 
This required a lot of calls and scheduling. 
 

After doing a lot of research, I got to know 
quite a lot about the subject, making it 
harder for me to stay unbiased. Since I 
started to recognize patterns in some of 
the given insights, I had to remind myself to 
keep my questions neutral and unbiased, 
so that I wouldn’t steer the stake holders 
into a certain direction by asking too 
specific questions. I do think I succeeded in 
that, and that the new insights are relevant. 
When I got to writing the research report, 
it was quite difficult for me to take an 
objective look at the subject, since I had 
gained so many new insights. I really 
appreciated the given feedback, to take 
a step back, would someone with little to 
no knowledge on the subject be able to 
understand this report?  
 

That is definitely something I will keep in 
my for next time; to stay unbiased on the 
subject, even though I thought I had a lot of 
knowledge on the subject. That way, when 
I structure the new insights, it will be easier 
to understand for people that are not 
experts on the subject. 
 

I really enjoy conducting research, and I get 
excited when people come up with insights 
I could not have thought of myself. I think 
that my enthousiasm reflects on the people 
I interview, engaging them into the process, 
getting better results. Knowing that a 
positive and polite attitude helps in the 
interviewing process is quite valuable, and 
is definitely something I will keep on doing. 
 

Since this goal was all about being able 
to provide a grounded starting point for 
concepting, I think I have succeeded. In the 
end, both Media on Mars and the client 
were quite satisfied with the results.
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What: 
 

As a creative concepter I want to be able 
to come up with a diversity of innovative, 
wellargued, possible approaches to resolve 
the problem, which have been acquired 
through creative methods and techniques 
which correspond to the given context 
(design guidelines).

Why: 
 

As a creative concepter it is important 
to open up to a large variety of possible 
solutions,
and not to look at the design challenge with 
a one-sided view. Having a large pool of
possible concepts, is likely to improve the 
quality of the final product.
Sometimes I focus on an early concept, and 
stick with it, without diverting from it. By
using creative techniques to broaden my 
possibilities, the final concept will be more
well-founded and relevant.

Where: 
 

I have conducted work on this goal during 
the Millennium Kids – Reusable Bags 
Project

How: 

*A well formulated design objective
*A COCD box containing:
-The generated ideas, structured by 
relevance
-An explanation to why the top ideas are 
most relevant
*A concept generated using the most 
relevant ideas
*An iteration on that concept after 
receiving feedback

Which: 

1. Formulate an accessible design 
statement
2. Choose 4 creative techniques from 
“Creativiteit Hoe?Zo!”
3. Generate a large variety of ideas 
(possible solutions)
4. Ask for feedback on the large pool of 
possible solutions
5. Structure and filter the generated ideas 
(using the COCD-box technique)
6. Ask for feedback (did I end up with the 
most relevant ones?)
7. Turn ideas into concept (conceptual 
drawing)

When: 
 

I have worked on this goal up until the set 
deadline of December 1st.

Goal 02
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Case

Situation 

Now that the design guidelines had been 
established in the conclusion of the 
research report, Millennium Kids and 
Media on Mars felt comfortable moving on 
to the concepting phase. 
The core concept was already in place, to 
introduce a stand in local stores and super 
markets which would provice re-usable 
cloth bags. However, the specifics were still 
to be determined. 
 

It was time to take all the conclusions from 
the researching phase, and determine 
which concepts were most relevant to the 
project.

>picture of my desk showing the creativity and 
welcoming nature of my colleagues.
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Tasks

Since concepting is also very much a part of 
the CMD design process, I felt comfortable 
bringing even more structure to the 
conclusions gained from the research 
phase. 
But, I had talked to a lot of people, all with 
their own background and input.  
So how would one make sure we would 
end up with the most relevant concepts? 

 

First off, I would need to formulate an 
accessible design statement.  
Once the statement would’ve been 
established, I would make use of several 
creative techniques, which I had learned in 
my first year of CMD. 
 

I would be receiving feedback from 
colleagues and Millennium Kids, as both 
parties were aiming for this part of the 
process to be an open dialogue on how to 
further progress in this process. 
 

Actions

As start of the concepting process, I came 
up with the following design statement: 
 

Which features (that can be extracted from 
the research process) should be included in 
the Millennium Kids Re-usable Bag stand? 

 

After that, I chose four creative techniques 
from my CMD literature book from my first 
year (Creativiteit HOE?ZO!), which I had 
brough from home. 
I picked the following techniques: 
-Direct Analogy (Directe Analogie) 
-The Super Hero (De Superheld) 
-Personal Analogy  (Persoonlijke Analogie) 
-Long List/Short List 
(Please see page 23-25) 
 

Since I applied the Postponement of 
Judgement method (Uitstel van Oordeel) 
for a lot of these methods, I now had a 
relatively large variety of possible concepts.  
To narrow down the concepts, I applied 
the COCD-box method, to make sure the 
concepts I would end up with would be 
the most relevant ones (and to filter out 
concepts that did not fit the project time/
budget wise). 
 

Now that a smaller range of concepts had 
been established, I began to visualize a 
more definitive, final concept to present to 
the client.  
 

Direct Analogy was a fun yet challenging 
technique. By linking a term that is relevant 
to the concept at hand (in this case, I went 
with ‘plastic’) to something random (a 
swarm of bees). By comparing these two 
subjects, that seemingly don’t have a lot to 
do with each other, it allowed me to give 
structure to information won during the 
researching phase in a fun way.  
 

The Super Hero method was quite 
effective for me. After picking a hero,  
Obi-Wan Kenobi, I was able to come to an 
insight. By making the concept interactive, 
users would be able to inspire one another, 
and get involved. 
 

As part of the Personal Analogy technique, 
I placed myself in the hypothetical mind 
of a bag that is being re-used. How would 
I make sure a bag wouldn’t be seperated 
from all his friends? 

 

The Long list/short list is pretty straight 
forward, I tried to come up with as many 
ideas possible (whilst being relevant), and 
afterwards I filtered out non-relevant ones.  
 

After presenting the concept to the client, 
we agreed that the only way to know if the 
current concept to work, was to move on to 
the prototyping phase and actually test the 
concept (which will be the next internship 
goal). 
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Results 

After Media on Mars agreed on the design 
statement, it was my responsibility to 
come up with relevant concepts. Applying 
creative techniques from Creativiteit 
HOE?ZO! was not only a lot of fun, but also 
proved to be quite effective.  
Some I had done in the past, others were 
new to me. Since I believe it is important 
to postpone judgement when initially 
thinking of new concepts, I did end up with 
concepts that did not seem relevant at all 
to my colleagues. It took some ensuring to 
convince them of the fact that unrelevant 
concepts would not survive the COCD-box. 
 

After a relatively short period of time, I had 
come up with a lot of different features that 
might be added to the concept, and it was 
time to apply the COCD-box technique.  
After going over the long list of possible 
features, I agreed with Media on Mars that 
the parameters on the COCD-box should 
be quite tight. This was mainly because 
the project had a determined budget and 
schedule. 
 

Since the crew at Media on Mars was not 
familiar with most of the techniques, I was 
given free rein in the concepting phase.  
 

 

In the end I had to cut features that 
did seem relevant to me, because to 
implement them would take too long, and 
it would not fit the client’s timeline. 
 

After making (very) rough sketches of a 
possible physical touchpoint (the actual 
stand), 
it was presented to the client, who agreed 
to take it to the prototype phase. 
 

The concept Millennium Kids agreed to, 
was that of the Re-usable Bag Stand with 
several features.  
The stand would provide bags for users 
to use as shopping bags, allowing them to 
skip the process of having to use plastic 
bags.  
Information will be printed on the stand 
itself. It provides context in the term of:  
-Millennium Kids’ background. 
-The goal of the Re-usable Bag Project. 
-Explaining that the stand is looked after 
by Millennium Kids volunteers. 
-Displaying information of the sponsor. 
In order to roll out the first version of 
the stand, sponsors were approached. 
By agreeing to sponsor a stand, their 
information would be displayed. 
 

 

 

 

 

The stand would make use of NFC 
technology, inviting the use to tap the 
stand with their phone to acquire more 
information and get involved with 
Millennium Kids.
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Reflection

The concepting phase was both very 
similar and very different than the CMD 
process I have grown used to. The creative 
techniques were a fun way to organize 
my thoughts and to come to conclusions. 
However, CMD is (in)famous for for its 
“fake it until you make it” mentality, which 
especially comes to light in the concepting 
phase.  
 

When going through the concepting 
process while studying, it is very inspiring 
to think of all the possible solutions, and 
to see how far you can push in terms of 
technological possibilities. Espescially 
considering students usually only have to 
provide a prototype at the end of most 
projects (they don’t have to deliver a final 
product). Working with a client however, 
can give some more strict boundaries. 
Since Media on Mars will be working on the 
entire process (including the final product), 
the possibilities were simply not endless. 
 

That is definitely something the team 
at Media on Mars had to remind me of. 
There was not a whole lot of room for “But 
what if...” or “Wouldn’t it be cool if it could 
do...” since we were working with a real 
client, and therefor a real budget, and real 
deadlines.  
 

It was quite exciting to be able to introduce 
several different techniques to the team 
at Media on Mars, since they don’t often 
go through a concepting phase in this 
sense and weren’t familiar with most of 
the techniques. Albeit exciting, it also felt 
slightly concerning. Because how viable 
are the methods that are being thought 
at CMD? While I am conviced of their 
effectiveness, they might not be entirely 
relevant if you’re working with strict 
deadlines and budgets. 
 

CMD focuses on interaction when it comes 
to touchpoints. While ‘smart objects’ are 
not something Media on Mars develop 
often, I was very excited about the fact that 
the stand holding the re-usable bags would 
indeed be interactive (which you will read 
all about at the next goal).   
 

I do think I have successfully completed this 
goal, since I was able to deploy my existing 
knowledge of the concepting phase, and 
tailor the results to the client’s need.  
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Corporate info Corporate info

MK MK

Bags are in here

open 

box

-Why the company chose to support MK

-Stances of the company on environmental issues

-Achievements regarding environmental issues

-Why the company chose to support MK

-Stances of the company on environmental issues

-Achievements regarding environmental issues

Your local supermarket is provided with 

cloth boomerang bags,

 

made from 100% recycled materials by volunteers.

Feel free to use these bags when you go shopping,

 

and be sure to return them afterwards 

so the next person can use one too!

This way plastic bag usage can be drastically

decreased, which has enormous positive effects.

Your local supermarket is provided with 

cloth boomerang bags,

 

made from 100% recycled materials by volunteers.

Feel free to use these bags when you go shopping,

and be sure to return them afterwards 

so the next person can use one too!

This way plastic bag usage can be drastically

decreased, which has enormous positive effects.

Plastic facts Plastic facts
Plastic facts

Plastic facts

What you can do to help

1. Consider making a donation.

2. Enlist your local shops to have a Willy Wagtail stand.

3. Volunteer to help make boomerang bags.

4. Share us on social media.

Schematic sketch of 
the presented concept
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What: 
 

As an interaction designer, I want to 
develop a prototype to convey and test a
concept, gather feedback and iterate from 
those findings.

Why: 
 

As an interaction designer, it is important to 
get the client involved in the design
process (agile workstyle), by having a proto-
type and testing it with the client and/or
possible user(s), I will be able to gather rele-
vant feedback and produce another
iteration.

Where: 
 

I have conducted work on this goal during 
the Millennium Kids – Reusable Bags 
Project

How: 

- Flowchart 

(-wireframe)

- Interactive prototype

- Feedback from client and/or possible 
user(s)

-Prototype #2 (iteration with processed 
feedback)

Which: 

1. I will make a flowchart of relevant steps 
that need to be tested.

2. I will develop a clickable prototype

3. I will test/present the clickable prototype 
to the client and/or possible user(s)

4. I will gather feedback during this session 
in a structured way

5. I will apply this feedback to the current 
prototype, making a new iteration.

6. I will present this new prototype, 
gathering final feedback.

When: 
 

I have worked on this goal up until the set 
deadline of December 15th.

Goal 03
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Situation

We had gone through the researching 
phase, concepting phase and now both 
Media on Mars and Millennium Kids were 
feeling confident about entering the 
prototyping phase. 
 

The Re-usable Bag stand has two focus 
points. To provide bags to users going 
shopping, resulting in them not having 
to use single-use plastic bags. And to 
make them more environmentally aware. 
By making the stand interactive, users 
would be able to keep in touch with 
Millennium Kids exposing them to the 
cause of Millennium Kids, hopefully making 
them more inclined to be enviromentally 
involved.
 

Case

Although the research had been pretty 
extensive so both parties were confident 
about the foundation, both Media on Mars 
and Millennium Kids (and me) felt the only 
way to truly be sure of the relevance of the 
current concept, was to put to the test. 
 

The plan was to build an interactive stand 
which could be placed at a local super 
market, to see how (or even if) the target 
audience would use it.  
I would develop the interactive aspect of 
the stand. By compiling an interactive, 
clickable prototype we would be able to 
conduct a testing phase. 

>It was very exciting seeing the concept 
become tangable.
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Tasks

It was my responsibility to develop an easy 
to navigate, clickable prototype.  
Either the bags or the stand would be 
have to be interactive, enabling the user to 
navigate to a hub, where the user would be 
able to find more information about being 
environmental friendly, and Millennium 
Kids as an organisation.  
 

Actions

First of all, I had to conduct more desk 
research, since I had to be aware of the 
technological boundaries. I had decided to 
use NFC technology, since this would be 
easy for the target audience to utilize on 
smartphones, making it accessible. 
 

Since I knew I was going to develop the 
touchpoint for mobile devices, making an 
interactive, clickable prototype seemed like 
a logical next step.  
 

After drawing up a flowchart, I made an 
interactive prototype in Adobe XD. The 
prototype would be compatible with all 
mobile phones, making sure it would be 
easy to test. The flowchart allowed me to  
rethink about the features I wanted to 
include in the prototype, and structure 
them in a way which would be logical for 
the potential user. 
 

Meanwhile a wooden frame of the stand 
had been built. By attaching an NFC-sticker 
to the frame, the interactive prototype was 
now ready to be tested. 
 

When presenting it to the client, I took 
notes and recorded audio, gathering 
feedback for a next iteration. 
 

 

 

 

 

 

The test with the prototype went quite 
smooth, I was told “it felt just like a real 
app”, which was good, considering that 
meant the app felt intuitive.  
 

Different facets were highlighted, users 
were able to find more information about 
the bag project, and how to get involved 
with the different Millennium Kids projects.  
If users would take a short survey, the app 
would them them accesible way on how to 
be more sustainable in daily life. 
 

Highlighting these features made sure it 
corresponded with the design guidelines: 
spread awareness, and get users involved. 
 

While Millennium Kids were interacting 
with the prototype, I took notes of their 
journey through the app, assisting when 
needed, and asking questions when I got 
the chance. 
 

Unfortunately, the client felt that the added 
costs of developing an interactive platform 
could not be justified budget-wise, and I 
did not get a chance to iterate from the 
gathered feedback. 
 

Even though the final stand will not be 
interactive in a digital sense, one thing is 
certain: there is something magical about 
tapping your phone on a wooden stand, 
promting a reaction.
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Clickable prototype

Click the following link to access 

the clickable prototype: 
 

https://adobe.ly/2uOd97Q 

 

One page 35, the images from left to right: 
-The wooden protoype of the stand. 
-The clickable prototype on a mobile device. 
-NFC stickers used to build prototype.
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Results

Developing a clickable prototype like this 
is fairly easy to do, and can have a lot of 
positive feedback. Presenting a tangable 
product of the process to the client struck 
a note.  
 

Both Media on Mars and Millennium Kids 
were positive about the clickable prototype; 
it worked, it was easy to navigate and it 
served its purpose.  
Being able to interact with the wooden 
stand by simply tapping it with a phone 
was clearly exciting to the client and got 
everyone involved quite enthousiastic.  
 

The final verdict followed: while the 
interactive platform would be very exciting 
for the client and user alike, the Millennium 
Kids could not justify a budget for 
developing it.  
It would be easier the attach postcards to 
the stand, providing information about 
Millennium Kids and inviting users to visit 
the website (that already existed). 
 

While I am very excited about interactive 
technology, I totally get the decision of the 
client, while the interactive element would 
really add to the existing concept, it does 
not have priority.

Reflection

This was the first time I was confronted 
with the harsh reality of working with 
real clients in this sense. With projects 
like these, there are a lot variables, and 
sometimes priorities have to be shifted in 
order to safeguard the process.  
 

I remember being quite upset in year one 
of my studies, when, half way through 
a project, we had to cancel our current 
concept and come up with a new one, for 
the sake of ‘Kill your darling’.  
Nonsense, we had thought at the time, 
surely that is not how things go in the ‘real 
world’.  
Usually budget isn’t a restraint while doing 
projects at CMD, especially considering we 
rarely develop a final product, but usually 
present a prototype.  
 

While I’m still convinced of the new (less 
interactive) form of the concept, it was also 
definitely valuable to have to deal with a 
reality check like this. Not entirely being in 
control of the project provided a valuable 
lesson; sometimes things just don’t 
work out, and you have to work with the 
resources which have been provided. 
 

The current version of the Re-usable Bag 
stand will be finalized, and will be tested 
at a local super market by Media on Mars, 
after my departure. 
 

Since have an ‘agile workstyle’ is part of this 
goal, I feel like I partially completed this 
goal. 
 

I did build a prototype I was able to test 
with the client.
 

While not being able to iterate after the 
first prototype, I was able to have an 
open dialogue about the viability of the 
interactive feature, and to come up with 
a solution together with the client which 
would better fit their needs.
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What: 
 

As a visual designer, I want to be able to 
develop a (visual) touch point, that matches
the request of the client, in terms of visual 
tone of voice.

Why: 
 

As a visual designer it is important to be 
able to work with established design
guidelines, and match the existing brand in 
terms of tone of voice and visuals.
This skill will add to my design identity, 
being able to design something that is both
visually appealing and has maximum 
connection to the existing brand.

Where: 
 

I have conducted work on this goal during 
the Millennium Kids – Logo Design project.

How: 

*Documentation containing:
-Brief research to established brand values 
(Brand pyramid)
-Sketches for possible visuals (at least 3 
possibilities)
-Feedback from both the client and my 
colleagues
-Iterations from said feedback
-Final touchpoint as a presentation 
(including a Design Rationale)

Which: 

1.Study the given guidelines (what does the 
existing brand look like/study style
guide)
2.Sketch possible ideas
3.Develop 3 touch point options
4.Ask for feedback from colleagues on 
which touchpoint matches the client best
(visually)
5. Iterate from received feedback
6. Develop a presentation to convey the 
touchpoint + Write down a design rationale
7.Getting feedback from client after 
presenting the touchpoint
8.Feedback in between above steps from 
colleagues

When: 
 

I have worked on this goal up until the set 
deadline of December 1st.

Goal 04
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Situation

Since Millennium Kids was going to roll out 
the Re-usable Bag Project, exposing users 
to their brand, it wanted to refresh their 
brand.  
 

Their previous style of branding was the 
result of a brainstorm session with a group 
of young children. While that is a way of 
operating which is very close to the core 
values of the organisation, Millennium Kids 
felt like the children’s creation might not be 
aesthetic or inviting enough. 
 

This was Millennium Kids’ logo at the time 
(Millennium Kids, z.d.), they felt that the 
contrast between green and red made it 
feel a bit aggressive (and I have to agree). 
They were looking for something more 
contemporary and neutral, something that 
would be able to co-exist with branding of 
different projects they’d be working on.

Case

Since I wanted to improve my visual design 
skills, I requested to work on the brand 
refresh. Media on Mars arranged that I 
would work alongside the visual designer. 
Both her and me would work on our own 
version, whilst giving feedback to each 
other.  
 

Eventually, both versions would be shown 
to the client, and they would be able to pick 
their favorite.

(Millennium Kids, z.d.)
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As part of researching the established 
values of Millennium Kids, I mapped out 
their brand identity after doing desk 
research. I did so by utilizing a method I’ve 
learned at CMD, the brand guide by Ruud 
Boer. What really helped is that they had 
provided several documents explaining 
projects they had been working on. 
 

The resident visual designer I was working 
along side with for this project was not 
familiar with the method by Ruud Boer, and 
told me she will probably use this method 
in the future.

Tasks

Working on branding of an already existing 
brand really seemed to fit with the premise 
of my goal. But before I would be able to 
start with actual visual design, I would have 
to make sure the branding I would produce 
would comply with the already existing 
brand. Before starting to work on visuals, 
I would have to conduct brand research, 
making sure the final visual touchpoint was 
relevant. 

Actions

First I began by setting up somewhat of 
a design guideline. By setting up a brand 
pyramid (by Ruud Boer(please see page 
41)) I was aware of the core values of 
Millennium Kids.  
 

Knowing more about the brand, I began 
sketching multiple possible touchpoints 
(see page.  
After, I moved on to digital sketches, 
producing a wide range of possible 
touchpoints. 
 

During this process, I received feedback 
from the resident visual designer. After 
iterating from the given feedback, I was 
able to produce a final touchpoint. 
 

I wrote a design rationale, and set up 
a presentation in order to present my 
touchpoint to the client.  
 

During the presentation I took notes of the 
client’s feedback.
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Visual Brand IdentityVisual Brand Identity

Language

Primary

Target Group

Brand Guide - Millenium Kids

Core

Concept

Brand Promise

Desired Brand Personality

Brand Values

Brand Mission

Brand Identity

Brand Vision

Feel

See Hear

Young people (10-25)

who want to create positive change

I think, I care, I do

I can do

Young, creative, involved, positive

Development, kids help kids, positive change

We want young people to be empowered, to go on a journey

of self discovery, design solutions to real world problems, research, seek guidance, 

and feel the power of developing and seeing a project from conception to completion.

Many young people already know about climate change, waste 

management and other major sustainability issues and have an idea for change. 

Brainstorming,

creative outlet

Motivated,

involved, 

guided

Other young people,

watching as your concept 

becomes reality

Accessible, friendly,

constructive

Core Concept:

What represents the brand in a few words?

Brand Promise:

What is the primary promise of the brand?

Desired Brand Personality:

What are the (desired) brand characteristics?

Brand Values:

What makes the brand unique and valueable 

for the target audience?

Brand Mission:

How will the Brand Vision be realised?

Brand Vision:

What will the environment look 

in the long term and how

can the brand 

position itself?
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Rough, early sketches of a possible logo
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A large quantity of digital iterations.
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I ended up with a large quantity of digital 
iterations, by keeping all of them on a 
style sheet, I was able to keep track my 
progression.
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Results

I received feedback from the visual design-
er during the entire process. 
By introducing the brand pyramid (by Ruud 
Boer), I was able to show the visual design-
er something new, as she had not heard of 
it before and found it quite helpful to sum 
up the short research process. 
 

I was told I should spend more time on 
sketches, before jumping to digital sketch-
es, just to get a better grip on the assign-
ment. When designing in Illustrator, I would 
keep track of my iterations by working with 
a style sheet. This way the visual designer 
could track my process, and indicate which 
direction she liked best. This worked quite 
conveniently for both of us, as we both had 
a good overview of my process and the 
feedback that was given. 
 

After deciding on the final touchpoint, I set 
up a presentation together with the visual 
designer showcasing our short research, 
and both her and my option. 
 

After seeing the presentation, the client 
decided on the touchpoint made by my 
colleague (oh man - bummer!). 

Design rationale: 

 

For the logo design of Millennium Kids, I 
went for a contemporary, accessible look. 
Since Millennium Kids had requested to 
keep the globe shape as an element, I 
have combined said shape with the shape 
of a bridge. Both the shape and color 
progression represent the process of 
overcoming problems with solutions. 
 

This design is less outspoken than the 
previous logo, which allows it to be 
incorporated into the styles of the projects 
Millennium Kids is currently working on. 
Since its color palette consists out of 3 
colors, colors can be interchanged with 
relative ease, matching other projects 
(please see the presentation). 
 

The shapes and colors are earthly to 
represent Millennium Kids’ focus on 
sustainability and environmental issues. 
The yellow color contrasts the green, as a 
way to highlight Millennium Kids’ unique 
approach; giving the creativity of all 
children involved a voice. 
 

The shape and proportions of the logo 
should allow it to be either stand alone, or 
as a watermark on different projects.
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Branding presentation
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Reflection

Being able to work alongside a talented 
visual designer was great.  
Visual design is a skill I can feel a bit 
insecure about. 
Working together with a profesional was 
inspiring, as I felt more confident with every 
trick she taught me. It felt quite incredible 
feeling more capable from a visual design 
standpoint, after just the duration of this 
project. 
 

In the end, my design did not get picked by 
the client, yet the feedback I received from 
the client was mostly positive, and really 
valuable. 
 

Brand design might not be a traditional 
pillar of CMD. Yet, I found that in the reality 
of a design studio as a business, being able 
to do visual design, or at least knowing your 
way around Illustrator, is a must.  
 

Branding presentation
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What: 
 

As a concepter, I want to be able to oversee 
a creative session, offering the people I
work with a safe and creative environment 
to come up with a large variety of possible
solutions.

Why: 
 

As a concepter I feel it is important to be 
able to amplify the creative process by
working together, in a structured way.
I enjoy getting people involved in the con-
cepting phase, where you can add to each
other’s ideas and inspire new possibilities.

Where: 
 

I would have conducted work on this goal 
while at Media on Mars.

How: 

-Report containing plan of action.
-Proof of the creative session (photo’s/
video)
-Documentation of the outcome (best 
ideas/COCD)
-Feedback (did this session add to the 
design process)

Which: 

1. Read up on various creative techniques 
which would be suitable for a group
session.
2. From that research, I will draw up a plan 
of action.
3. Get several colleagues together, and 
generate a large variety of possible 
solutions
in a structured and efficient way.(while 
keeping in mind postponement of 
judgment)
(4. Structure the possible solutions – pick 
best ones?)
5. Ask for feedback, did this session add to 
the design process?

When: 
 

I did not end up completing this goal, I 
explain why further down below

Goal 05
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Situation/reflection 

Back at CMD, I love doing group work. 
Being able to feed off of one another’s 
energy, creatively, is very exciting to me. 
The best projects I have working on during 
CMD were group projects. Hence why I 
came up with my fifth internship goal, to 
oversee a creative session, to work on my 
skills as a social designer. 
 

Media on Mars has been a great company 
to intern at, but it is also a business. During 
my stay at the studio, it was pretty much 
high season - all clients wanted to get 
work done before the Christmas break. 
Since everyone was so extremely busy, 
conducting this internship goal was not 
viable.  
 

The lesson learned from not being able to 
work on this goal, is that work conducted 
inside the studio must be viable. Keeping 
a team of designer from working on their 
deadlines for an entire part of the day is 
not cheap, and therefor not workable if not 
absolutely necessary. 
 

Luckily, upon recommendation of my 
mentor, I started my internship with 5 
goals instead of the minimal of 3, so I could 
afford dropping this internship goal.
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Research
Media on Mars considers itself to be an 
environmental friendly company. The 
company is involved in a wide range 
of projects that are either focused on 
improving the environment, or making the 
target audience aware of environmental 
issues. But when Media on Mars expresses 
their environmental aware viewpoints in 
their branding, would that have a positive 
impact on their target audience? 

 

Environmental issues are an emerging 
problem. We see more and more brands 
changing their branding into a more 
environmental friendly style.  
Are people really more likely to buy your 
products/services if they think your brand 
is environmentally friendly? 

 

I believe these are questions Media on 
Mars should be asking themselves, since 
they often induldge in brand design for 
clients. Clients are requesting a ‘green 
image’ more often, is that an effective way 
to portray brands? 

It is also relevant since Media on Mars 
refreshes their own brand relatively often, 
should they express their sustainable 
values more? To summarize all these 
questiosn: 
 

Does expressing sustainability have a 
positive impact for brands? 

In a study published by TNS Global, it was 
revealed that a vast majority of the people 
interviewed (95%) state that protecting 
the environment is an important personal 
issue to them. However, there is an overall 
general public feeling that even though 
people want to contribute, they are also 
aware of the fact how little they would 
be able to achieve compared to large 
(government) organisations.  (TNS Global, 
2014) 
 

Considering this, companies are dealing 
with a huge potential market. 
But, are consumers willing to pay more for 
sustainable products? When comparing 
two products that are simular, would 
consumers pick the one that is most 
environmental friendly, even though the 
price might be higher? 

 

When a target audience percieves a brand 
as ‘friendly and gentle’, they assume them 
to be more environmentally friendly, 
because of their concerned image. A 
brand like Ryan Air, which is actually very 
environmetally friendly, is assumed to be 
the worst when it comes to environmental 
issues, because of their poor quality to 
budget ratio. (Mustafa Erdogdu, Arun, & 
Habib Ahmad, 2016) 

 

That means the current perception 
of a brand must be considered to be 
somewhat compatible with the themes of 
environmental friendliness. When products 
of a brand are considered to be ‘cheaply 
made’, pushing a green brand will require 
more effort, even though the environment 
might already be an important theme for 
said organisations. (Tehrani & Sinha, 2011)

That means we are dealing with 
somewhat of a paradox. If a product/
service is perceived as cheap, the user 
will automatically assume it cannot be as 
sustainable as cheaper products/services 
that are simular. For example, H&M is 
dealing with a stigma, because the prices 
of their products are quite low. However, 
H&M has shown iniative to improve the 
environment and working conditions at its 
suppliers. (Thomasson, 2014) 
 

So, cheap product do not necessarily equal 
environmental unfriendliness, and more 
expensive products are not necessarily 
more sustainable than their cheaper 
counterparts. 
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Even though people seem to care quite a 
bit about about sustainability, it usually 
does not hold priority over pricing. If 
consumers are under the impressing they 
can buy a product that is either cheaper, or 
works better, they are likely to go for those 
options. However, 
purchases of environmental friendly 
products have been on an incline in all 
researched countries, more than doubling 
between 2007 and 2012. (TNS Global, 2014) 
 

From this we can conclude sustainability 
is becoming a more relevant topic 
commercially. Sustainability enhances 
public recognition and it gives a competitive 
advantage. Labels and other (visual) cues 
like an eco-label for example, can add great 
value to a product or service. (Grubor & 
Milovanov, 2017) 
 

However, when brands are untruthful 
about their practices or cause confusion  
by not being transparant, consumers take 
offense. Since said behavior is not in line 
with brand loyalty, consumer will end up 
feeling betrayed, severly damaging the 
brand perception. Even more so than not 
have sustainable brand perception in the 
first place. (Mustafa Erdogdu, Arun, & 
Habib Ahmad, 2016) 
 

A dialogue with Kammi Rapsey - 
Principal of Media on Mars 
 
Since Media on Mars has recently gone 
through a brand refresh, highlighting 
themes such as sustainability and 
accessibility, I decided to talk to Kammi 
Rapsey the principal of Media on Mars, to 
talk about her experiences on the subject.  
She told me that a lot has changed since 
founding the company in 1997. 
 

Being more open and expressive about 
being environmentally and socially involved 
has had great positive effect for Media on 
Mars, she told me. 
 

The upcoming of sustainability and 
awareness is definitely a trend she has 
noticed. 
 

Working with a large group of non-profit 
organisations, she feels it is important to be 
clear and transparent about the values of 
the organisation. More so, it really seems 

to help with networking and finding new 
clients. Working on projects that have 
sustainability as a prominent theme helps 
as a way to gain exposure in finding more, 
simular projects.
 

When the brand reflects those same 
values, organisations are more likely to 
approach your company, in her experience. 
She thinks the demand of sustainable 
design has definitely increased of the past 
few years, and being able to meet that 
demand is very exciting, both business and 
sustainability wise. 
(Rapsey, K., personal communication, 
December, 2017) 
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Conclusion 

 

Most sources I have consulted seem to 
agree: the demand of sustainable brands 
seems to be a trend that will not be 
declining anytime soon. 
Consumers are willing to spend slightly 
more, and are more likely to notice a 
brand in a postive way when the brand is 
transparent about expressing interest in 
sustainability. 
However, the established brand has to be 
(somewhat) compatible with themes such 
as sustainability.  
 

Some brands struggle with finding the 
‘sweet spot’; consumers prioritize pricing, 
if a product/service is too expensive, they 
are likely to purchase a cheaper service/
product.
 

If the service/product is relatively cheap, 
brands have to be expressive about it 
being sustainable, since consumers will 
automatically assume the product is not 
(as) environmental friendly. 

Expressing sustainability is no guaranteed 
win in terms of branding. If brands are not 
specific and/or transparant enough about 
their values, or even betray the consumer’s 
brand loyalty, it can have severe negative 
repercussions.
 

When done properly however, it can 
greatly increase positive brand perception, 
especially considering sustainablity is 
a topic that seems to be of inclining 
relevance on the consumers mind.
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Final Reflection
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1.
Back to Earth

Since it was my first time doing an 
internship (and being abroad by myself), I 
did not know quite what to aspect. I love 
Communication and Multimedia Design as 
a studies and I feel like I have learnt a lot 
since I started. But I didn’t quite know how 
relevant the things that were taught were in 
the real world. Would the same rules apply? 

 

In most ways, yes, I felt capable and 
comfortable doing this internship, knowing 
what I know. 
 

There are a lot more of variables when 
working in a company, compared to 
studying. Deadlines, tough clients, budgets, 
targets, the list goes on. While it never felt 
as extremely restrictive, in my experience, it 
definitely felt more challenging. 
 

Luckily, I could successfully apply the 
techniques I have learnt over the years, and 
get satisfying results. 
 

Goals 

 

Looking back at the goals I wanted to 
achieve during my internship, I am overall 
satisfied. 
 

When looking at the reflection section of 
the set internship goals, I feel like I have 
completed them in adequate manner.  
Sometimes projects provided challenges, 
and it wasn’t always easy to adapt the 
existing goals to needs of the company 
and/or the client(s), but in the end it did 
work out, and I feel like being able to adapt 
and to be agile in a work environment, is an 
important theme in CMD. 
This was usually back up by positive 
feedback of both clients and the company. 
 

While having a foundation on most 
subjects, I feel like working on projects 
felt like a fun challenge. The projects 
either challenged me to expand on my 
knowledge, were of a different scale or 
taught me something new completely.  

CMD teaches modern design skills, which 
I found to be relevant in a competitive 
market. Although, sometimes it did feel like 
the world is still catching up to this modern 
form of design. When trying to explain to 
people what I do exactly, it usually ended 
up in “Oh, so you do graphic design!” 
 

But I feel like the world is slowly catching 
up to what modern design is, and how 
much potential it has. In the meantime, 
companies like Media on Mars are slowly 
but steadily educating the masses on the 
subject of ‘modern design’. 
 

 

Looking at the overall feedback from 
people I’ve encountered during my 
internship (colleagues, clients, etc) I feel like 
I can conclude I have done a proper job. 
 

This internship has made me eager to 
return to CMD to keep on growing as a 
designer.
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Final thoughts 

 

Media on Mars has provided me with 
an extremely positive, constructive 
environment which made this journey feel 
like an absolute adventure. Thank you for 
providing me such an opportunity. 
 

I want to thank The Martians for being kind 
and open. I am grateful to have met you all. 
 

Finally I want to thank Judith Hauke for 
providing constructive guidance and a 
helping hand. 
 

Until we meet again, 
 

Casper ten Brug/DRIFTKOP 
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60 STAGEPLAN 2017-2018 COMMUNICATION AND MULTIMEDIA DESIGN 

1 

 

           

INTERNSHIP PLAN 2017-2018 

Communication and Multimedia Design 

CMDSTG01-1 

 
 
Your internship plan consists of two progressive parts and two forms for the company’s feedback 

(progress review and final advice). The internship plan is used as a basis by both your company 

internship supervisor and your internship supervisor at university to coach you during your internship. 

 

The learning goals for your internship, which your formulated in the study career coaching (SLC) 

programme in year 2, are the preparation for this internship plan. In order to be allowed to start your 

internship, your internship learning goals must be approved by both your study career coach (SLC) 

and the internship coordinator. This is done by giving a confirmation on Praktijklink (see course 

manual SLC year 2). 

 

You need to upload the two parts of your internship plan on N@tschool. Use the following name 

convention: [class_last name_internship plan_part1.pdf]. The second part must be named _part 2.pdf. 

Your internship supervisor will provide feedback on the filled in internship plans. In week 2 you fill in 

part 1. In week 7 you upload part 2, with which you can continue the rest of your internship. 

 
 
 

name student student number portfolio website 

Casper ten Brug 0912794 DRIFTKOP.com 

 
 

study career coach (SLC) 

  

 

 

company company supervisor job title 

Media on Mars Sean McKay Studio Manager 

website email telephone / mobile number 

mediaonmars.com.au sean@mediaonmars.com.au (08) 9433 3394 
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PART 1 FINETUNING YOUR PLAN 

Communication and Multimedia Design 
 
Your internship learning goals are the starting point for the internship plan part 1. You developed and 

formulated your goals during the study career coaching classes (SLC) in year 2, and you had them 

approved by the study coordinator and your study career coach. Your goals describe WHAT you want 

to learn, WHY you want to learn this and WHERE you want to learn this. 

 

In the internship plan part 1 you build on the WWW learning goals. You add the HWW components 

now: HOW you will prove you achieved these goals (what will ‘the evidence’ look like), WHICH steps 

you are going to take and WHEN the tasks will have been completed (see SLC form ‘internship 

learning goals rubric’) 

 

Improve/adapt your WWW learning goals.  

Incorporate the feedback on your WWW learning goals your study career coach (SLC) gave 

you and describe the adapted and improved learning goals in the area below. WHAT do you 

want to learn, WHY do you want to learn this and WHERE do you want to learn this? 
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#1 What (research) 

As a concepter. I want to be able to support my concept(s) by linking it to relevant 

research I have participated in. By structuring my findings from desk- and 

fieldresearch, like user values, needs/wants, design guidelines, etc; I will have a well-

founded starting point for concepting. 
 

Why 
As a concepter it is important to be able to substantiate my concepts by linking it to 

relevant facts and research. This will serve as a proof of concept, a way to show that the 

concept(s) have maximum connectivity with the user. 

I sometimes feel I act too much on assumptions, hence why I chose this learning goal. 

(Onderzoeken+Empathie+Rationale/Emotionale) 

 

Where 
Project? Tigers? 

 

How 
*Research report containing: 

-Human values of the user 

-Wants and needs of the user 

-Design guidelines 

*Documented proof of field research (/interviews with user and client) 

 

*Feedback from both the client and two colleagues 
Which  
1. I will interview (at least 3) potential users and the client, applying a laddering 

technique. 

2. From this I will extract human values + wants/needs + design guidelines. 

3. I will structure this information in an accessible way (=research report). 

4. I will ask for feedback from the client and two colleagues. 

(5. From the given feedback I iterate). 
 
When 

Deadline? 
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#2 What (concept generating) 

As a concepter I want to be able to generate a large variety of possible concepts, early on 

in the design process. 

 

Why 
As a concepter it is important to open up to a large variety of possible solutions, and not 

to look at the design challenge with a one-sided view. Having a large pool of possible 

concepts, is likely to improve the quality of the final product. 

Sometimes I focus on an early concept, and stick with it, without diverting from it. By 

using creative techniques to broaden my possibilities, the final concept will be more 

well-founded and relevant. 

(concept ontwikkelen+empathie) 

 

Where 
Tigers? 

 

How 
-Applying 4 creative techniques that I haven’t applied before. 

-Structuring the possible concepts by relevance. 

-Asking feedback on the starting concepts and the final concepts. 

 

Which 
1. Formulate an accessible design statement 

2. Choose 4 creative techniques from “Creativiteit Hoe?Zo!” 

3. Generate a large variety of possible solutions 

4. Ask for feedback on the large pool of possible solutions 

5. Structure and filter the pool 

6. Ask for feedback (did I end up with the most relevant ones?) 
 

When 
Deadline? 
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#3 What (creative session) 

As a concepter, I want to be able to oversee a creative session, offering the people I 

work with a safe and creative environment to come up with a large variety of possible 

solutions. 

 

Why 

As a concepter I feel it is important to be able to amplify the creative process by 

working together, in a structured way. 

I enjoy getting people involved in the concepting phase, where you can add to each 

other’s ideas and inspire new possibilities.  
(concept ontwikkelen+multi disciplinair samenwerken) 

 

Where 

Project? 

 

How 

-Report containing plan of action. 

-Proof of the creative session (photo’s/video) 

-Documentation of the outcome (best ideas/COCD) 

-Feedback (did this session add to the design process) 

  

 

Which 

1. Read up on various creative techniques which would be suitable for a group 

session. 

2. From that research, I will draw up a plan of action. 

3. Get several colleagues together, and generate a large variety of possible solutions 

in a structured and efficient way.(while keeping in mind postponement of judgment) 

(4. Structure the possible solutions – pick best ones?) 

5. Ask for feedback, did this session add to the design process? 

 

When 
Deadline? 
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#4 What (Visual touch point) 

As a visual designer, I want to be able to develop a (visual) touch point, that matches 

the request of the client, in terms of visual tone of voice. 

 

Why 

As a visual designer it is important to be able to work with given design guidelines, 

and match the existing brand in terms of tone of voice and visuals.  

This skill will add to my design identity, being able to design something that is both 

visually appealing and has maximum connection to the existing brand. 

(Verbeelden+Empathie) 

 

Where 

Project? 

 

How 

-Sketches 

-3 possible touchpoints 

-Design rationale 

-Feedback from client and colleagues 

 

Which 

1.Study the given guidelines (what does the existing brand look like/study 

style guide) 

2.Sketch early concepts 

3.Develop 3 touch point options 

4.Ask for feedback on which touch point matches the client best 

(visually) 

5. Write down a design rationale  

6.Getting feedback from client (/presentation?) 

7.Feedback in between above steps from colleagues 

 

When 
Deadline? 
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Improve/adapt your WWW learning goals - continued 

#5 What (prototyping) 

As an interaction designer, I want to develop a prototype to convey and test a 

concept, gather feedback and iterate from those findings. 

 

Why 

As an interaction designer, it is important to get the client involved in the design 

process (agile workstyle), by having a prototype and testing it with the client and/or 

possible user(s), I will be able to gather relevant feedback and produce another 

iteration. 

(Realiseren+Adaptief leren) 

 

Where 

Tigers? 

 

How 

-Flowchart 

(-wireframe) 

-Clickable prototype 

-Feedback from client and/or possible user(s) 

-Prototype #2 (iteration with processed feedback) 

 

Which 

1.I will make a flowchart of relevant steps that need to be tested. 

2.I will develop a clickable prototype 

3.I will test/present the clickable prototype to the client and/or possible user(s) 

4.I will gather feedback during this session in a structured way 

5.I will apply this feedback to the current prototype, making a new iteration. 

6.I will present this new prototype, gathering final feedback. 

 

When 

Deadline? 
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PART 2 FINALIZING YOUR PLAN 

Communication and Multimedia Design 
 

Part 2 of your internship plan needs to be handed in with your internship supervisor at university and 

your company internship supervisor, within two weeks after the company visit. Based on your 

conclusions drawn from the company visit and the feedback you received from the company itself, you 

adapt your WWWHWW learning goals, you expand them and make them more specific. This will form 

the basis of the remainder of your internship: in your final report you are going to reflect on your 

internship, which will be based on this internship plan. You need to add your complete internship plan 

to your final internship report as an appendix. 

 

Finalizing WWWHWW 

Make the following components more specific, using the information from the company visit. 

These are your final and definitive internship learning goals. 

 

WHAT do you want to learn, WHY do you want to learn this? WHERE do you want to learn this? 

HOW you will prove you achieved your goals (what will ‘the evidence’ look like)? Describe the 

physical partial products and final results you are planning to deliver at the end of your 

internship. WHICH steps you are going to take? Describe the smaller, consecutive steps that 

are involved in carrying out this design assignment. Which people or means are going to 

support you in doing this? WHEN will the tasks have been completed that you need to do to 

achieve this learning goal? 

#1 What (research) 

As a creative concepter. I want to be able to support my concept(s) by linking it to 

relevant research I have participated in. By structuring my findings from desk- and 

fieldresearch, like user values, needs/wants, design guidelines, etc; I will have a well-

founded starting point for concepting. 
 

Why 
As a concepter it is important to be able to substantiate my concepts by linking it to 

relevant facts and research. This will serve as a proof of concept, a way to show that the 

concept(s) have maximum connectivity with the user. 

I sometimes feel I act too much on assumptions, hence why I chose this learning goal. 

(Onderzoeken+Empathie+Rationale/Emotionale) 

 

Where 
Millennium Kids – Reusable Bags Project 
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How 
*Research report containing: 

-Human values of the user/client 

-Wants and needs of the user/client 

-Design guidelines 

*Documented proof of field research (/interviews with user and client) 

 

*Feedback from both the client and two colleagues 

->iterate from said feedback. 

 
Which  
1. I will interview (at least 3) potential users and the client, applying a laddering 

technique. 

2. From this I will extract human values + wants/needs + design guidelines. 

3. I will structure this information in an accessible way (=research report). 

4. I will ask for feedback from the client and two colleagues. 

(5. From the given feedback I iterate). 
 
When 

Deadline: November 20th 
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Finalizing your plan - continued 

#2 What (concept generating) 

As a creative concepter I want to be able to come up with a diversity of innovative, well-

argued, possible approaches to resolve the problem, which have been acquired through 

creative methods and techniques which correspond to the given context (design 

guidelines).  

 

Why 
As a creative concepter it is important to open up to a large variety of possible solutions, 

and not to look at the design challenge with a one-sided view. Having a large pool of 

possible concepts, is likely to improve the quality of the final product. 

Sometimes I focus on an early concept, and stick with it, without diverting from it. By 

using creative techniques to broaden my possibilities, the final concept will be more 

well-founded and relevant. 

(concept ontwikkelen+empathie) 

 

Where 
Millennium Kids – Reusable Bags Project 

 

How 
*A well formulated design design objective 

*A COCD box containing: 

-The generated ideas, structured by relevance  

-An explanation to why the top ideas are most relevant 

*A concept generated using the most relevant ideas 

*An iteration on that concept after receiving feedback 

 

Which 
1. Formulate an accessible design statement 

2. Choose 4 creative techniques from “Creativiteit Hoe?Zo!” 

3. Generate a large variety of ideas (possible solutions) 

4. Ask for feedback on the large pool of possible solutions 

5. Structure and filter the generated ideas (using the COCD-box technique)  

6. Ask for feedback (did I end up with the most relevant ones?) 

7. Turn ideas into concept (conceptual drawing) 

When 

Dealine: December 1st 
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#3 What (Visual touch point) 

As a visual designer, I want to be able to develop a (visual) touch point, that matches 

the request of the client, in terms of visual tone of voice. 

 

Why 

As a visual designer it is important to be able to work with established design 

guidelines, and match the existing brand in terms of tone of voice and visuals.  

This skill will add to my design identity, being able to design something that is both 

visually appealing and has maximum connection to the existing brand. 

(Verbeelden+Empathie) 

 

Where 

Millennium Kids – Logo Design 

 

How 

*Documentation containing: 

-Brief research to established brand values (Brand pyramid) 

-Sketches for possible visuals (at least 3 possibilities) 

-Feedback from both the client and my colleagues 

-Iterations from said feedback 

-Final touchpoint as a presentation (including a Design Rationale) 

 

Which 

1.Study the given guidelines (what does the existing brand look like/study style 

guide) 

2.Sketch possible ideas 

3.Develop 3 touch point options 

4.Ask for feedback from colleagues on which touchpoint matches the client best 

(visually) 

5. Iterate from received feedback 

6. Develop a presentation to convey the touchpoint + Write down a design rationale  

7.Getting feedback from client after presenting the touchpoint 

8.Feedback in between above steps from colleagues 

 

When 
December 1st 
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#4 What (prototyping) 

As an interaction designer, I want to develop a prototype to convey and test a 

concept, gather feedback and iterate from those findings. 

 

Why 

As an interaction designer, it is important to get the client involved in the design 

process (agile workstyle), by having a prototype and testing it with the client and/or 

possible user(s), I will be able to gather relevant feedback and produce another 

iteration. 

(Realiseren+Adaptief leren) 

 

Where 

Millennium Kids – Reusable Bags Project 

 

How 

-Flowchart 

(-wireframe) 

-Interactive prototype 

-Feedback from client and/or possible user(s) 

-Prototype #2 (iteration with processed feedback) 

 

Which 

1.I will make a flowchart of relevant steps that need to be tested. 

2.I will develop a clickable prototype 

3.I will test/present the clickable prototype to the client and/or possible user(s) 

4.I will gather feedback during this session in a structured way 

5.I will apply this feedback to the current prototype, making a new iteration. 

6.I will present this new prototype, gathering final feedback. 

 

When 

December 15 
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Casper has prompted us to 

consider projects that will 

align with the goals set.

Casper describes his work 

well and explains choices 

using correct terminology.

Casper’s behaviour and tasks 

carried out is at a very high 

level.

Casper takes feedback and 

criticism well and incorporates 

it in the work he carries out.

Casper is a valued member of 

the studio and contributes to 

conversation well.

Casper has a great attitude 

and is keen to learn as 

much as possible. He asks 

questions and does research 

when he is unsure of anything.

X

X

X

X

X

X

Casper’s presentation quality 

is of a high standard.

Casper has fit in very well 
within the studio and works 

well with individuals and 

teams.

Casper has been given 

multiple tasks at various times 

and always prioritises well, 

considering urgency and 

meets required deadlines.

Casper works independently 

very well when given studio 

tasks and projects.

X

X

X

X



68 STAGEPLAN 2017-2018 COMMUNICATION AND MULTIMEDIA DESIGN 

 

COMPANY FEEDBACK 2 

FINAL ADVICE 

Communication and Multimedia Design 
 

At the end of your internship your company supervisor will provide a final advice. You fill in this advice 

during the meeting on the sheet you can find below. Your professional development since the progress 

review meeting will be taken into account. 

 

 

signature student signature company 
supervisor 

 

 

  
 

 

 

date   
 

 

 

 not yet sufficient sufficient at a good level, because: 
 

You guard your internship plan 

and make sure that your 

learning goals keep matching 

the tasks you are carrying out. 

 

 not yet sufficient sufficient at a good level, because: 
 

You support your work and 

design choices with convincing 

arguments and use the correct 

specialist terminology. 

 

 not yet sufficient sufficient at a good level, because: 
 

You can deduce what needs to 

be improved and what is already 

at a good level, in both 

behaviour and the way you carry 

out your tasks. 

 

  

22/12/17

Casper has prompted us to 

consider projects that will 

align with the goals set.

Casper confidently explains 
his work and justifies his 
decisions. He uses correct 

terminology when doing so.

Casper’s behavior and the 

way he carries out tasks is at 
a very high level. He also asks 
for feedback in these areas 

when required.

X

X

X
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 not yet sufficient sufficient at a good level, because: 
 

You can incorporate feedback 

from both colleagues and clients 

in your work and behaviour. 

 
 
 
 
 
  

 

 

 not yet sufficient sufficient at a good level, because: 
 

You have found your role within 

the company and can join in on 

conversations about the field of 

expertise. 
 
 
 
 
 
 
  

 not yet sufficient sufficient at a good level, because: 
 

You have an inquisitive attitude, 

you make use of diverse 

sources of information and 

inspiration and make new 

connections between them. 

 
 
 
 
 
  

 not yet sufficient sufficient at a good level, because: 
 

You attractively present the 

insights and results from your 

research to diverse 

stakeholders. 
 
 
 
 
 
  

 not yet sufficient sufficient at a good level, because: 
 

You can handle set as well as 

more flexible collaborations 

within the company. You are a 

team player. 
 
 
 
 
 
  

 not yet sufficient sufficient at a good level, because: 
 

You can structure the work and 

make a planning for it. You 

deliver the work on time and 

with a proper attention to detail. 

 
 
 
 
  

Casper always listens to 
feedback from both those he 

works with and clients and 

incorporates this feedback 

into his work.

Casper has become a valued 

member of our studio and 

contributes in conversations 

we have. 

Casper asks questions and 

has used his time well at 

Media on Mars to learn as 

much as possible. He uses 

this knowledge to assist with 

his work.

Casper’s presentation quality 
is of a high standard.

Casper has proven himself to 

be a valued member of our 

studio, working with others 

well. 

We have confidence that 
whatever tasks we give 

Casper he will complete them 

effectively and within the time 
required.

X

X

X

X

X

X
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 not yet sufficient sufficient at a good level, because: 
 

You can work independently.  

 

 

 

 

  
 

 

 

Casper works really well 
independently and has 
proven himself on numerous 

occasions while working on 

company projects without any 
assistance.

We have enjoyed having Casper intern with us over the past four months, and he 
will be sorely missed when he finishes. His professionalism, enthusiasm and friendly 
nature have been appreciated by both staff and clients alike. He has truly been an 
asset and a valued member of our studio during his time here. We know Casper will 

be an asset to any company he works for and wish him all the very best in his future 
studies and career. We hope he keeps in touch with us and we have the opportunity to 
keep in touch and maybe meet up again soon.

Sean Mckay
Studio Manager

Media on Mars

X







Internship report  

Casper ten Brug 


