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Introduction

My interest in this project was sparked because I 
think I can help Kentalis improving their methods by 
having the know how how to develop this and by the 
research abilitis to validate this. Personal reasons for 
establishing the project in this way.
Autistic children have problems with different social 
situations due to the underlying cause of their autism. 
What I tried to tackle within this project was actually a 
very specific situation. When a child with ASD comes 
home and is asked by the parents what they have done 
during the day, they might get either a really specific 
answer … or a general one (“Good…”). It is quite hard 
for the child to discern what is important to tell, let 
alone how to tell this. I believe a solution could be 
found in letting the child recognize emotions during 
the day and then recounting them at home.w
In this project I also tried to show to positive result 
of a collaboration between Kentalis and Industrial 
Design. Within Kentalis there is a lot of effort put 
into what they call eHealth and which constitutes 
the incorporation of new technology within their 
therapies. I believe and I am trying to show that close 



4

collaboration with knowledge institutes can help with 
this.
I have for a longer time been involved in the care for 
children with ASD. First encountering this the role of 
a babysitter and later as an individual coach. Recent 
years have seen a growing number of children being 
diagnosed but also a change in how ASD is perceived. 
Going from the idea that every autistic person was 
rainman to the vastly more sophisticated idea that 
it is actually an information processing disorder. It 
is at this level that I am interested. How the world is 
perceived to be is very different for people with ASD. 
This connects to a broader interest of me into the 
human psyche and how the world is seen by humans.  

Objective

I wanted to see the general communication between 
parents and children improve. I believed I could 
do this by training the children to see what are the 
important occasions during the day which I believe 
to be the ones for which you felt the most emotion. 
Through this process of recognizing emotion they 
were also able to log the things that happened during 
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the day and how to tell what has a happened during 
the day.  I tried to design a test which could accurately 
measure the improvement of communication between 
parents and children. A test which could be able to tell 
objectively if and it what way the app influenced this 
communication. My goal was that this testing method 
would
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Design

The design is an app which can be used to capture 
experiences throughout the day and add extra 
information to these experiences. A test setup which 
also includes extensions on the app and a way to 
gather the information generated from the extension.
The prototype used in this test is an android 
application for a smartphone. A smartphone can be 
used as a camera, a playback device and can be used 
to store additional information. Smartphones are 
becoming more ubiquitous, also within the targeted 
group. The first problem tackled is the identification 
of what to tell during the day. In this study emotion 
was used as a vantage point of what the important 
experiences are.  The app as seen in figure 1 shows 
the opening screen of the app. This opening screen is 
a viewfinder with four buttons on it. These buttons at 
first contain the four basic emotions but are editable 
through the settings screen to connect as much as 
possible to the experiences of the child. By clicking 
one of these four buttons at the moment the child 
feels the corresponding emotion he/she will take 
a picture which produces a new entry in the log. 



Figure 1 The main screen

Figure 2 The experience log

8



9

Figure 2 represents the second screen available which 
is an overview of the different entries of one day. 
Entries can be deleted or opened. After opening an 
entry additional information can be added to these 
entries relating to the Who, What, Where and When 
questions. The accompanying screen in which that can 
be done is shown in figure 3. 
By logging these experiences the child will be able 
to look back later in the day and see their own 
experiences during the day. If the child is to tell 
these experiences to another person they can look 
at additional information within the accompanying 
emotion, the picture and the who what and when and 
where questions in order to provide more context for 
the story they are telling.
To see if the communication between parents and 
children has improved information is needed on their 
perception of the communication. In order to obtain 
this information every participating child and parent 
has an app on their smartphone which will prompt a 
small questionnaire. These can be filled in and send 
directly over the internet to a database. This database  
has a PHP front end which will be able to receive the 
data as send by the app. The questionnaires will be a 



Figure 3 Single experience

Figure 4Questions parent

10



11

series of four Likert scales. The questions of the parent 
are represented in figure 4, notice the notification in  
the form of an owl icon.

Idea Generation and Concept 
Development

There has been a long history of contact between 
me and Kentalis. Is used my connections within the 
organisation to develop more knowledge about the 
problems autistic children have and how Kentalis 
helps them with these. Kentalis is mainly focused 
on communication problems which is why the focus 
of their therapy with children with ASD are focused 
on improving communication. It was through these 
conversations that I found out where the problems 
were.
I performed Qualitative test in order to get more 
knowledge about the development needed to. In short 
this qualitative was to see the impact the use of the 
app can has on the communication of a child. The 
test was deliberately kept very open to account for 
unexpected results and consequences of using the app. 
I gave the app to two different children with ASD, 
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one boy and one girl. They tested the app for several 
weeks after which I took back the phone and had 
short contact with the caretakers of the children. The 
parents, trainers of the girl also filled in booklets with 
short evaluations as did the girl herself.
The booklets were not very successful in gathering 
data too prove or disprove my idea. The main reason 
being that the parents, trainer and child forgot to fill 
in the booklet which meant I did not have regular data 
collection.
From conversations with the parents of the boy and 
the boy himself I could see the app was often forgotten 
to be used but in several cases it proved to be very 
effective. One example is that he made a picture of a 
broken window because he was scared it would fall. 
This information came to light only after the use of the 
app.
Through contact with the trainer from the girl and 
from the pictures made by the girl I saw that making 
pictures with a variety of emotions was still hard. 
Making happy (“Blij”) photos was relatively easy but 
other emotions had to be triggered by assignments 
from the trainer. Testing with the girl seemed to 
indicate that the app was a positive addition to her 
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life as I was in several weeks requested to return the 
phone because she enjoyed using the app.
The follow up test was developed in cooperation with 
the Leo Kannerhuis and is based on behavioural 
psychology methods. After conducting the qualitative 
test I knew I had to improve the test setup to see the 
true impact of my app. This is when I turned to the 
Leo Kannerhuis. Through contact with Bibi Huskens I 
was able to develop a new test which was better able to 
test for improved communication.



14

Design Problems and Solutions

From the first qualitative testing phase I derived 
several challenges for a follow up test. Trainer input 
was very influential during the first test. Because I 
needed the test to be the same for every participating 
child I needed to cancel out as much prompts about 
the app from the outside. These prompts however 
were important for the ability of the child to use this 
app. In order to not impede the learning process I 
decided to incorporate the prompts in the form of 
non-intrusive pop ups. These pop ups begin to show 
during the first use of the app and start with explain 
the different parts of the app and how to use the app. 
Further on it will encourage children to make photos 
with all the different emotions.
In my first test I tried to measure a difference over 
time as the child uses the app. This however would 
not qualify for having a baseline measurement. This 
is why I chose to implement a multiple baseline 
setup. The first part of the research the children 
would not use the app but will fill in questionnaires 
on the communication and parent. To cancel out any 
variables in time I have further divided the testing 



Figure 5 Main screen of 

qualitative test

Figure 6 Overview screen
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group in three different parts. All children in test will 
participate for six weeks. One group will not use the 
app for one week after which they have one training 
week and four weeks of using the app. The second 
group will not use it for two weeks, then one week of 
testing, then three weeks of use. The third group has 
three weeks without app, one week learning and two 
weeks of using the app.
A third point of improvement in comparison with my 
first test was the filling in of the questionnaires. The 
booklets that I had handed to the children, parents 
and children were filled in only at times. I have 
worked on integrating them within the application. 
This way I could give them notifications every day to 
prompt them to fill in the questions. This way they had 
a reminder every day on the phone that they had with 
them anyway. Another advantage of this approach 
was that I could watch the submissions to see if every 
participant was actually contributing in the research. 
A third advantage was that they could not be tempted 
to look back in the booklet and base their answers on 
what they had filled in earlier.
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Figure 7 Single experience screen from 

qualitative test
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Current Issues

A lot of projects which involve interaction between 
technology and autistic children are based on a closed 
of setting and short amount of time. While I do 
think these provide valuable information on how the 
children interact one of the main problems I actually 
tried to tackle was firmly based in the daily life of 
these children. Logging what has happened to you 
and recounting this in another situation is rooted in 
the context. Context of where the things happened to 
you and the context where you are telling what has 
happened. To see if the product I have proposed is 
really valuable testing within context is necessary. 

Project Goals

Technology wise I have built on wisdom that other 
people have gathered over the years. Android has a 
solid userbase and a lot of libraries which could be 
used by me. I have not however seen the technology 
being implemented in the way I have tried to do in this 
project. My goal was to develop a technical solution to 
make sure trustworthy  testing could be done in the 
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context of the lives of children with ASD. It should be 
easy for the user and enable me to easily gather the 
information. I believe that finding a method to do this 
will be beneficial for any future research that I will do.
Technical Configuration
The app is written in Java in eclipse. Special care 
was taken to make sure the app works on different 
versions of the Android operating system. Because 
of this multiple classes needed to be made and 
support libraries implemented. In rare occasions 
the deprecated methods were needed to ensure it 
working on Android 2.3 (latest version is android 
5.0). Compatibility with this operating system was 
needed because the testing devices had this version of 
android.
Google analytics was implemented to receive metadata 
from the user. To gather the data needed for the 
research I made a web interface on my own webhost 
in php. The app is able to send a HTTPrequest to the 
PHP form which can then process the information 
and store it in an MySQL database. Front end of 
the website is another PHP site which together with 
Javascript and a graph library produces a visual 
depiction of the gathered data.
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Qualitative testing
Lo-fi prototype

Het kind kan de belangrijke dingen van de dag vertellen. 

Onvolledig           

Volledig 
          

          

          

 

Het kind kan een samenhangend verhaal vertellen. 

Onsamenhangend 

          

Samenhangend 
          

          

          

 

Worden de ervaren emoties duidelijk uit het verhaal? 

Helemaal 
Niet

          

Geheel 
duidelijk 

          

          

          

 

Hoeveel verschillende gebeurtenissen krijgt u te horen? 

 

Datum:         -        - 
Hoe ging het nemen van foto’s? 

          

 

          

          

          

Hoe was het om een verhaal te vertellen met de foto’s erbij? 

          

 

          

          

          

Hoe vindt je het om je verhalen te delen? 

          

 

          

          

          

Ik kon mijn emoties duidelijk maken. 

          

 

          

          

          

 

 

Datum:         -        - 

Mijn kind kan de belangrijke dingen van de dag vertellen. 

Onvolledig           

Volledig 
          

          

          

 

Mijn kind kan een samenhangend verhaal vertellen. 

Onsamenhangend

          

Samenhangend 
          

          

          

 

De app verbetert de dagelijkse communicatie. 

Heel erg 
weinig

          

Heel erg 
veel 

          

          

          

 

Hoeveel verschillende gebeurtenissen krijgt u te horen? 

 

Datum:         -        - 

Datagathering

Users4
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Users

Children with Autistic spectrum are the specific 
user group I have focused on. These children have 
problems in their development regarding social-
emotional reciprocity, they can lack the ability to have 
a simple conversation with other people and don’t 
share as easily in their emotions or fail in initiating 
contact. These children have an even harder time 
processing nonverbal cues. Nonverbal communicative 
behavior is important during contact for example 
it is customary to have eye contact with the person 
you speak with. Relationship are harder to maintain, 
because of the reasons above but also because there 
is a general lack in understanding how he/she would 
have to do this.
Children with autism engage in repetitive behavior. 
The adhere to patterns of behavior they know. These 
can be patterns in movement or very fixed interests. 
It is hard for children with autism to change their 
schedule and sudden differences might upset them. 
They can also over or underreact to stimuli from the 
environment.
Especially the first set of problems is the one I have 
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engaged in during this project. The app is an attempt 
at giving them a means on engaging in meaningful 
contact with other people and should also prove to 
strengthen the relationship between parents and 
children.
There are different considerations when designing 
for children with autism. Because autism is an 
information processing disorder you have to be careful 
how much information you provide on the screen. I 
have kept the different interfaces of the application 
relatively clean and simple, without t-oo much 
animations or colorful distractions often associated 
with apps for the age group of 6 to 12.

Project Focus

In regard to the user experience I am trying to 
improve the perceived quality of the communication 
between the child and the parent. As mentioned in the 
previous paragraph I believe that there can be some 
serious consequences to the symptoms of autism. A 
disability for engaging in reciprocal and the disability 
to maintain relationships might cause a person with 
autism to get very lonely. While a person with autism 
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might not search for human contact, their desire 
for contact is the same as with other people without 
autism.
As show by Barneveld et al. (2014) a lot of adult 
people with autism feel less happy with the quality of 
their social relationships in comparison to others. This 
is why believe my app will also be important. It can be 
a step in the right direction in giving understandable 
tools for them to engage in relationships.
User Research Approaches and Findings
I designed the research to see if the Emogi app is 
effective in improving the quality of communication 
between the parent and the child I was aiming to find 
a measurable improvement in the satisfaction of the 
communication between the child and the parent?
Research question: Can the emogi app be used as an 
effective tool (in a certain therapy/context) to improve 
the quality of communication between children with 
ASD and their parents? My hypothesis is that with 
the use of the Emogi app both the parents as well as 
the children will score their relationship higher than 
before.
In this chapter I will further elaborate on the setup of 
the research. Other than the results of the qualitative 
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test mentioned in the design chapter I was not yet able 
to do a full research process. Main bottleneck for this 
kind of research still seems to be gathering a good test 
group as I am very much dependent on organizations 
and the parents to establish this user group. 
Knowing what Kentalis did I adapt my approach in 
searching for a test group. Health organizations work 
in treatment trajectories that take about six weeks. 
I needed the users to work with the app for a longer 
time to get good measurements so I would not be 
done in one afternoon. I understood that in order 
to get them to work with the app longer I needed to 
repackage my research with clear treatment goals 
(“behandeldoelen”) In this way it connects much more 
to what the trainers at Kentalis do. They have a more 
clear idea of how to implement the idea and they are 
more inclined to incorporate it in the treatments. 
I used a more compact version of this chapter to 
explain the research to them. The following goals were 
supplied to Kentalis

1. Aanleren van herkennen van emoties bij een 
gebeurtenis (Teaching to recognize emotions in 
connection to an experience)
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2. Leren wat belangrijke onderwerpen zijn die 
je thuis kunt delen (Learning what the most 
important things are that happen during a day and 
can be shared at home)

3. Leren structuren van een verhaal door vertellen 
van wie, wat, waar, wanneer informatie (Teaching 
to structurize a story by telling who, what, where, 
and when information.)

Belangrijkste doel waar ik ook op wil gaan testen 
is: Verbeteren van de communicatie tussen ouder 
en kind. (The most important goal: Improving the 
communication between the parent and the child).

The role of apps

Emogi is an app that can be used to capture 
experiences and the emotions that accompany these 
experiences. Capturing of the experiences is done 
by taking a picture of the event or the object which 
the user wants to record by, and in the simplest 
way  the recording  takes place by pressing  a button 
which specifies which emotion the user has at the 
moment the picture is taken. There are four different 



Figure 11  A selection of the used visuals of the app
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buttons on the screen which can be used to capture 
an experience and every button displays a different 
emotion. This means that the user simultaneously 
captures a picture of the moment as well as an 
emotion of that moment. 
There is an option to make the experience more 
defined by  extending the information about the 
recorded picture by including answers to who, what, 
where and when question (Also referred to as W4 
questions).
The app can also be used to display different events 
that took place during the day.  All experiences can 
be extended by including answers to who, what, 
where and when question. The overview of events and 
included information should be useful for the children 
to tell their parents about events that have happened 
at school or at home in a different context. The 
hypothesis is that this will lead to a greater satisfaction 
in communication between parents and children with 
ASD.
The Emogi-for-parents app is a second app which 
aims to start a recording of the conversation and to 
send a signal to the app of the child signaling to use 
the Emogi app.
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Teaching children how to use this app through build-
in instructions
To minimize the differences in prompts given to 
the participating children the app will have an 
instructional role as well. The app will tell the child 
how it can use the app and will do this during the 
training week. 
Interfaces for measuring the behavior of users
To ensure that entering the data will as unobtrusive 
and convenient as possible the participants can 
enter the data through the app. This will also enable 
the possibility to use reminders and notifications to 
ensure the data will be entered.
The parents can use a separate app for entering their 
data. This app will also be used to gather data in the 
form of audio or video during the communication 
point to ensure the procedures are properly followed.

Multiple Baseline setup

The basic setup of this study will be the multiple 
baseline setup. This enables the establishment of 
a proper baseline measurement.  It will be a non-
concurrent study in order to correct for certain events 



Figure 12 The app icon

Figure 12 The notification 
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which can influence amount of communication (e.g. 
holidays or vacation). The preferred setup will use 9 
(or another multitude of three) participants which 
have to participate in the experiment for at least six 
weeks in order to obtain meaningful results.
All participants will be providing data on the 
satisfaction of communication for the duration of 
the study. The group of participants will be divided 
in three groups. All three groups start measuring 
the quality of communication between parents and 
children without using the app. After 1 week the first 
group will start using the app. After week 2 the second 
group will start. After week 3 the third group will start.
When a participant starts with the app the first 
week will be a training week. During this week the 
participant will receive extra prompts to make the 
participant understand how to use the app. After this 
week the participant should be able to properly use 
the app alone. During the training week data will not 
be used to prove or disprove the hypothesis.
Children which can participate
There are certain requirements for the children to be 
able to enter in this study.
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• Age between 6-12
• DSM-5 ASD diagnosis (not older than 6 months)
• Average or above IQ (tested during the past 6 

months)
• Tested on CCC-2 (tested during the past 6 months)
• Basic understanding of the emotion concept (able 

to recognize 2 emotions within hem/herself)

What do I want the kids to be able to do with the app?
This training should these be done without a trainer or 
other reference.
1. Set the app to use the emotional states most 

applicable to them.
2. Make photographs with the app
3. Use the app to photograph the most important 

things that happened during the day.
4. The child should be aware of the ability to fill in the 

who what where when question
5. The child should be triggered to use the app during 

communication time
6. The child should be triggered to use who what 

where when choices the photo and the emotion to 
structure a story.
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1. Set the app to use the emotional states most 
applicable to them.

Explain the emotions with experiences.(“During the 
day you experience a lot these experiences can make 
you feel.”) 
Ask them what they feel during the (“What feelings do 
you think you encounter during the day? If you don’t 
understand you can ask your parents or trainer”)
Make them fill in the emotions the consider most 
appropriate.
Confirm the emotions. (Now let’s try to photograph as 
much different feelings as possible”)
Point 2 is in place to correct emotions

2. Make photographs with the app

Short explanation needed. (“To make a picture you 
need to press one of the buttons”)
Affirm the experience. (“I see you have taken you’re 
first picture, well done!”)
Confirm the emotion. (“You were feeling  (insert 
emotion here) ?”) Refers back to 1
Affirm the experience. (“You correctly coupled 
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emotion to experience!”)
3. Use the app to photograph the most 
important things that happened during the 
day.
This is also done within step 2. If the emotions are 
filled in correctly they will be used. If an emotion is 
not used the child will be asked to change the emotion 
within the app.
4. The child should be aware of the ability to 
fill in the who what where when question

After the first photo the child can be prompted to fill 
in the W4 questions if not already done. (After taking 
a photograph you can fill in W-questions, would you 
like to do this?)

5. The child should be triggered to use the app 
during communication time

At the start of the first communication point the 
app uses a signal from the parent app to display an 
instructional message. (“Hey, this might be a good 
opportunity to get out the experience index to see 
what has happened”)
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6. The child should be triggered to use who 
what where when choices, the photo and the 
emotion to structure a story.

Give the suggestion of using the words described in 
the W-answers. (“Clicking on the experience will show 
your W-answers maybe they can help you with telling 
your stories?”)
Non-app weeks
Every day in the week should have a fixed 
communication point. The prompt about 
communication quality should come after the 
communication time.

Training weeks

Every day in the week should have a fixed 
communication point.
The prompt about communication quality should 
come after the communication time.
App using weeks
Every day in the week should have a fixed 
communication point.
The prompt about communication quality should 
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come after the communication time.

The communication moment

Every communication moment should be initiated 
by child or parent but should be guided by parents. 
The parents have an different app with which they 
have to signal starting the conversation. This for two 
purposes: 
1. To start a recording of the conversation. 
2. To send a signal to the app of the child signaling to 

use the app.
3. 
The parent asks the child how his/her day was. (“How 
was your day?”)
If the prompts of the app go unheeded the parents 
can advise the child to use the app (“Maybe you 
could use the app Emogi app?”) At the end of the 
communication moment the parent will also give 
signal through the app.

Measuring satisfaction of communication

What I want to measure within the experiment is 
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This week or these weeks are mean to establish a trustworthy baseline 
measurement regarding the communication between parents and 
children.

During this one week the child has time to get acquinted with the app 
and the possibilities it generates. The data gathered duting this time will 
not be counted.

The remaining weeks the Emogi app will be used by the child. This will 
give the measurements needed to compare to the baseline 
measurements taking in the first weeks.

Continious measurements
During the six weeks of the test the participants, parents as well as 
children, will be entering answers to a set of specific questions. 
These questions will popup like a notification in the bar of the phone. 

Participants

• Age between 6-12
• An ASD diagnosis
• An average or above average IQ
• Tested with a pragmatics test

Figure  8 Graphic representation of the testing schedule.
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Figure  10  Results as they are currently represented
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whether the communication between the parents 
and the children improves with use of the app. The 
parents have each their own app and telephone on 
which they can fill in the results. These questions are 
different for the parent and for the child but both will 
be measurements of improved communication.

Moment of measuring for the children

The moment at which I want to ask the child about 
the quality of communication should come after the 
communication moment. The child will be asked if 
they liked telling the stories and if they think they 
succeeded to tell their story. They will also fill in a 
question regarding the quality of the communication 
to their parents. These questions need to be answered 
by filling in Likert scales.
Moment of measuring for the parents
From the parent app I want to gather information 
on the coherence and completeness of the stories 
and about the satisfaction of the communication. 
Immediately after the communication moment they 
will be prompted to fill in information Likert scales on 
these three topics.
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Data analysis

The gathered data are likert scales and in this situation 
interval scales. The way I analyze the gathered data is 
by gathering the average amount for separate choices 
during the first weeks, to establish the baseline and 
comparing these to the average amount of other 
choices during the weeks of using the app.

I have chosen to represent the results as a diverging 
stacked bar chart according to the paper Robbins 
(Robbins, JSM, 2011). Likert scales reveal the most 
information if laid out in this way. The graph is 
centered around the 50% mark. This means that to the 
right is 50% of the answers and to the left is also 50% 
of the answers. This makes that it is instantly visible 
whether the results are positive or negative. Graphs 
are also easily compared. A graph that has moved to 
the left shows an overall development towards a more 
positive outcome. Distinction can also be made in the 
kind of answers given. If the weight has shifted from 
the less positive answer toward the most positive 
answer than the bar on the left will have grown 
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substantially. This indicates a growth even if the bar 
itself has not moved further.  

Table 1 The answers on the lickert scale in numbers (Example)



Table 2 The percentage of a certain answer given by question (Example)

Table 3 Diverging Stacked Bar Chart of the results (Example)
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Conclusion

Although the last research has not yet borne fruit, 
I believe the qualitative research proved positive 
and hopeful. The fact that there was a demand does 
indicate that the app has a positive influence. The 
qualitative research also indicated a reduction in 
storytelling skill after stopping the experiment. This 
is something I still want to test in the period after 
rounding of the final research. The role for which I 
designed the app, as a tool to capture the day and 
recall this to other people, it seems to work. As tool 
of teaching autistic children these goals I am still 
uncertain and it does seem that at the least six weeks 
is not enough to teach these skills to autistic children.
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Reflection

My most important goal was to establish a personal 
research method. In preparation for my final master 
project I believe it is important to have a good grasp of 
not only a design process but also a research process. 
During this semester I have established a research 
process which fits my design process and vision. The 
next thing I aimed for this semester is improving my 
UI design I accomplished this by testing, evaluating 
and redesigning. I also tried to incorporate a further 
development in android and programming in general 
in this project. I was able develop my programming 
skill and try and try out new things. Cooperation is 
very important in my vision. This project enabled me 
to develop skills on this level too.
Validation is an important part for me during the 
design process but I still believe that I needed to build 
a bridge between my design process and the more 
established practices within the scientific world. This 
is why it was great that I was able to get in contact 
with Bibi Huskens. She has taught me about the setup 
I could use for my project and also the importance of 
shutting out as much variables as possible. There is a 
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real difference between my first qualitative research 
and my later research setup which has improved a lot. 
These practices that I applied in my later research are 
now part of the very fibre of my design process.
Before the quantitative research I took upon me the 
opportunity to improve the use interface of the app. 
The app used in qualitative research was not satisfying 
to look at. From looking at videos from the Google 
android design team and from feedback rounds I 
have improved the app. My greatest lesson here was 
to design get feedback and improve further. Very 
specifically I have learned more about designing for 
people with autism. By incorporating them in the 
feedback loop I was able to vastly improve the User 
interface. The lessons learned here are now a part of 
my design process.
I believe that for designers programming is and will 
become even more important. In making responsive 
prototype but also in for example using data. My 
skill have developed now in android but a lot of the 
programming challenges I have met during this 
phase are also applicable to other languages. Even if I 
won’t work with android java anymore (which I most 
likely will do however) I can also apply these skills in 
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Arduino programming.
During this semester I have also focused on the 
subject autism. I believe what stuck by me the most 
is something which is often overlooked in healthcare 
which is quality of life. Influenced by a lecture on the 
‘Autisme congres’ I saw that actually apart from being 
about healing, the healthcare sector should also look 
at improving how someone perceived their own life. 
Too often people only treat the symptoms but it was 
shown that severity of the autism symptoms is actually 
not a primary influence on the happiness. This is one 
of the main reasons that the Emogi app focuses on 
improvement following the subjectivity of the child 
and parent instead of only focusing on the symptoms. 
This view will be useful to me in other projects. I 
will have to focus very much on how the user sees 
improvement instead of going only after the properties 
of the user group.
In my vision I talk about how I believe cooperation 
is important. That is why I have during this semester 
sat around the table with people from all different 
kinds of health organisations. It is detrimental that 
I will keep these connections. My focus in the future  
will always be a search on how to get people to work 
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together more. There often is a lot demand for such 
cooperations but there is no platform to establish that. 
As a designer I am the spider in the web connecting 
different people, a role I feel comfortable with and a 
role I definitely want to expand in the future.
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