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PROTOTYPES
During this project, we created several prototypes that helped us gain insights about how the
network can have a physical presence in the Amstel III area. How can we make people aware of the
things that are already happening in their neighbourhood and inspire them to become a maker of the
neighbourhood as well?
From the prototypes, we could find different points that would be important for the final concept.
This chapter shows the four different prototypes we created in this project and communicates what
we’ve learned from every individual one. These learnings have been subsequently used for the final
concept.

1: A ROOM FOR ALL
“A Room for All” is a network of entrepreneurs, investors, organizations, techies and creative minds
who are commited to build a more sustainable community and interact with each other. The virtual
building consists of different blocks as rooms which each offer different types of initiatives. A QRcode connects the physical room with the virtual one and shows the process of each participant.
Making this prototype, we worked from the finding that people sometimes don’t have the knowledge
or confidence to set up their own initiative. In the educative space, the community could support
each other by sharing knowledge and with that give everyone the opportunity to make a change.
From this we could see that creating a sense of support within the community and helping people
feel confident enough in themselves to participate would be very important.
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2: PROJECTING STORIES
In a second prototype, we worked with the idea of video projections in the area. The video is about
initiatives that established themselves in the area. The idea is that the entrepreneur gives a brief
introduction to him-/herself and his/her initiative and tells how it got started. The point of the video
is to inform people how they can establish their initiative in the area, to motivate people with ideas
to start their own business.
From this prototype we found a way to inspire people to make a change in their neighbourhood. By
showing real stories from successful initiatives in their own area, we can communicate to people that
they can also do this. Because the stories are so close to the person watching and they could possibly
recognise the story or the initiative, the chance of them believing the story and relating to it might be
bigger.
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3: STREET ART PROJECTIONS
A later version of the projection concept was inspired by the street art found in the Amstel III area.
In this prototype, the projection of Transformcity blends in with the area, bringing the idea of being
non-intrusive. Even though we want to stand out in the area to gain attention, we want to convey the
feeling that Transformcity is part of Amstel III. For this, we made the projection line up with the street
art on the wall surrounding it.
The projection uses the existing style of Transformcity and communicates ideas that people have
about developments in the area. By seeing ideas or stories from others, we can inspire people
walking around the area about a possible future of their neighbourhood and make them think about
their own ideas. To share their ideas, a QR-code is given, which leads the user to the online platform.
The ideas that they then share, will pop up on the screen.
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4: TREASURE HUNT
The final prototype that we worked on was the ‘Treasure Hunt’ idea. This idea contains a set of routes
that pass by tiles that tell stories about the location. The stories inspire people to pay more attention
to their neighbourhood and take an active role.
This version of The Treasure Hunt contains a few different trails to choose from: Empty lots, success
stories and challenges of the neighbourhood. The routes are colour coded on the black tape. This
colour coding is a simple and intuitive way to follow a route. We believe that the content of the route
can explain the theme and doesn’t need a title. The prototype contains different kinds of stories.
Some simply state a fact, where others also ask a question. The tiles that tell a story and then ask a
question feel most inspiring to us. This insight inspired the ‘tile template’ that we developed.
The ‘Treasure Hunt’ idea was chosen to develop further. The reasoning behind this choice and an
explanation of the final concept can be found in the next chapter.
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THE FINAL CONCEPT
We chose which concept to develop further based on the findings from our research through
interviews and prototyping. All the different prototypes gave us insights on what was important for
the final concept, but the one that matches the problem space in Amstel III best is that of the treasure
hunts. This concept visualises the network of Transformcity in the area and invokes people to explore
the area to become more aware of what is going on around them. This concept also supports the goal
of the different stakeholders to create ‘one Zuid-Oost’. With the use of the lines, we can lead people
to the other side of the tracks and discover what it actually has to offer them.
In this chapter, we will describe the concept in detail and the different principles that come with
it. First we will discuss the practical aspects of the concept and show how this concept can link to
the online environment. After this, we will discuss our vision on how this concept can be managed
and we’ll end with some takeaways from this concept on how the next version of Transformcity can
improve.

A thing we very often heard during our field research is that the Transformcity network with all its
plans and ideas is not visible enough in the neighbourhood. We also discovered that a big part of the
people in Amstel III are not aware of the fact that they can also be ‘makers’ of the neighbourhood.
They assume that only the people with a lot of money can make a change and feel like ‘consumers’
instead of ‘makers’.
Our concept embeds the valuable content of the Transformcity network in the streets. It creates
a very low threshold entry into it for everyone who is walking down the streets of Amstel III. In
‘Treasure Hunts’ we create walking routes through the neighbourhood with the use of simple lines.
These routes tell stories about the things that are going on, the challenges that the area is facing and
the people making the neighbourhood.
These routes fit the routines of people going for a walk during their lunch break, going from their
home to the metro station or just passing through. These routes connect the two sides of the
neighbourhood. With the stories we tell, we inspire people to look around with the eye of a maker.
We make them aware of the fact that a lot is happening and they can be part of it.
Every part of the story has a link (QR code) to the online environment that can help people further
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THE ONLINE ENVIRONMENT
The concept focusses on making people aware of the things that are being changed in the
neighbourhood and their potential to become a ‘maker’ themselves. This is just a first step in a
longer process of improving the area. When people are aware and inspired, the next step is to become
active in making a change. We help people take action by taking them to the online environment.

Along the route, the user will find the tiles with different stories and questions on them to make them
think about how they would change the area. We take the user online with the use of QR-codes, which
can be found on the tiles. The user will end up on a page within the Transformcity platform on which
they can take further actions.

QR-codes
A very important aspect of this concept is accessibility. The goal is to give everyone the option to
become a ‘maker’ of the neighbourhood. That is why we chose to make the connection to the online
environment with the use of a QR code. This QR code is scannable with the camera app that is
available on most smartphones nowadays. There is no need to download and install an app, which
makes the threshold to use it a lot lower. Another positive aspect of QR codes is its visibility. They are
easy to recognise, unlike Beacons that can be quite hidden and transmit an invisible signal.
The QR codes are big enough to be comfortably scanned when standing up straight. This brings the
codes to a size of roughly 14 by 14 cm.
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