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C O N T E X T

G OA L

RondOm Podiatrists, a large healthcare organization in the 
Netherlands, has developed the "Diabetes Foot Check app" to 
continue providing care to patients despite the pandemic.

The current goal of the project is to improve the experience for 
the user in and around the app. This will result in new concepts 
and advice plans which will show improvements in the project 
supported by research and user tests. This should lead to 
encouragement of reflection, motivation, action and 
(permanent) behavioral change regarding self-monitoring and 
therefore prevention of foot injuries. This will then be 
implemented by the company in the foot check app itself.

Version 2.1 10-03-2022
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ST R AG E G Y During this project we are going to use the Scrum method. We are 
going to use this because it is a more effective and flexible way of 
working. The scrum team will be divided over different tasks within 
the team. These tasks can be read at point 2.1.


During our scrum method we are going to use sprints of 2 weeks to 
update the stakeholders on our progress.


We want to make use of the CMD methods and try to keep track of 
the different methods we use per sprint:




-Product backlog


The product backlog is an overview of the things that still need to 
be done.




-Sprint backlog


The sprint backlog lists what will be done this sprint. The sprint 
backlog is compiled from the top topics of the product backlog. The 
development team determines what they can do based on their 
speed in the previous sprints.


  


-Acceptance criteria 


The definition of done states what has been agreed upon in terms 
of how the software or product will be delivered. Requirements 
about documentation (in English), testing (tested by users and the 
maintenance department, with which devices and web browsers), 
location (on the acceptance environment) etcetera.




-Improvement 


The "improvement" (increment) is a list of all realized 
improvements and changes to the product.




-Burn down


The burn down chart of the sprint is usually displayed on the wall 
in the project room. This way, it is immediately clear to everyone 
how much still needs to be done



Version 2.1 10-03-2022
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R E S E A R C H  Q U E ST I O N S

PA RT I E S  I N VO LV E D

Design Challenge:





Main questions�
� What is the best solution for improving user retention?�
� How can we make people aware of their condition/app?






Sub-questions�
� How can we keep the app relevant after the pandemic?�
� Why do people stop using the app?�
� How do you form a habit in a virtual environment?�
� How can we keep the user engaged?�
� How can we make people aware of the consequences and benefits?�
� How can we get more attention from people who aren't using the 

app yet?



“Design a user experience to enable diabetes patients 
by using the app consistently to help them prevent their 
feet situation from getting worse.”


D e b o r a h  Pe l d e r s



D e s i g n  R e s e a r c h e r ,

F o n t y s  P a r a m e d i s c h e  
H o g e s c h o o l

L e n n  T j i n -A -S i e



D a t a  C o n s u l t a n t  &  o w n e r ,

S t o fl o o s

R o n d O m  Po d o t h e r a p e u t e n

C l i e n t

F o n t y s  F H I C T  M e d i a  D e s i g n

R e s e a r c h  g r o u p

Version 2.1 10-03-2022
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F i e l d I n t e r v i e w

S u r v e y

P r o b l e m  A n a l y s e

L i b r a r y L i t e r a t u r e  s t u d y

S WOT  a n a l y s i s

We will be using the CMD Methods pack, this method allows you to create 
variety and improvement in your process by using different creative 
techniques to perfect the process. The following cards will be used: 

With this method we will delve more deeply into the ways of thinking of 
the target group and the app animal was previously made. We then read, 
study and analyze various scientific articles. 

The project team finds several Strengths, Weaknesses, Opportunities and 
Threats related to a project. The results are typically presented in a 2 x 2 
matrix. You need to understand the community that a particular 
organization is working with; this can be done via public forums, listening 
campaigns or informational interviews. 

Interviews allow you to better understand users and other stakeholders by 
gathering their opinions, behaviors, goals, attitudes and experiences. Invite 
representative participants from each stakeholder group, make them feel 
comfortable and ask questions about your topic of interest (e.g., product 
usage). Report on your interviews in a suitable way 

Develop a questionnaire and give it to a representative sample of 
participants, using the right channels. You can use a variety of online tools 
to analyze the responses.

An important aspect of problem analysis is asking questions, such as who, 
what, why, when where and how. ‘Why’ is an especially important 
question for understanding the problem. It can be asked multiple times. 
Once the problem is clear, you can collect more information about the 
problem. Is it a new problem? Are there existing solutions? 

Version 2.1 10-03-2022
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F i e l d

Wo r k s h o p

P i t c h

P r o d u c t  R e v i e w

B r a i n s t o r m

I T  a r c h i t e c t u r e  s k e t c h i n g

I T  a r c h i t e c t u r e  s k e t c h i n g

L a b S y s t e m  t e s t

U s a b i l i t y  t e s t i n g

System testing evaluates the complete, integrated system against its 
requirements. Create a test plan based on the requirements. It should have 
test cases with expected outcomes. 

You can use a paper or electronic prototype of your solution to test your 
application at an early stage. Later, you can use your actual solution and 
test things like interface, performance and how a user executes a typical 
task. 

We are going to give a small pitch every 2 weeks about the sprint we have 
done in those weeks so that the stakeholders stay informed of our 
progress. 

One or more representatives of the client and other experts do a walk-
through of the final product before it is released. 

Bring people together to spark creativity and use a creativity technique to 
ensure a creative flow among the participants. Accept any ideas; filtering 
can be done at a later step. 

Come together around a whiteboard and draw the high-level architecture 
based upon discussion before and during the drawing process. Like the C4 
model. 

Start by figuring out what you want to learn from your prototype. Figure 
out which kind of prototype suits your needs best: for example, you can 
create a paper or electronic prototype of your UI (User Interface), a proof of 
concept or a proof of principle.

Version 2.1 10-03-2022
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What we will do for this project is to deliver a solution that can encourage 
the users of the app to make use of it more consistently. We will do this by 
doing research on how the users are currently using the app and ask them 
what they think could be improved. 





The other thing we want to do for this project is do research to see if there 
may be a different approach then could be better than using the app. 

Research document of various relevant subjects. 





Prototypes of different solutions we will come up with. 





Interview and test results. 





Improved customer journey that will increase user retention. 

We will not be delivering a fully developed app. 





We will not work on developing & researching that is not part of the 
project or is connected to the project. 

Increase in user retention 





Raise awareness to people that do not use the app already. 





The UI is accessible by all categories of people. 





Research documents are supported with liable references. 

P r o j e c t  d e l i v e r a b l e s  

P r o j e c t  e x c l u s i o n s  

P r o j e c t  a c c e p t a n c e  c r i t e r i a  

Version 2.1 10-03-2022
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N a m e

S j o r s

D r i e s s e n  

S t e f a n

Va n d e n b o o r n  

L a u r e n t i u

D u m i t r a c h e  

D a a n

S e w ü s t e r  

S h i h a a b

R o u i n e  

L e n n

T j i n -A -S i e  

D e b o r a h

Pe l d e r s  

Co n t a c t  i n f o r m a t i o n

s j o r s . d r i e s s e n

@ s t u d e n t . f o n t y s . n l  

l u c a . m e g e n s

@ s t u d e n t . f o n t y s . n l  

s .v a n d e n b o o r n

@ s t u d e n t . f o n t y s . n l  

l . d u m i t r a c h e

@ s t u d e n t . f o n t y s . n l    

d . s e w u s t e r

@ s t u d e n t . f o n t y s . n l  

s . r o u i n e

@ s t u d e n t . f o n t y s . n l    

l e n n @ s t o fl o o s . n l   

d . p e l d e r s @ f o n t y s . n l  

R o l e  a n d

f u n c t i o n s

S t u d e n t  

S t u d e n t  

S t u d e n t  

S t u d e n t  

S t u d e n t  

S t u d e n t  

S t a k e h o l d e r

S t a k e h o l d e r

STA K E H O L D E R S  A N D  T E A M  M E M B E R S  

L u c a

M e g e n s  
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We are going to update our stakeholders on a 2-week basis by presenting 
our progress. We will also update our stakeholders through the Microsoft 
Teams environment and via e-mail when necessary. 





For communication between ourselves, we will use our Discord group for 
doing stand-ups, update each other on everyone's individual process on 
the project and help each other out when we are meeting an obstacle, we 
cannot solve ourselves. When a team member cannot work that day, or 
partially, due to an appointment or illness, we inform our team members 
through our Discord group. 

We are going to work with different faces during this project: 



-Analyzation & research 



-Ideation & concepting 



-Realization 



-Final deliverable 



-Evaluation & reflection 





TIME PLAN AND MILESTONES 





Our time plan will be working from 10:00 AM till 16:00 PM either from 
home or at school. We will work from home most of the time, due to Covid. 
As of now, our only day we can work on location will be Wednesday 
unless informed otherwise. 





For this project we're going to make use of sprints. Each sprint will consist 
of three weeks. In the beginning of each sprint, we will set up our goal(s) 
that we want to achieve by the end of the sprint. At the end of each sprint, 
we will go over each other's work to show our progress on it. 

CO M M U N I CAT I O N

P H A S E S  O F  T H E  P R OJ E C T  

Version 2.1 10-03-2022
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P h a s i n g F i n i s h  d a t eS t a r t  d a t e

A n a l y z a t i o n  &  r e s e a r c h 7 - 0 2 - 2 0 2 2 2 5 - 0 2 - 2 0 2 2

I d e a t i o n  &  c o n c e p t i n g 2 8 - 0 2 - 2 0 2 2 1 8 - 0 3 - 2 0 2 2

R e a l i z a t i o n 2 1 - 0 3 - 2 0 2 2 0 8 - 0 4 - 2 0 2 2

F i n a l  d e l i v e r a b l e 1 1 - 0 4 - 2 0 2 2 2 9 - 0 4 - 2 0 2 2

E v a l u a t i o n  &  r e fl e c t i o n 0 2 - 0 5 - 2 0 2 2 2 0 - 0 5 - 2 0 2 2

Version 2.1 10-03-2022
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T E ST I N G  ST R AT E G Y  

T E ST  E N V I R O N M E N T  A N D  R E Q U I R E D  R E S O U R C E S  

We are going to update our stakeholders on a 2-week basis by presenting 
our progress. We will also update our stakeholders through the Microsoft 
Teams environment and via e-mail when necessary. 





For communication between ourselves, we will use our Discord group for 
doing stand-ups, update each other on everyone's individual process on 
the project and help each other out when we are meeting an obstacle, we 
cannot solve ourselves. When a team member cannot work that day, or 
partially, due to an appointment or illness, we inform our team members 
through our Discord group. 

We plan to conduct the tests online, preferably through teams. We will 
record the sessions so that we can use them as future references. Each 
user will be asked for permission to record the session. 





A possible interesting product we could use to aid us with the tests would 
be heatmap software. With the help of this kind of software we will know 
exactly what our users are pressing so that we do not have useless 
features/ buttons etc. 

Version 2.1 10-03-2022
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