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03 Ideation _The Brief

In the material world humans depend 
heavily on what they see and a phase of 
observation to evaluate the world around 
them. This opportunity can lead 
designers and artists to generate 
enlightening experiences. Continuing in 
the parameters of the Lion’s Gate Garden 
project you will develop an interactive 
installation for a specific audience/user/
participant with the intention of invoking a 
specific narrative within them.

Your project may be a new concept or may 
be an evolution of the concept you 
developed in Project One.

For this project you will work within the realm of 
sonic, screen, projected or online platforms to produce a 

meaningful, provocative and evoking experience for 
person, audience, and/or participant.



04 Ideation _The Brief

The designed 
object will be

MEANINGFUL

PROVOCATIVE EVOKING



05 Development _First Ideas

The new brief, which focuses on screen or 
projection based media was an 
opportunity to work on Vegograph.
Vegograph is a interactive food calendar 
which informs and teaches people about 
seasonal vegetables.

The main intention this project tries to 
achieve is to encourage the people of the 
university to eat more local and season-
al and in the best case, to start growing 
vegetable by themselves.



06 Development _First ideas

In the first part of the project I focused on 
the interaction with the object and also 
thought about how it should display the 
information in a interesting but still 
informative way.

Because gardening is a manual work I 
tried to find an Interaction which could 
combine the physical and the digital 
world. That is where I came up with the 
idea to use RFID chips in plant labels, 
which could trigger specific actions on the 
digital system.



09 Development

In the first iteration of Vegograph I 
thought about a work table which is used 
as the projection surface. Through mo-
tion tracking the user is able to navigate 
through the interface and by placing the 
label tag on the desk, a tutorial about how 
to grow the specific plant will pop up.

This is possible by using a xbox kinect, 
which has the capability to not only track 
2 dimensional motion, but also 3 dimen-
sional motion and also colour.



Instead of using a common table as a 
surface I thought of creating a table wich 
is specially made for the Vegograph.
Interaction happens through rotating 
motions which are tracked by the Xbox 
Kinect device.

Instead of tracking the plant tag, an Ar-
duino enhanced plant pot is used which is 
scans a RFID chip which is implemented 
in the plant tag.
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A workdesk as a medium of projection 
turned out to be a problem. The dirt 
makes it difficult to get a clean projection 
and the projection itself could disturb the 
user in his work.

Therefore a it was decided to project on a 
surface which is mounted to a wall.
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13 Development

By projecting the mockup of the interface 
in the studio I realized that motion track-
ing was not the right way to interact with 
the Vegograph, considering the environ-
ment it was supposed to be set up in.

Therefore I had to change the concept of 
the wall-mounted screen and combine it 
with a controlling element.



14 Development

I decided to add a terminal, which consist 
of the projector, the plant pot and also a 
controlling push-turn button.

Concrete has been chosen as the main 
material because it is very durable.



15 Final Design

_FINAL DESIGN



16 Final Design

In order to blend in with the garden, more 
wooden elements have been added and 
a vertical growing plant pot has been 
included which should help catching the 
attention of the people.



17 Final Design

One of the most important aspects of this 
project for me was to make it realizable.
All the elements of this concept has been 
designed to a level where all the 
manufacturing details have been set. 
Every screw and cable tray has been 
considered in the design process.
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3 Scenarios of the final Interface have 
been developed. The standby screen, the 
vegetable overview and one tutorial for 
growing beetroot.
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20 Final Design

Modelmaking was an essential part of 
developing the final design. Every adjust-
ment in measurements gave immediate 
haptic and visual feedback which made 
finalizing the technical aspects of this 
project easier.
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