
COURSE PORTFOLIO

Principles of UX
Design
Turning research, place and storytelling into a
location-based experience.

MAIN PROJECT

NDSM Podwalk

A mobile audio walk connecting the industrial history of
Amsterdam-Noord with the atmosphere of the site today.
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CHALLENGE

Create an engaging podwalk for a real environment without
reducing the experience to a conventional audio guide.

MY CONTRIBUTION

Co-developed the concept and route, conducted site
research, shaped the narrative, designed and iterated the
mobile prototype.

METHODS & TOOLS

Site visits, desk research, route mapping, narrative arc,
Norman's three levels, sensory design, wireframes and peer
testing.
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2.2 Site Visit 
To become familiar with the area and develop an understanding of how to design 
the Podwalk route, we explored the NDSM Wharf site multiple times. These visits 
involved arriving and departing using various modes of transport, including bus, 
bicycle, ferry, car, and on foot, allowing us to experience different approaches to the 
location. We also made a conscious effort to visit the area under varying weather 
conditions in order to observe how the atmosphere and spatial perception of the site 
change depending on the environment. These site visits constituted a crucial step 
in the development process, not only for defining the route but also for capturing a 
visual impression that informed the design of our prototype. Photographic docu-
mentation was used to record observations and insights from the different visits, 
providing a visual basis for analysis and subsequent design decisions.

3. Storytelling Techniques 
To make the information about the NDSM Wharf tangible and interesting for the user, 
we created a storyline on which the podwalk is based: the transformation of the 
wharf from an industrial shipbuilding site into the creative environment it is today. 
As users follow the route, they gain insights into the historical past of the buildings 
and the area, while simultaneously experiencing how these spaces exist in the pre-
sent. The podwalk not only shows what these places once were, but also how they 
are used today and the processes that led to their transformation. In this way, the 
experience unfolds like a story embedded in the physical environment.

3.1 Route and Touchpoints
To present the information in an accessible and engaging way, we divided the pod-
walk route into eight stations (touchpoints). At each station, users receive different 
types of information and are given various prompts to perceive and interact with 
their surroundings. Through on-site exploration, we were able to design a route that 
is easy to walk, avoids long distances, and still forms an enjoyable loop. This ensures 
that users only need to cover short distances between stations while still encounte-
ring interesting and noteworthy locations along the way. 
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Four site visits and photographic documentation were used to understand atmosphere, access and spatial orientation.
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reconstruction period (Gemeente Amsterdam, n.d.). The 1950s and 1960s marked 
the peak of the shipyard’s productivity. During this period, large cargo vessels, oil 
tankers, and passenger ships were constructed at the site. The wharf was equipped 
with extensive infrastructure, including dry docks, slipways, and large assembly 
halls, reflecting its central role in the Dutch industrial economy (European Route of 
Industrial Heritage [ERIH], n.d.). However, from the 1970s onwards, the European 
shipbuilding industry faced increasing economic pressure due to global competition 
and structural changes, exacerbated by the oil crisis. Despite government interven-
tions and restructuring efforts, the decline of the NDSM could not be prevented, and 
operations ceased definitively in 1984 (Gemeente Amsterdam, n.d.). After its closure, 
the site remained largely abandoned for almost a decade. In the 1990s, however, 
artists and creative communities began to occupy the unused industrial spaces, 
transforming them into studios and experimental cultural venues. This informal 
reuse later became institutionalized. In 1999, the Amsterdam-Noord district an-
nounced a public competition for the cultural redevelopment of the NDSM site. The 
proposal submitted by the artist collective Kinetisch Noord won the competition and 
formed the foundation for the site‘s transformation into a cultural shipyard, which 
shaped the further development of the area as a creative and experimental urban 
space (Stichting Kinetisch Noord, 2018). This bottom-up redevelopment marked the 
beginning of the site’s transition from an industrial production zone to a creative 
and cultural hub (NDSM Werf, n.d.). Today, the NDSM Wharf is widely recognized as 
a prominent example of adaptive reuse, where industrial heritage is integrated into 
contemporary urban culture. The former shipyard now hosts cultural events, exhibi-
tions, and creative industries, illustrating the ongoing transformation of post-indus-
trial landscapes in European cities (ERIH, n.d.). The insights from the research and 
site visits were not only used to collect information, but also to guide design deci-
sions. The structure of the route, the selection of the touchpoints, and the develop-
ment of the character were based on observations made on site. The transformation 
of the shipyard into a cultural area provided the narrative foundation for the podwalk 
experience.
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The transformation of the wharf was translated into a dramatic arc before interface details were added.
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3.3 Narrative Arc 
To create a coherent and engaging user experience, we used the method of a nar-
rative arc for the storyline of our Powalk. By applying the principles of exposition, 
rising action, crisis, climax, and falling action, the route unfolds as a story that users 
actively experience while moving through the space. At the beginning, the exposi-
tion introduces the context of the NDSM shipyard, providing users with essential 
background information about its origins as an industrial site and its significance 
within Amsterdam’s history. This phase establishes orientation and sets the tone 
for the journey. As users progress along the route, the rising action deepens their 
understanding by revealing more detailed insights into the shipyard’s operations, 
structures, and daily life during its active years. The environment and narrative gra-
dually build complexity and emotional engagement. The story reaches its crisis with 
the decline and eventual closure of the shipyard. This moment represents a turning 
point, highlighting economic and structural changes that led to the abandonment of 
the site and marking a significant disruption in its history. The crisis of the story is 
the closure of the shipyard in 1984. This moment represents the end of the industrial 
era and creates a clear emotional turning point in the narrative. Within the podwalk, 
this moment is emphasized through slower pacing, more serious narration, and 
reduced visual stimulation. The contrast between the productive past and the aban-
doned state of the area helps users understand the significance of the later trans-
formation. By highlighting the crisis as a central moment of the story, the experience 
creates a stronger emotional connection and prepares the user for the final stage of 
renewal. Following this, the climax is defined by the transformation of the area into a 
creative hub. The reinterpretation and reuse of industrial structures illustrate a mo-
ment of renewal, where new cultural and social dynamics emerge from the former 
industrial landscape. Finally, the falling action allows users to reflect on this trans-
formation as they experience the site in its current state. The podwalk concludes by 
connecting past and present, reinforcing the continuity of change and leaving the 
user with a comprehensive understanding of the shipyard’s evolution. The plot of the 
podwalk is based on the historical transformation of the NDSM shipyard, while the 
narrative arc structures this content into a coherent and engaging storyline.
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The first screens show the move from rough structure to a visually coherent podwalk interface.
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Attachment

I Prototype – Wireframes

first draft Iteration 1 Iteration 2

first draft Iteration 1 Iteration 2
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Route, map and audio states were refined through repeated comparison between draft and iteration.
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The final flow integrates route guidance, narrative audio and location-based prompts.
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WHAT I LEARNED

Context should shape the interface, not merely decorate it.

Story structure can organise movement through a physical
environment.

Outdoor use requires stronger hierarchy, contrast and guidance.

Testing exposed concrete issues in typography, navigation and
interaction wording.

TRANSFER

The course strengthened my ability to connect digital touchpoints with a
wider service experience. I later used the same logic in Growth Compass
by designing a guided support moment rather than an isolated dashboard.
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