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About MOO

At an increasing speed, Dutch elementary schools are 

discovering the possibilities and engaging power of digital 

media in education. Using computers and tablets in school 

helps better prepare children for the digital world they are 

growing up in. 

Heutink ICT is the Dutch market leader in ICT for primary 

education, and strives to serve its market with the best 

products and services. One of their core products is MOO (Mijn 

Omgeving Online) - a digital learning and working environment 

for primary education. 

When MOO was first introduced to the market in 2010, the 

underlying idea was exemplary -- even trendsetting. Bringing 

together all IT-related questions in one platform and providing 

access to educational software with a single sign-on was very 

appealing to schools. 

However, even a trendsetting product needs to evolve. So, in 

early 2014, Heutink ICT decided on a redesign of the MOO 

platform. The MOO project team brings together different 

stakeholders - who all have different thoughts, interests, and 

ideas for the new MOO. 

Nonetheless, there was one thing everyone agreed on from 

the start: MOO needed to be reinvented with the learning child 

at its center. 
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Heutink ICT meets UXkids 

In May 2014, UXkids was invited to present its vision 
for the ‘New MOO’ to Heutink ICT. Based on their 
child-first and tablet-first approach, UXkids started 
working on this challenging project at the end of 
June. 

Within only four months’ time, UXkids:

1) Refined the vision for MOO based on a  
thorough user analysis. 

2) Developed a detailed and tailored interaction 
design concept for each user group.

3) Developed the visual design together with a third 
party. 

The learning child 
at its center

Throughout the project, UXkids visited elementary 
schools across the Netherlands to validate both the 
concept and design with the different user groups. 

 
In four months: from a dated vision to a 
child-friendly and future-proof MOO

<1> The kick-off meeting

At the kick-off meeting, all members from the MOO 
project team were present. This included stakehol-
ders from all departments relevant to the project: (1) 
Management, (2) Development, (3) Didactics, and (4) 
Marketing. 

The goal of this meeting was to comprehend and 
agree on the scope of the project and to define the 
key success indicators for the MOO redesign. 

<2> Understanding who you design for  

After the kick-off meeting, it was time for UXkids to 
get up to speed. This meant learning everything there 
was to know about MOO. 

Besides a lot of reading, UXkids held one-on-one 
interviews with employees from Heutink ICT, got 
familiar with the existing version of MOO, and most 
importantly, conducted field research to get to know 
the users. 

Based on all this information, UXkids was able to defi-
ne six key user groups for MOO:

UXkids Expertises

Concept 
Interaction design 
Visual design              
User research
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• Children age 3 - 5
• Children age 6 - 8
• Children age 9 - 12
• Teachers
• ICT coordinators
• Parents

 
Any decisions during the redesign process of MOO 
were made based on the expectations, needs, abili-
ties, and goals of these six groups. In order to make 
these groups more tangible and to create awareness 
of their differences, UXkids defined a persona for 
each of them. 

According to a child-first design approach, UXkids 
started with defining the minimal requirements for the 
youngest age group. 

As the users get older, they develop different goals, 
expectations, and abilities, which allow the interface to 
be adapted with increasing complexity.

Challenges 
During this phase of the project, both UXkids and 
Heutink ICT faced a couple of challenges. Redefining 
the vision for MOO from a new perspective   
— that of the user — forced UXkids to make drastic 
changes to the initial concept. 

While it was important to gather input and feedback 
from all stakeholders, it was even more important 
to keep validating features and ideas based on user 
requirements. UXkids’ role as an ‘outsider’ to the team 
proved to be key in this phase, allowing them to stay 

objective, maintain focus, and set priorities that were 
in line with the users. 

<3> Translating user expectations and 
needs to a user/child-friendly interface

The next phase of the project was focused on giving 
shape to the rather abstract nature of the user analy-
sis. It was all about translating user expectations and 
needs to an intuitive and age-appropriate interface. 

UXkids started by prioritizing and structuring functi-
onalities per user group. This was followed by count-
less sketches and wireframes, putting everything into 
place. After multiple iterations, incorporating valua-
ble feedback from Heutink ICT, the wireframes were 
finalized. 

The result was a detailed and in-depth documentati-
on of the interaction design per feature and per user 
group. 

Together with a third party specializing in designing 
digital media for children - a beautiful visual design 
was created, bringing MOO to life. The basis for the 
visual design was the user analysis and interaction 
design created by UXkids and the corporate design 
provided by Heutink ICT. 

A multidisciplinary team
The MOO project team consisted of UXkids 
and one or more representatives from every 
department relevant to the MOO redesign. 

Involving your team throughout the redesign 
process ensures that: 

• Everyone is on the same page
• There is no miscommunication  
 (internal and external)
• There is time and room to grow a strong   
 team spirit
• Everyone feels heard and valued
• Decisions are being accepted and endorsed
• All expertise within the company is being  
 exhausted
• Everyone feels responsible for the success  
 of the project

By the end of the conceptual phase, every 
decision made was (1) technically valid, (2) 
didactically responsible, (3) in the best interest 
of the user, and (4) approved from a marketing 
and management perspective.
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<4> User testing

With the visual design at hand, UXkids went back to 
elementary schools to evaluate the design together 
with the users. 

In numerous one-on-one user testing sessions UXkids 
gathered input to answer a wide range of questions 
regarding the usability, appeal and functionality of the 
new design.

MOO now and in the future

MOO has been reinvented with the learning child at 
its center. User research has proven that this first chal-
lenge has been mastered with flying colors. 

Now the challenge is to keep in touch with the users 
to make sure MOO stays user/child-friendly and top 
edge in an age where technology and user habits 
change in high speed.  

User personas 
User personas are fictional characters created to represent the different user groups of a product or 
website. The goal of a user persona is to make a broad user group tangible and accessible for the whole 
project team by giving them a face, a name and a personality. For example, instead of designing for an 
undefined group of children between 9 and 12 years of age, UXkids invented Thomas, an eleven-year-old 
boy with clearly defined media preferences, hobbies, and goals for MOO. 

“UXkids links theory to practice, 
both areas in which they are 

experts. UXkids creates visionary 
concepts and works them out in 

great detail, before validating their 
work in the field. 

A user interface aimed at children 
is really something else than just a 
user interface -- that we’ve learned. 

The added value of UXkids is 
great.”

Coen Thönissen
Operational Director at Heutink ICT
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Redesign

TRANSFORMING WIREFRAMES INTO A VISUAL DESIGN

The wireframes have been translated into and further refined using 
interaction and graphic design. This has led to a new environment for 
MOO. 

Wireframe of the new MOO

Visual design of the new MOO
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4. 

Users are objective and honest. 
Users don’t have their own 
agenda. Their opinion is 100% 
honest and based on their 
experience with your company and 
product. 

Users are usually not very familiar with the technical and 
conceptual side of a product. Yet (or maybe because of it) 
they are a valuable source for feedback when it comes to 
optimizing your product. 

1. 

Users have good ideas and 
valuable suggestions. Based on 
their natural interaction with your 
product, users often have a good 
idea about possible flaws and also 
ideas how to fix them. 

2. 

Users know what matters. Users 
know best when, where and for 
which purpose they use your 
product. Therefore they can 
easily prioritize features and tell 
your whether or not any essential 
features are missing. 

3. 

Users are the expert. Users are 
unique in their needs and goals 
when it comes to a specific 
product. Only they can tell you 
whether or not your product meets 
their expectations.

4 reasons why 
users are your 
best advisors




