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EDIT RIAL
“SO WE

DECIDED
TO ALTER
OUR COURSE.”

FOR YOU..
A while ago, in a student’s house where
multiple Industrial Design students
kept residence, I walked by a pile of old
newspapers and pizza boxes – ready to
be thrown out. This growing pile of old
paper is usually nothing to make a fuss
about in your average frat but this one
made my heart skip a beat (and not in
a good way). I saw an all too familiarly
sized magazine still in its plastic
wrapping on top of the pile. Maybe it
was a misstep – perhaps the owner of
this particular UNiD had not seen his
beautiful copy between the advertising
leaflets and by accident thrown it away
with those. But maybe - and this thought
made my stomach turn – he just did not

care. Even though we are working with
an extremely enthusiastic team who
enjoy making the UNiD for the sake
of fun, we do really want you to enjoy
reading it. So we decided to alter our
course. The last UNiD was new, both in
it’s appearance as in it’s content (with
exactly that as a matching theme and
running topic throughout the articles).
The UNiD you are holding in your hands
right now has a theme inspired by the
readers input: we organized a drink
to look for what you were missing in
the UNiD. And as it appears, you were
looking for the extra, kind of secret
information. Like sitting next to the
kitchen in a restaurant to see how they

prepare your dish. In this UNiD, we
want to share these stories with you.
We want to enable you to dive into the
deep end of the articles. Following the
production line of the Endless Chair,
finding out how some stunning projects
within our faculty were established
and getting introduced to new staff
members, including our new director
of education for the Industrial Design
Graduate Program; all this and more
can be found in UNiD #18 – Behind the
scenes. And with more, I mean Layar.
If you are looking for the background
stories, the extra info, the ‘behind the
scenes’, make sure to check what we’ve
got Layered for you. Enjoy!

WITH LOVE,
THE ENTIRE UNID TEAM.

Lay-out Rachel Rietdijk - Text Doenja Oogjes

Q&A WITH MATTHIAS RAUTERBERG
Matthias Rauterberg, a well educated
and curious man, started his career
with two studies. He got his doctorate in
Computer Science/Mathematics in 1995
at the University of Zurich which got
awarded with the German GI-HCI Award
for being the best PhD in Germany.

This is just the beginning of a long list
of achievements and participations in
interesting stuff prior to his new quest,
to keep our education system going, as
our new Director of Education of the
Master program.
After so many achievements I wonder,
what keeps our new director of
education of the masters program
going?

THE NEW

DIRECTOR
Why did you go for the job of Master
Director of Education?
The main reason is that we have to do
our utmost to make sure that we are to
continue with our competency based
model. There is a lot of ongoing debate
on University level, to relate different
teaching models to each other. Our
system is exceptional, and a lot of other
departments or educational programs
worldwide are very interested in our
approach.
The first Director of Education, Hans
Smits, was in favor of establishing a
higher education that prepares the
student for the future. The future is
something very challenging to foresee.
We may be able to predict the next ten to
twenty years, but the students of today
need to work and give a contribution to
society in a world forty years from now.
How do you educate someone for
the ever-changing future? The only
answer to this in education theory is
a competency based learning model,
where you are primarily encouraged
and enabled to do self directed and
continuous learning.

OF
THE

MASTER

PROGRAM

Do you have any extraordinary
plans for this study?

Each competency consists of three
major parts: knowledge, skills and
attitude.
Knowledge through use of theory,
and skills through prototyping, are
implemented in the learning system
we have today. For the attitude we
have only a very rough feedback
system. What I would like to see is that
we specify the attitude that belongs
to each competency area. This will
also give a concrete answer to why
some competency areas are difficult
to merge. Certain competency areas
have a stronger relation to different
mindsets, which reflect back on your
attitude. This way you can choose the
attitude you are most comfortable with
and specialize on the competency areas
that are attached to that mindset.
As long as I am director of the master
program, what I can appreciate is
launching the idea to enable our master
students’ specialization. My idea is to
implement it in such a way that it is close
in line with our competency framework.
That means that there will not be a
specialized track, but that you have a set

of core competencies in which you want
to establish your specialization. It gives
you a little bit more freedom and at the
end you get diversity in specializations
amongst the master students.

”

WE ARE DOING TOO
WELL. SOME BACHELOR
STUDENTS HAVE ALREADY
GAINED THE SELF CONFIDENCE
TO ENTER THE WORLD.. TO
CONQUER THE WORLD..
My impression is that we are doing
too well: some bachelor students are
already so self-confident that they do
not want to continue with the Master
program.
I agree that students that do not
feel self confident enough are more
motivated to enter the Master program.
It depends very much on the students
themselves, whether they have enough
self-confidence at the end of their
master program, to go out in the world
and to conquer the world. We offer a
learning experience, we can help you,
coach you, but in the end it is your own
learning path.

”

After so many achievements I
wonder.. what keeps our new
director of education of the
masters program going?
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‘To conquer the world... is that the
vision of ID?’

No. It seems like we are in a defense
mode to a certain extent, and then this
kind of terminology comes up. In the
positive sense, you can phrase it like:
we want to convince, demonstrate that
what we are doing here is meaningful.
The whole University has no clue what
we are doing. We attract reasonably
good students, we are doing reasonably
good research, but mainly something is
strange here. Either you are part of it,
and you have a fair chance to understand
what we are doing, or you don’t.
Most of my colleagues and even I don’t
fully understand what it is we’re doing
here. Only we have a view on it. You
have a better understanding than the
teachers do, because you went through
the whole system.
Our way of trying to manage the world is
outdated. It is unavoidable that you will
conquer the world if you went through
the educational system here. It’s in your
system, you cannot do anything else. It
has become part of your second nature.

‘Can we still call our education
Industrial Design?’

If we are honest and look at what we
are doing, we are not doing Industrial
Design on the large scale. Some of
you suffer from this when you apply to
the market. We have a chair position,
compared worldwide, to design
interactive products and systems. This is
why a lot of competing research groups
are jealous. We are one of the very few
places where you have this large scale
effort on this particular topic.
Industrial
Design
was
mainly
established as formgiving for aesthetic
products, 3D design. But if you move
on, by including time as the fourth
dimension, if you design interactive

products, you design the relationship
between the user and a product.

At the beginning of the department,
we did a very simple marketing
analysis: how should we label this
department?

The working title was Man-Machine
Interactions. But with this name, nobody
knew what this department would be all
about, though it perfectly fits to what
we are doing. The closest we could
get, was to label it Industrial Design,
because everybody had an idea of what
industrial design was. Everybody who
entered here was expecting something
similar to the established study at the
Technical University in Delft. Some were
definitely disappointed, but a lot of you
also discovered new opportunities and
got enthusiastic to explore these new
dimensions.

WHOLE
” WORLD THE
IS LOOKING
AT US. AND AT YOU. AT
WHAT WE CAN ACHIEVE.

”

‘What is the added value of the
study of Industrial Design and how
are we going to communicate this
to the world outside our faculty?’

If you apply with a master degree
Industrial Design, it is hard to
communicate your value.
For instance, students from Industrial
Design here in Eindhoven are not as
good in sketching as the students from
Delft. But what you actually learn here,

which is my best guess, is to sketch in
4D. They do 3D sketching, we are far
beyond that.
There is a worldwide trend to capture the
interactivity. Most of the products these
days have to do with the advancement
of electronics and miniaturization.
With upcoming advanced materials
and technologies, like nanotechnology,
products will become smaller and
smaller.
This means that you can empower
products that were not feasible forty
or sixty years ago. Products with a kind
of computational power that makes
them active. How do you design for
that? You are the first ones that can say
something about that. Maybe you still
feel incomplete, but you can cover that
with your self-directed and continuous
learning.

‘What keeps you motivated?’

If you want to describe me, I am very
curious and I have difficulties coping
with boredom. It’s a threat to me. This
environment is perfect for having out of
the box ideas. Every semester we have
the midterm and the final exhibition
and we have hundreds of projects.
Nobody in the entire world can capture
the whole complexity. We create and
we contribute and we create ourselves.
It’s marvelous! It’s gorgeous! I have
been at many Universities and many
departments, as you can recognize
from my CV, but this is a very lively
place. There are so many activities and
workshop we never know of everything
that is going on. The whole system is
lively, very lively.

LOOK
WHAT WE

FOUND
WATCH THE INTERVIEW
WITH LAYAR

‘How do you see our faculty ten
years from now?’

Like I said, it is very hard to predict.
There are two scenarios. One of them is
that our environment perceives us as an
asset and they support us. Then we can
fly off.
Or that all the others that perceive us
as a threat will do everything they can
to get us back in line with the teaching
model that the rest of University
is operating. That are two extreme
scenarios, probably reality will be
somewhere in between.

‘ .. and where do you see yourself?’

Retired. I have a family, and my family
suffers from my external activities. So I
promised to my wife that I would spend
all my time available to take care of my
family.

‘But what about your curiosity
then?’

Ah! Good point. I have the declared
strategy to behave in all elements on
earth, so it’s very simple: air, earth,
water and fire. I’ve gone through the

air, I learned flying in Switzerland,
as in paragliding. Sailing and diving,
for water. Earth, it is just walking and
hitchhiking. Caving - I didn’t do that yet.
As for fire, I couldn’t find a good solution
yet. So the whole program is not yet
completed. Though I am sure that my
wife won’t be very supportive, because
it is getting more and more dangerous.
‘What will make you a good director?’
That I will do my utmost to keep our
system alive. I am fully convinced that
we are doing the right thing, that we
educate you in the best manner we can.
We are writing history. You will
remember, believe me. In thirty or forty
years time, you will look back and say: I
was one of the first generation to study
in this way. You have a competitive
advantage.
It is difficult to pursue this message now.
I can tell you but you do not feel it, you
just feel stressed and challenged by bits
and pieces here and there. But looking
back, you will probably remember what
I am saying now.

VARIATIONS ON
NORMAL
If you ever run out of ideas, this
book will undoubtedly help you
along (or at least give you a laugh).
Variations on Normal is full of ideas
any kid must have envisioned when
they said they wanted to be an
inventor when they grew up. From
hill walking shoes with adjustable
degree of height for the soles to
a scarf with an internal propeller
engine so you can become a
helicopter. So ridiculous, it could
almost be an ID-project.

Lay-out Chris Gruijters - Text Laura Duncker
Photos - Wouter van der Wal
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Mike Thompson is a designer
whose work explores both old
and new technologies in order
to generate fresh relationships
between
function
and
behaviour, questioning common
codes of conduct. As such his
work is inspired by issues such
as sustainability, biotechnology
and psychology.

MIKE
THOMPSON

www.miket.co.uk

WHO IS WHO
CHECK WITH LAYAR

Jan Gillesen is a former ID
student and a new coach in
Comfort and Bonding in Health
Care. His interest as a designer
goes to people with disabilities,
and finding new ways for these
people to express themselves.

JAN
GILLESEN

www.jangillesen.nl

Jorges Alves Lino, returning as
coach at Industrial Design, has
a multidisciplinary background
in art and science and a mixed
context of experiences. He is
keen on delivering user-defined
and competency-based content,
rather than traditional learning
goals.

www.houseofgina.nl

JORGE
ALVES LINO

Flip Ziedses Des Plantes, a new
coach? Not quite. Flip has been
coaching at ID since 2004.
Flip runs a design agency in
Amsterdam, likes coaching and
loves designing highly esthetical
products that work well.
Winning design awards is one of
his stronger competencies.

FLIP ZIEDSES
DES PLANTES

www.fzdp.com

Jeroen Thoolen is, as his linkedin
page indicates, an “inventive
thinker”
who
graduated
from the Delft University of
Technology with a degree
in Industrial Design. Next to
coaching students in Changing
Behavior, Jeroen is Design
and Development director at
VanBerlo.

JEROEN
THOOLEN

www.vanberlo.nl

Ward van der Houwen likes to
inspire the almost un-inspirable.
If life is all about working
together and having fun doing
so, then technology is the
ultimate puzzle that can help us
unite people of all nations and
beliefs.

WARD VAN
DER HOUWEN

Lay-out Mitchell Jacobs - Text Nicolas Nelson
www.by-wire.net

MARINA
TOETERS
9

Photos - Wouter van der Wal

Marina Toeters explores the
gap between designers and
technicians in the world of
fashion. She is member of the
research group Smart Functional
Materials at Saxion and finds
inspiration in talking with
experts in very specific areas.

Lay-out Tom Kölker - Text Dorothe Smit

www.vdhouwen.eu

DIY
DO IT YOURSELF

WHY EVERY SELF-RESPECTING INDUSTRIAL DESIGN
STUDENT SHOULD OWN AN ATX POWER SUPPLY
Those of you who have (some) experience
with power-consuming electronics you
probably already own a power supply. If not,
you should! Not just any power supply, but
one from an old desktop computer.
Regular power supplies often provide a
voltage range from 3 to 12 volts but cannot
handle anything over 1500 mA; these can get
very pricey! This is where a desktop power
supply provides the solution. The one I am
using for this DIY-article cost me about 10
euros and could be considered as antique;
that is in electronic-ages. This old-timer offers
me a DC-output ranging from 3.3, 5 and 12
volts and is, respectively, up for 22.0, 21.0
and 14.0 amps. If you know your electronics
you can also wired it for a 7 volts supply.

An example of where such power supplies
come in handy is when building an interactive
light bar for Strp. We used two of these badboys to empower a ten-meter long bar!
The actual DIY-part..
Every DIY-project has the potential to kill or
seriously harm a person; if you are not sure
whether you hooked it up correctly please
consult an expert! Although I believe that
this is one of many risks being an Industrial
Design student...
Lay-out Jackie Janes - Text Mart Wetzels

WATCH THE VIDEO
WITH LAYAR
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I like it !
What is it?
What explains the communicative
barrier between the perception of
form and verbal languages?
Dear reader. Please picture your favorite
artifact or design. Now add a little bit of
shiny sunlight to this image, and make
another small physical change to your
original mental image - all of this still in
your imagination, of course.
Now, try to explain the thing you just
changed about the design you were
thinking of to your neighbor. That’s
actually quite hard is hard, isn’t it? It turns
out to be challenging to find the right
words.
In the land of art and design we are
working very hard on our creations,
constantly struggling to be original,
and to make something beautiful. And
as much as we appreciate and think we
understand design, we still find it difficult
to communicate our feelings and thoughts
evoked by this design accurately.
But if we recognize beauty, how come
it is so hard to translate our perception
into words? How come we are forced to
use our complete body to make ourselves
understood and why do we, in our struggle
to find the right words, use too many to
describe what can be explained with a
picture so easily?
In the end, the only thing we try to do
is communicate a shared observation.

?
A reality we all have in common. So
the real question is: what explains the
communicative barrier between the
perception of form and verbal languages?
And is there something we can do about
it?
A theory on the use of language
German philosopher Immanuel Kant
shines a suitable light on this difficult
concept. In his work ‘The Critique of
Pure Reason’ he describes the human
mind and the role of experiences of
new things beautifully. Kant states that
when an item occurs to us, we notice the
initial perception. However, observations
in themselves (das Ding an sich) don’t
have any meaning yet. It is because of
our human knowledge, based on worldly
experiences, that we can give meaning to
our observations: our experiences shape
our perceptions into useful notions.
Our knowledge enables us to see beyond
our perceptions: Isaac Newton saw an
apple falling from a tree, but understood
the concept of gravity instead.

!
From perception and experience towards
a vocabulary.
When we perceive something new, we
experience, at first sight, a strictly random
situation.
We try to verbally define the specific
items this situation consists of, which
makes us pick a word that becomes our
representation of the item’s form and the
direct and indirect associations the word
evokes.

words, hoping our personal definitions
accidentally match someone else’s?

For example, let’s say we see a sunflower
for the first time. The moment we get
familiar with this sunflower, we learn,
based on input of others, what it is
and is supposed to be. From then on,
when encountering our newly defined
sunflower, we remember the its form,
shape, smell, behaviour and other
characteristics. The result is that nearly
everything we know has a form definition.

So what if, instead of being scared to
fail, we become enthusiastic to learn?
Become inspired by the richness of big
design events like the Dutch Design Week
and the Salone del Mobile or smaller and
more accessible places like museums and
exhibitions. Enrich your vocabulary with
words from all over the world, defining
items that represent experiences from all
over the world. Every discussion leads to
new insights, thoughts and also suitable
words.

And now?
So, what’s next? Should we all become
sad about all the beautiful things in life
we see and feel, but cannot put into
words? Or should we try to define the
things we see by using countless clueless

We’ll never know if the things we see are
perceived similarly by others if we keep
our findings quiet, positioned next to
our imagination. Fortunately, the world
around us offers countless competent
and useful metaphors to describe your
feelings and experiences already. We just
have to learn how to use them.

So go into the wild and speak out loud,
developing your language on the way.
Lay-out Stijn Stumpel - Text Jan Zekveld

13

Go to the movies and ask anyone in the cinema

Going unnoticed isn’t how Mr. Bond rolls.

to name some actors or directors they like.

What 007 does do is enter the shadows. To

You will probably get an answer. Ask them

summarize the latest Bond movie: it’s old

who their favorite art director, set designer

versus new, analog versus digital. The villain’s

or cinematographer is and I wouldn’t be able

evil deeds have no physical form anymore: as

to answer either. In a movie, actors are the

a hacker he can be evil all around the world

people who tell the story, which makes them

without having to leave his seat.

important enough to be named on the movie
poster, but many more names appear on the
screen after a movie ends. In most movies,
these people work very hard to have their
work go unnoticed, just like a good spy.

SKYFALL
“ WE CAN’T WALK
IN THE SHADOWS
ANYMORE,
THERE
ARE
NO
MORE
SHADOWS!
M: DON’T YOU GET
IT? HE KNOWS US!
HE’S ONE OF US! HE
COMES FROM THE
SAME
PLACE
AS
BOND, A PLACE YOU
SAY DOESN’T EXIST:
THE SHADOWS ! ”

In a sequence early in the movie, these themes
are expressed completely through the set
design. 007 follows a man into a skyscraper in
Shanghai. The floor they arrive on has all glass
walls and there are no lights on except for
giant LED screens on a neighboring building.
The LED screen has animations of Chinese

letters and a giant jellyfish that reflect within

A Clockwork Orange starts with a 01:15

the glass walls creating transient places of

minute long tracking shot of Alex and his

shadow and light. It becomes a maze of digital

friends sitting in the Korova Milk-bar. The

shadows that Bond has to maneuver through.

soundtrack plays a funeral march written for
Queen Mary II. Everybody is sitting still except

The set design supports a good story and in
telling it, the set in this scene even surpasses
the actors who become just silhouettes (a
recurring theme throughout the movie).

A CLOCKWORK
ORANGE

Alex, who is drinking from his glass of milk.
The first shot introduces Alex, the set and the
relationship between the boys. Alex is the
center of it all.

15

“There was me, that is Alex, and my

set up by his friends while breaking

Being no danger to society anymore,

three droogs, that is, Pete, Georgie, and

into a house and killing a lady with her

Alex is freed from prison..

Dim. And we sat in the Korova Milkbar

giant dick sculpture. He is caught by

making up rassoodocks what to do

the police and sentenced to 14 years in

with the evening. The Korova Milkbar

prison.

sold milk plus, milk plus vellocet or
synthemesc or drencrom, which is what

In prison the Ludovico technique is used

we were drinking. This would sharpen

on him: a therapy that would stop him

you up and make you ready for a bit of

from being violent. He is forced to watch

the old ultra-violence.” -Alex

movies of violence and fascism while
being injected with a nausea inducing

The movie follows the adventures of a

drug. The theory is that whenever Alex

young man whose principal interests

has violent thoughts he will feel sick,

are rape, ultra-violence and Beethoven.

which will prevent him from expressing

The first part of the movie shows Alex

those violent thoughts.

exploring his hobbies, but then he is

“I BELIEVE THAT STORY
ALWAYS COMES FIRST
WHEN PLANNING TO
DESIGN ANY GIVEN
SET FOR ANY GIVEN
CHARACTER”
-ROGER DEAKINS
(CINEMATOGRAPHER)
Alex isn’t the only Beethoven fan in this
movie. During the therapy sessions,
the doctors used Beethoven’s Ninth

Symphony as score for the moving pictures,
accidentally conditioning Alex to be disgusted
by the only thing Alex loves: Beethoven. The

LOOK
WHAT WE

FOUND

lady he killed used a bust of Beethoven to
defend herself against Alex. The Minister
of the Interior visits prison and specifically
notices the bust of Beethoven in Alex’s cell.
The writer, a crippled victim of Alex’s crimes
accidentally captures Alex and tortures him
with Beethoven. He also looks awfully similar
to Beethoven in certain shots. Linking these
people to Beethoven connects people from
different parts and layers of society.
The actors tell Alex’s story well. Behind
Alex’s story are the sets providing different
perspectives and backdrops to that story.
In the Korova Milk-bar Alex is a sadistic
psychopath, in prison and hospital he is a guy
with a serious illness trying to get better, and
while undergoing treatment he is a victim of
mind control by an evil government.
The sets and objects aren’t just a colorful
backdrop to the story, they add layers of
meanings on top of Alex’s personal story. The
repeating symbolism throughout the movie
converts Alex’s story into a political power
struggle.

SWITCHEROO
This photography project must
have provided many, many new
profile pictures for the participating
couples. It gives an hilarious image
especially when the guys look
better in the girl’s outfit.

Lay-out Bram de Vogel
Text Erwin Hoogerwoord
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Documentaries and shows like How it’s Made have always intrigued me. Seeing all the different
steps necessary to make a final product makes you wonder: shouldn’t this be the next step for
students at our faculty? For some reason though, we neither know about nor integrate all the
manufacturing constraints in our design process.
At ID we focus on an open mind to come up
with innovative concepts and developing
communicative prototypes. Training to be
industrial designers, we learn surprisingly
little about manufacturing processes. Are we
even industrial designers, if we know nothing
about the industry?
You could argue that at ID, we don’t need to
learn about these processes as much because
our focus is on developing innovative
concepts. However, Industrial Design students
focus on shape and choice of materials while
ignoring the restrictions that apply to mass
produced products. We know how to build
things once, but when there is a demand
for more products we lack in knowledge to
create those in an effective manner in terms
of materials, manufacturing processes, costs
and time.
Especially when working in the real world it
is important to be at least informed about the
consequences and possible limitations our
decisions about material use and shape bring
with them.
The local designer Dirk van der Kooij took
a different approach to the manufacturing
process and extended the design of his
product to the way his product should be
mass-produced. Most people will remember
his Endless chair series from the 2012 DDW.
He was very interested in the way you could
see how shapes were built in a 3D printer. To
emphasize the structure and speed up the
manufacturing process he developed a 3D
printing technique on a much bigger scale,
using a robot arm. He saw a unique advantage

over injection molding, because with this
new manufacturing technique he was able to
make many different iterations quickly, and
finally come up with a comfortable chair that
was fast to produce and easily adjusted.
Dirk graduated from the Design Academy
in 2010 and explains that when he studied,
he didn’t learn about manufacturing from
books or classes, but instead he had to find
everything out by himself, and learned by
doing. There are a couple of critical features
of design that get pushed to the limit when
exploring various ways of making, which
offers a greater insight into specific fields of
manufacturing. To him this is the best way
of doing it, because it prepares you for a
future profession where knowledge of new
manufacturing methods and solutions also
has to be acquired in a self directed way. It
is a never ending process of learning and
innovating.
The lack of focus on production processes
at our faculty means that there is a growing
need for us to independently become aware
of the importance of manufacturing and
all it entails. But while you could see the
manufacturing process and all the challenges
that may come with it as a burden of added
issues to the design process, it’s better to see
it as an opportunity. As Dirk van der Kooij’s
design proves, the production process can
be a source of inspiration and a means to
innovate on a completely different level.
Open your eyes and become aware of this
entire new world of opportunities that
present themselves around you!
Lay-out & Text Jacky Janes
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Jeannette Schoumacher

We do some pretty cool stuff at
our faculty. I don’t have to tell you
that - but perhaps we all need to
tell the rest of the world a bit more;
not only to create a more prominent
reputation for our faculty, but for
ourselves as well. In this modern age
where sharing is easy and high on
our priority list, why are we keeping
so much of our professional life to
ourselves? Take for example Pinokio,
an interactive lamp which recognizes
humans, searches for their attention
and refuses to be turned off. Pinokio
was made by three students from
Victoria University in Wellington
for a Physical Computing class and
was a big hit on design blogs early
2013. Which makes me wonder: why
aren’t we seeing more assignment or
module results in design media?
Jeanette
Schoumacher,
communication officer of our faculty
agrees and believes the personal
promotion of students should be
emphasized more at our faculty.
For example, at TU Delft, personal
branding and marketing is much
more integrated in the curriculum.
“Industrial Design students need
more help presenting their work in
a professional way”, she says, “when
I see work of students at external
exhibitions I often feel as if they

Lay-out Martijn Veenstra - Text Doenja Oogjes

“

“

It is not uncommon that when
mentioning
‘Design’
and
‘Eindhoven’, thoughts are easily
directed towards Design Academy
rather than our wonderful faculty.
And, perhaps for exactly that
reason, the projects from the
Design Academy get more media
attention, get exhibited at various
fairs and are, overall, better
known by the public. Or are these
appearances deceptive? Industrial
Design students do get these kinds
of opportunities - but whether we
know how to get the best out of
them is another story.

INDUSTRIAL DESIGN STUDENTS NEED
MORE HELP PRESENTING THEIR WORK
IN A PROFESSIONAL WAY

missed out on a great opportunity.
The presentation is often still a bit
student-y”. It goes without saying
that these external exhibitions are
a great way to promote yourself, to
get your project some attention and
to get your name out there. That’s
why students say yes to an offer to
exhibit at a fair. But as time is limited
and money tight, most of us will be
happy to just get their (functioning)
prototype up there. This is where
teaming up with the faculty can
benefit both sides.
“That is the big difference with the
Design Academy”, Jeanette says,
“The school’s name is on everything
that’s out there and that is why it is
noticed”. A more unified presentation
towards to world outside of the TU/e
can create broader recognition and
appreciation from the public for
both the student and the TU/e. “The
TU/e can help with the professional
presentation and in terms of time
and money”, Jeanette adds.
But what about our “own” fair during
the Dutch Design Week? What is it
exactly the faculty wants to show
with ID’X? Jeanette, also involved
in realizing the exhibition each year,
tells me the exhibition should show
more than only finished products.
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“The (research) processes behind
the product is what students excel in
at our faculty. The exhibited projects
should be selected on what story
we want to tell with the exhibition.
Whether a student received an
excellent verdict or not should not
be exaggerated in this election
process. Some excellent projects
are hardly exposable, whereas other
projects might communicate an idea
convincingly. We need projects that
are presentable, contain innovative
concepts and are understandable for
the audience. Projects that represent
our faculty.”
So yes, students can help shape
the image of the faculty - but what
about our own image? Wouter
Widdershoven, Industrial Design
alumnus and now one half of Studio
TOER, an Eindhoven-based design
studio which has been appearing on
many design blogs.
“You have to invest,” he says, “both

time and money. We spend a lot of
time on appearing on design fairs
and sending out press releases
regarding new products”.
Studio TOER started paying time
to their press coverage in order to
attract new clients. “It’s important
to stay visible, but also personal in
a way. No ‘cold acquisition’ as you
could call it. Our press list consists
only of contacts who have showed
interest in us before. Whether they
have covered one of our products
on their blog or if we have talked to
them on a design fair; we somehow
already ‘know’ them.”
Next to this personal approach,
Wouter urges the importance of the
story. “It has to be understandable for
your auntie, without compromising
on your vision. Also think about your
vocabulary: at ID we know you don’t
mean websites when you’re talking
about interaction design - but
outside of ID this might need more
of an explanation. Just make sure
the core of your story comes across”.
ID-student actually do a lot already,
we just don’t always know it. “It
would be nice to create a yearbook”
Jeanette says, “So we can actually
see what it is that we do. To show
each other and the world.”

15/2 - 8/8 16/5 - 17/5
17/2 - 19/5 31/5 - 8/6
13/6
25/4
Te[ch]x(t)iles
MOTI, Breda

What Design Can Do, Conference
Stadsschouwburg Amsterdam

Space Oddysey 2.0
z33 Hasselt

Dutch Technology Week
Eindhoven

How to start your own business?
KVK Eindhoven

How to start as a freelancer?
KVK Eindhoven

DO’S
AND
DONT’S

When approaching design blogs

Do keep your goal in mind. This
will prevent you from simply
egotripping and help you to select
blogs that fit that goal.
Do make your story
understandable, but stay true to
yourself (and your vision).
Don’t send in text without a
spelling check.
Do use great visuals that match
your story. Especially with ID
projects, where the aesthetics of
the design are not always the
key-story in the product but the
vision behind it is, you might
want to consider whether an
infographic or something similar
is more powerful than a picture of
the actual prototype.
Don’t leave your product when
given the opportunity to present
your work on a design fair! The
most interesting people tend to
come by at moments you least
expect it.
Do sleep when you can, you’re
going to need it for the times
when you don’t have time for it.
And it makes you more productive,
creative and effective.

Wouter Widdershoven

“

“

IT HAS TO BE UNDERSTANDABLE
FOR YOUR AUNTIE, WITHOUT
COMPROMISING YOUR VISION.

LOOK
WHAT WE

FOUND

ASTRONAUT
BEDSHEET
It won’t be long until next to booking
trips to spain on Sunweb you can
book a 10-day trip into outer space
on Moonweb - so you might as well
get cosy with the matter. Snuggle
up in this bed sheet and prepare for
dreams of E.T.
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100%

It seems only yesterday when prophecies of
doom clouded my thoughts on the upcoming
M12 research project. The digging up of
useful information from a massive amount of
dull scientific papers, the endless staring at
computer screens filled with data, and, to top
it all off, the boring writing of an academic
report. And yes, it all became reality in my
research project.
However, it felt and went a lot better than
I expected. Looking back I can say that
this research project became my most
rewarding project to date and, surprisingly
so, I really enjoyed doing it. After reading
lots and lots of interesting papers about
child development theories, fantasy play,
interactive playgrounds, open ended play,
anthropomorphism/zoomorphism, etc., I
knew what I wanted to do: I wanted to study
the affordances necessary to elicit playful
experiences in children with the use of

sleeping (zoomorphic) objects. To cut a long
story short: the ZooMor’s were born.

STUDENT
P RO J E C T
z o o m o r
D A N I E L
V
A
N
PAESSCHEN

Lay-out Luuk Rombouts - Text The students

The ZooMor’s were zoomorphic objects that
could simulate the characteristics of sleeping
and waking up. Armed with these ‘sleepy
creatures’ and with the effortless help of the
enthusiastic children at the Ontdekfabriek
at STRIJP-S I conducted several empirical
studies. These studies were part of four
research through design cycles that enabled
me to create and validate the affordances
that seemed necessary to elicit playful
experiences in children.
This research project has giving me a lot
of insights on how to conduct empirical
studies with children, how to use and analyze
qualitative data and on how children behaved
around these sleeping objects. No stack of
theoretical papers says more about the play
of children than actually observing them play.

Pronounced as “tchk tchk”, [ ] transforms
anything it is attached to into a sound game
controller. For example, you can wind up your
tennis racket to build up a smash sound. The
goal of [ ] is to enhance sports and outdoor
games through computer game and cinema
mechanics, so that they appeal to gamers who
are not doing enough exercise or socializing.

STUDENT
P RO J E C T

This project appeared from a personal
problem I had gone through. I had a gaming
addiction to World of Warcraft. It wasn’t the
first game I got sucked into, but this game was
the most dangerous. For two years and a bit
I spent a minimum of 6 hours a day playing
the game. I ate terribly, barely exercised, did
badly at school and alienated myself from my
friends. And when I deleted my account... I
couldn’t relate well with the boring and cruel
world.
Sports were the secret to making new friends
and staying healthy. I still play games often

tchk

tchk

R
H
Y
S
D U I N D A M

enough, but now I have balanced it out with
sports and social things. By adding a gaming
“vibe” on top of sports, I hope to get both
athletes and gamers having fun together.
My process for the project was simple
enough. Explore (read, watch, play) and make
(prototypes, sketches, diagrams) and repeat
continuously! Instead of spending too much
time researching, I used what I knew and then
just started building. You end up learning
more, faster. Make, make, make, and it will
always end up great!
Since this is my FMP, this is the first half of
the project. The next stage will be the tough
part; [ ]’s game design. Sound-only games are
a virgin territory for me, and to be honest,
no games I know completely avoid visual
stimulus. There is nothing to hold onto, but
hey... I figure if I have fun making, making,
making and talking to loads of people, it
should be fine.

60

%
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WE TAKE ONE STEP BACK
TO TAKE A LEAP FORWARD

WORLD

BEARD

THE RETURN OF THE SEVENTIES

The upcoming aesthetics of today’s world are interesting. When you take a look at their historical
background, it is no wonder that we grow our beards in these times, find them sexy and reject the less
hardened male. We are presuming that times will get more difficult for us, financially.
To prepare ourselves we like the aesthetics of the world to support us with a strong and experienced
look. Hoping that we will make it through...
Forty years ago the oil crisis changed
the perspective on resources. This had
nothing to do with the survival of the
world, but with world powers. The oil
boycott brought us the car free Sunday.
Roller skating on the highways, what
a lovely sight that must have been.
Blond girls in shorts rolling over the
sunny roads. In the second oil crisis this
sight was improved by the same girls
listening to their first, colorfull, Sony
Walkman’s (1979).
However, an economic crisis due to the
oil boycott caused unemployment. More
time to roller skate you might think, but
unemployment causes depressions. Yet
another reason to fight it off. Fight for
your rights, strike, or be a feminist!
Even in the more superficial parts of
society some alterations took place.
We got the aesthetic permission to
introduce color in children’s clothing
and wear flower prints all over the
place.
Unlike in the seventies we have lived
a long time without war or anything
‘real’ to fight for. But we are on the
edge of change. Economy is crashing,
unemployment is increasing and we are
longing for safekeeping.

Lay-out Daniël van Paesschen

We rely on what we know that worked
for us in the past.
The era of fast development will get
yet another boost. It is the first time in
forty years, that men are aesthetically
in their right to grow beards again. This
is an example of our new perspective
which provides us with opportunities.
The aesthetics of the nerd will become
the one of the hipster again. Just to
support the rising line after the depths
we will have to face. We realize that we
need the smarties, and if not available,
we just copy their looks. Keep up the
appearances that we know how to
handle the changes we are up against.
If you do not want to pretend, here is
something to keep your hopes up...
Our creativity is prosperous when we
face limitations. Free from success, we no
longer need to be bold to communicate
triumph. Due to the economic crisis, we
do not like the failures of the past, and
reject their appearance and their ways.
Therefore, this minor setback compared
to what we had to endure in advance of
the seventies, will push us into a new
chapter of fast development. We take
one step back to make a leap forward.

Text Laura Duncker

With the seventies a new era started
in which one technological innovation
followed the other. The first PC by
Apple, the tape and tape recorder that
brought us portable sounds.
Now, we only just arrived in our teen
days.. puberty really, of the twenty-first
century. Until adulthood we have a lot
of development yet to come.
We humans are adaptable, we have the
ability to adapt to circumstances. I may
conclude that we even adapt our taste.
Our favourite sweater in the eighties,
has become our most unspeakable
treasured item, to be retrieved from the
far end of our closet. These looks may
come back to us, dressed up differently,
but in essence the same.
These alternating times open new
perspectives and new opportunities. A
different set of rules apply in different
times. Right now we are allowed to step
away from the cleanness and use the
traces of life in design.
Just like any other leader that got
us through the war. We will reject
its aesthetics when we are ready for
change again. Thank you, you did a good
job, but goodbye.

Illustration Joric Koghee
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Business Model Inc.

INTERNSHIP

Business Models Inc. is an international strategy and business model consulting agency that helps
organizations to find new ways of doing business. The company might ring a bell with several
Industrial Design students through the book “Business Model Generation”. UNiD Magazine
interviewed Jim Steenbakkers, who did his internship there.

How did you get in?
During the assignment Business
Modeling, I met Camilla van den Boom
who also runs the company Business
Models Inc. Sending your portfolio and
waiting for a reply is not sufficient to get
in. The company is looking for interns
who create their own assignment,
which is valuable for both student and
company. The best chance to get in is to
have good contacts within the company,
like knowing Camilla.
Why did you choose Business Model Inc.?
The most important reason for me was
the changing field of design. Making
a product is one thing, but creating a
revenue model around it is something

else. Learning how to market and
implement products were my most
important learning goals.
What did you do?
For the internship I did extensive
research in the field of business model
validation. This is the part where you
create a business model for a product
and go out to test it with customers, to
see whether the assumptions in your
business model are true or false. You
can expect that a customer will pay
50 euros for your product, but you will
only find out for real when you actually
approach the customer.

Did the internship meet up to your
expectations, how so?
Actually, the internship exceeded
my expectations. I was able to learn
more in practice during the course of
this internship than I could have ever
imagined. About myself, my vision and
my future. The internship motivated
me to dive into the world of business. It
convinced me to follow up the Industrial
Design bachelor, with a master in
Strategic Management.
Business Model Inc. offered me a parttime job as a business designer, which
I’m doing now next to the study.
Lay-out Tom Kölker - Text Banaz Palani
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YOUR
RESPONSIBILITY AS
A DESIGNER IS TO
CREATE DOWNS IN
THE LIFE OF THE
USER.

DESIGN

TERRORIST

Once, during a lecture, Tobie Kerridge briefly
mentioned ‘the responsibilities of a designer’.
Now this phrase is as odd as it is interesting.
There is no agreement on what these
responsibilities are. Is it making the world
‘a better place’? Is it following the rules? If
so, can you still consider yourself a designer,
as we aim for innovations and discovering
new fields of design? Since these places are
not yet discovered there will most likely be
no rules, no jurisdictions and, therefore, no
responsibilities (yet).
In the undiscovered country of innovation
the designer can take up two roles: the role
of the conqueror, such as the classical ‘Italian
designer’ who seems to always know best and

his design is law; and the role of the explorer,
the modern ‘industrial designer’ who works
more as a facilitator or consultant. The first
tries to impose his rules in a land without
rules; the other tries to create rules based on
the flow of the land and its societies. These
societies might already have their own rules
and standards. Shall we ignore or break these,
and enforce the ten commandments of Dieter
Rams? This brings us to ‘design terror’, the
involuntary societal change imposed upon
society, either by choice of the designer or
as a request from a higher force, say a big
company or government department.
When exploring the native societies of the
land of innovation, you can come to the

Lay-out Luuk Rombouts - Text Bert Bogaerts

“
DO YOU WANT
YOUR KIDS TO
ATTACH TO
YOU OR TO
A GLORIFIED
TELEPHONE?

”

conclusion that people tend to avoid
confrontations as much as possible.
But sometimes, they either cannot
avoid it or there is a sudden need for
confrontation. These confrontations
can be challenging and that is a
reason to confront: it either turns out
good, then hurray! The scenario the
user envisioned worked! Or it turns
out bad, in which case a user learned
something new and unexpected. But
avoiding confrontations creates a lack
of stimulus and people need stimuli like
confrontations - especially bad ones.
They need to experience the downs in
order to see the ups. If they didn’t, life
would be particularly bland.
A
designer
shouldn’t
remove
confrontation from the life of the user.
He shouldn’t create a continuous flow
of ups through design, if that is even
possible. Only ups without downs
would create a single rising line, but
it is the steepness that makes the
experience interesting. The lack of
confrontations and other stimuli in
form of peaks and valleys would cause
that line to be experienced as a single
horizontal plane; something bland
and uninteresting. People love each
other for their differences, as well as
their similarities. And the same goes
for products if you want people to get
attached to them.
This is an excuse to use design as a

means to terrorize the user; to create
stimuli by means of confrontation to
let users experience the downs of their
lives, all the things they have been
running away from or avoiding, whilst
most other products try to only hide
these downs.
To make a cruel example of design
terrorism for confrontation: products
that make a working mother realize
that, although the perfect Mrs. Robot
at the kindergarten has given her
kids some attachment to her, she was
just dumping her kids and relying on
a product to take care of them, thus
avoiding confrontation.
People are becoming too attached to
products and design as a way of solving
all of their problems. At this faculty
you see projects and students trying
to create technical solutions for social
problems and removing confrontations,
while they actually should be creating
confrontations and make people talk to
each other and not to, or via, a product.
So please, design a product that makes
the working mom more and more
excited at the end of her shift about
picking up her kids and interacting with
them, because the product makes her
feel just a little bit guilty about leaving
them in kindergarten, but only a tiny bit,
to improve the sense of satisfaction and
excitement when she actually does pick
up her kids. All this, instead of a robot at
kindergarten that has mom’s voice and
image, so that she can semi-interact
with her kids from her office. Do you
want your kids to attach to you or to a
glorified telephone?
Your responsibility as a designer is to
create downs in the life of the user.
Explore the lands of innovation and
opportunity and then slowly take over
until you own it al. Don’t just flat out
conquer them or keep exploring without
making impact.
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BEHIND THE
START-UPS
For many ID students starting up a company
is on their bucket list. But for a department
so focused on entrepreneurship, we know
shockingly little about becoming an
entrepreneur. UNiD Magazine sat down with
ambitious newbies – Tom and Lotte from
Fabriquesfoutje – a chance to talk with a more
experienced entrepreneur – Teun from De
Bende – to find out the ins and outs of starting
your own company.
Teun: De Bende is a group of four people who
create interactive light installations. We first
got together during the Glow module at the
TU/e but we found ourselves sitting in a bar
every night after work was done, talking about
all the amazing things we could do with light.
So the four of us started De Bende.
Lotte: The idea behind Fabriquesfoutje is to
offer a platform for ourselves and other young
designers to sell their products.
Tom: Our philosophy is that design artifacts
don’t have to be so expensive, and if it is
expensive, you need to be able to see why.
So we’re trying to set that up now and we’re
thinking things through. We really want to
produce products and sell them which means
you have to invest a lot beforehand, so I was
wondering, Teun, how do you do that? Do you
have a lot of overhead costs?
Teun: From the profits of our first few jobs
we built a buffer of materials, so we have
something to work with. But we don’t have
an office, which makes a huge difference.
Before we really started we talked to a retired
entrepreneur to find out how much money we
should ask. We felt bad about asking €60,- an
hour. But he told us that you have to get out of
it what you put in, at least. You should also hire
an accountant. In the first few years, they can
just cross out a lot of costs, like taxes. So even
though hiring an accountant costs some money,
it will pay itself back.

Lotte: And how did you start out with acquiring
clients?
Teun: Our first client, De Krabbedans, saw
an interview about our Glow project in the
newspaper. And that was a pretty big project,
the first exhibition in their new exhibition
space. But we also rely on the grapevine. For
example, Chet [Bangaru, red.] came to us,
asking: “You guys do something with light,
right?”, because he knew someone who had a
job for us. It’s a combination between existing
connections and publicity.
Lotte: Getting our first clients is a big challenge
for us. And then there’s of course the problem
that if you sell within your own group of friends
and family you’re tempted to say: “Here’s a
€10,- discount, grandma.”
Teun: You have to be strict with your clients.
Start out with your normal price: you can
always give them a discount. But don’t forget
to put it on the invoice as a discount so people
won’t expect those prices the next time.
Tom: We want to try offering new products
for a lower price, like “Normally it’s €30,- but
because it’s new, you’re getting a discount!”
And if the product is a hit, you can sell it for
€30,-.
Lotte: I was also wondering about team work:
how does that work for you? Because Tom and
I have been friends for a really long time, but
we’ve never actually worked together.
Teun: What is important to remember, is that at
some point, it will go wrong. You just have to
make sure that you keep the relationship open.
You need someone in your team that can tell
you that you’re not doing it right. Whenever
that happens to me, I think “Okay, this sucks,
but I like it so much when the little lights blink.”
And then I always find motivation to go on.
Lay-out Stijn Stumpel - Text Dorothe Smit

“OUR PRODUCTS DON’T HAVE TO SOLVE SOCIETAL PROBLEMS.
IT CAN BE A SOUP LADLE. BUT A FUN SOUP LADLE. ”
– TOM RAIJMAKERS

“BUT I LIKE IT SO MUCH WHEN THE LITTLE LIGHTS BLINK. “
– TEUN VINKEN
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TOO MUCH

COLUMN

TMI, THE FINE LINE BETWEEN KNOWING ENOUGH AND KNOWING TOO MUCH
Us humans - and perhaps especially us
designers - have a thing for going where we
are not allowed to go, for knowing what not
many know: behind the scenes. There is a fog
of mystery around the matter, and it is that
mystery that lures us in. We want to know
more. But when we do, the magic’s gone. It’s a
delicate twofold.
There are some things you wish you had
never uncovered the truth about, like the
amount of calories in a candy bar, Sinterklaas
being a fraud or the deception of the
cyclists performance in the tour de France (a
superhumanly achievement - what a hero!)
when you find out they were all using dope.
Sometimes ignorance is bliss. But we have
this urge to reveal secrets, unravel mysteries
and discover the real story. There’s this thrill
in finding the last piece of the puzzle that
makes the story complete.
Well, I have to admit that things have been
made easier throughout the years. In this
age of sharing, we are leaving little to the
imagination. When you think you’ve caught
a glimpse of mystery... it’s gone immediately
when you find out the tall dark handsome
stranger just tweeted he pooped a smiley
face shaped turd (even though that is actually
pretty impressive). Is mystery part of another
age?

There might be a turnaround. Facebook,
mother of social networks, is losing it’s cool
according to those who decide upon that the youth! And it’s not just Facebook. Online

”

WILL WE BE TALKING
TO EACH OTHER IN OUR
NURSING HOMES ABOUT
‘THE UNKNOWN’ AS PART
OF THE GOOD OLD DAYS?

”

sharing, in general, is changing. Sites like
Tumblr and apps like Snapchat and Instagram
are taking over the market - more about
sharing, less about bragging. At least not
about your turd, I assume. Instagram recently
reprimanded Madonna on showing too much
skin (shocking, coming from her) on her
photo’s so they will probably censor the shit
out of your... well, shit.
And then all of a sudden - it’s back! Why is
there a blurry haze over that picture? What is
it covering? The mystery has returned - until
you find out, at least.
Lay-out Rachel Rietdijk - Text Doenja Oogjes

35

CHECK OUT THE FIRST STEP OF SNEP’S PROCESS

1
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PACKAGE
DELIVERY

LETS CAPTURE THE
INDUSTRIAL DESIGN
EXPERIENCE

Like Matthias Rauterberg said in the
interview, the paradigm at Industrial
Design is kind of up side down.
The UNiD magazine is going to let the
directors and coaches back in charge
by letting them conduct the upcoming
interview. They will ask us students the
ins and outs of our study experience.

How have you changed the most? What
is your tip for upcoming ID students?
Why does this study work for you? Is it
true that there is a coach black list?

In the course of the upcoming weeks,
we will expose more of this event, which
will ofcourse become a new article and
video for the next UNiD.

Sit in our confession design chair,
expect tough questions and tell us what
you think!

We want the misfits, still waters, the
loud and known.. all of you, to express
why Industrial Design smells or rocks.

Lay-outs Chris Gruijters

