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ICON

YOU WILL NOT MISS OUT ON SUMMER

LOOK WHAT WE
FOUND ICON

INDUSTRIAL
DESIGN ICON

INTERVIEW ICON

ARTICLE ICON

LAYAR ICON
Lay-out Rachel Rietdijk - Text Doenja Oogjes

YES!
The deadlines are gone. For the next
few weeks (at least), our to-do lists
will consist out of peaceful, stressless,
serene and calm tasks such as ‘go out
and get some ice-cream’, ‘buy new pair
of sunglasses’ and ‘get tan’. Time to
relax and enjoy the weather.
Right. But as I am writing this, we are
still in the midst of all sorts of deadlines.
To-do lists are overflowing or worse,
there are no to-do lists, because they
take time to make. Did I mention sun
before? The Dutch spring is so akin to
autumn, the trees are getting confused.

And frankly, so are we: “Is that blossom
floating through the air or is it snowing
again?”
It is hard to imagine the sunny state
described earlier. And perhaps you
might even be having trouble shifting
from your work-state to that summer
vibe. We can comprehend, and we are
here to help. With articles about ice
cream (yum!), creativity throughout
the seasons and the urge of us humans
to worship the sun explained, you will
undoubtedly come to relax and get in
that summery vibe. But we also have

some fun stuff for you to do, you know,
for those times you are all relaxed
out and kind of bored. Make your own
concrete stool or a solar charger, or visit
some of the exhibitions we present in
the Summer Agenda! You will not miss
out on summer... this UNiD is full of it!
Bikini’s, ice cream, no more deadlines,
laying on the beach & enjoying this
UNiD - something else you can cross
off your peaceful, stressless, serene and
calm to do list.

HAVE A NICE SUMMER!
The entire UNiD team.

ICE ICE
BABY

The tale of the ice cream dates back to 400 BC where
the Persian Empire used to pour grape-juice over snow,
and eat this as a treat. Much later the Roman Emperor
Nero used to get ice from the mountains and combined
it with fruit toppings. This was called the royal treat.
Until the day of today people from all over the world
eat ice cream throughout the year - but especially
when the weather is warm! We even go to a special
salon for our treat of ice cream. But what makes ice
cream so special?

ice cream
noun

1
2
3

|,ais ‘krim|

a happy drug;
a common cure for broken hearted females;
a cold and delicious treat, perfect on hot
summer days.
“Can I have a cold delicious treat please? I could
use some cooling off.”

LOOK
You hear the music of the ice cream
cart in the distance, your heart skips a
beat and you preferably want to run
to the car to get your delicious frozen
treat - some people even get so excited
eating ice cream that they get rewarded
with a brain freeze.
Eating ice cream really does make you
happy. Scientists have found that a
spoonful of the cold stuff lights up the
same pleasure center in the brain as
winning money or listening to your
favorite music.
Gelato, the original ice cream, was
produced in a very crude manner, in a
tub with ice and salt, stirred by hand. As
this mixture froze with a slow-stirring
motion, air wasn’t likely to be whipped
into the product. For this craft some
skills are needed. You hand needs to
be cold-resistant for one but most
importantly, you have to know how to
stir and for how long to get the desired
smoothness of the gelato.
During
the
American
Industrial
Revolution the continuous-freezer
was developed. It could be set to whip
up to 60% air into the frozen finished

product. The air makes the ice cream
soft and light, easy to scoop and has a
nice texture in the mouth. Until the day
of today this process is used to produce
soft ice cream. This way of producing
ice cream was perfect for the capitalism
in the US since they were focused on
selling as much and as fast they could.
We can argue about how greedy they
are, but as long as we’re getting to eat
a delicious cone of heaven, we’re not
complaining.

WHAT WE

FOUND

Now we would encourage you to
develop your ice cream making skills
this summer and try to top the best
ice cream makers in town with your
own flavors, but there are still some
crazy-flavored ice-creams to be tried
yet. Have you for example ever tried the
caviar ice cream in Paris? The Parmesan
ice cream in Florence? Or maybe the
purple colored Octopus ice cream in
Japan?
For flavors closer to home, go visit the ice
cream salon La Toscana in Eindhoven. It
has over 60 kinds of gelato all prepared
in a traditional Italian way.
Enjoy your creamy summer and take it
easy with the brain freezes!
Lay-out Martijn Veenstra - Text Banaz Palani

BUBBLE-WRAP
TYPOGRAPHY
The famous bubble-wrap paper that
leaves us wasting 20 minutes of our
lives every time we encounter it is
now combined with typography!
Spanish-based
graphic
design
studio Lo Siento combined the
two for a cover of Wired Magazine.
Check it out!

“IT’S A FACT: ICE CREAM
MAKES YOU HAPPY.”
5

BY THE DIRECTORS
Q&A WITH THE STUDENTS

Two rooms, two directors, seven students
and one sentence of information. This
late night show at the faculty had an
unique set-up; a set-up that would allow
students to open up to our directors of
education. The two directors, Matthias
and Miguel, were seated at a table in
room number 1. The students, one after
another, were seated on a chair in room
number 2. The directors and students

communicated through a microphone
setup in which the students’ voices
were distorted, assuring that they
would stay anonymous. In a three-hour
session the directors interviewed the
students, having only one sentence of
information on each student. A recipe
for an interesting and openhearted
evening!

BEING ASSESSED BY A SINGLE PERSON: SUBJECTIVE!

IN MY OPINION

?

25%

OF THE SO-CALLED
C O A C H E S
ARE USELESS

IT IS NOT A

3D
PRINTING
NOT ALLOWED
?

CHECK
L I S T

MISS-ASSESSMENTS
7
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“
TRAINED
TO LEARN
“

Assessment
One of the more prominent subjects
during the interviews was the
assessment. For many students the
assessment period is an exciting and
sometimes stressful period. One of
the students even talked about stresssmells, which had to be masked with
Rexona. Logically the students want
to impress the assessors by getting
their story straight, complying to the
desires of the assessor and maybe even
‘seduce’ the assessor. Subjectivity was
one of words that most students linked
to the assessment procedure. This was
illustrated by one of the students who
said that the assessment could be scary
because there is no checklist of things
that has to be done and the fact that
feelings are involved.

Means, Not Ends
Influencing the assessor, using tricks
and complying with a list of desires of
an assessor proves that the assessment
is seen as an end and not as a means.
“Our assignments, modules and projects
are means and not ends,” Rauterberg
says. They are opportunities to learn
new skills and knowledge in order to
develop yourself to the type of designer
you want to become. The same goes for
the assessment. The assessment is a
time to reflect on your development, it
is a time to prove to yourself that you
are on track with the development that
you envision. The assessor is merely a
way to comply with the rules set by
the government. Perhaps students
should try to look at the assessment in
a different way.

The Unwritten Rules
The students talked about subjectivity
and the lack of a checklist for the
assessment. On the other hand though,
the students were able to mention
quite some rules and guidelines they
seemed to follow very nicely. Strangely
enough the directors were not familiar
with these. An example of an unwritten
rule is that a working prototype has to
be present at the assessment period.
So how did these guidelines spread
amongst students, and even amongst
some coaches? Is this a matter of poor
communication, or is it an occurrence
of a situation that becomes rule?
Whatever it is, there clearly is room
for improvement in matching the
expectations of the faculty to those of
students.

2:

2

:7

LOOK

WHAT WE

FOUND
WATCH THE MOVIE

WANT TO LEARN MORE AND GET IN DEPTH DETAILS ON THE SUBJECTS?

Communication and Trust
This brings us to the discussion
about communication and trust. The
students that were interviewed had the
opportunity to completely open up. But
the directors noticed that the students
were still very careful with what they
said. Why is this? They clearly have
aspects in the system that they would
like to see differently, and they now had
the opportunity to tell this to the people
who can make things change. Why
didn’t the students open up? Maybe this
had to do with the fact that they were
afraid for repercussions during their
assessments in the future, or maybe
they just did not feel like starting those
discussions.

We can conclude that there may be an
issue of distrust between the students
and the faculty. In order for the faculty
to be able to improve the system, the
faculty has to know what is going on
amongst the students. This means they
should communicate with the students.
But at the same time the students
should open up and communicate as
well. The input you give as a student
can help the faculty further develop
its system in order for you to further
develop as a designer. See trust as a
means for development.

SMART
DISTRIBUTING
Coca Cola is everywhere. Hurricanes,
floods and tsunamis would not be
able to stop the bottles from getting
to the store. British aid worker
Simon Berry realized this while
working in Zambia, where Coca
Cola was available in even the most
rural villages, yet simple medicines
were not. This is when he came up
with Kit Tamayo, an anti-diarrhea kit
which fits exactly in the voids of the
Cola crates, nestled between
the bottles.

Lay-out Chris Gruijters - Text Nicolas Nelson
Photos Stef Arends
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Researching
end-user
development,
Daniel
is
designing a control system
for
an
electronic
game
board. Therapists with little
understanding of technology
can design custom revalidation
games for patients who suffered
a stroke. The vision behind it is
to build bridges between the
technology and the user, giving
the user more control.

DANIEL
TETTEROO

www.danieltetteroo.nl

WHO IS WHO
Lay-Out Stijn Stumpel - Text Erwin Hoogerwoord - Photos Wouter van der Wal

As part of the HTAS-Verified
automotive research project,
Swethan researches by-wire
steering using a BMW, Jaguar
and the driving simulator
at ID. With by-wire steering
and suspension the way the
car steers and feels can be
controlled dynamically. The
driving simulator is available for
bachelor and master students so
you are invited to use it!

SWETHAN

ANAND
Freshly promoted Eva Deckers
finished Cum Laude with
her
doctoral
dissertation:
‘Perceptive Qualities in Systems
of Interactive Products’. It all
started with one question:
“I perceive you perceiving me
and you perceive me perceiving
you.” Can this also happen
between person and artifact?
www.perceptivequalities.com

EVA
DECKERS

Idowu just started his 4 year
research project on health care
over distance. Idowu explained
his learning process: in the ID
Bachelor and Master you learn
to design a product. In the
PhD, your process begins with
thinking in abstract concepts, so
don’t think ‘sensor wristband’
but think ‘abstract system
that includes doctor, patient,
technology’ and so on.

IDOWU
AYOOLA

phd edition
Ehsan’s Ph.D research is about
“Dialectic Innovation Design”.
“The most important aspect of
design for him is how it affects
society”. In the Ph.D research,
design-driven PSS (product
service system) innovation
opportunities are envisioned
and created for and with the
industry, the public sector,
knowledge institutions, and
citizens.

EHSAN

BAHA

www.bahase.com

CHITRA
AYUNINGTYAS

Chitra’s PhD research focuses on
smart homes for elderly people.
She looks for ways of tracking
activities in a non-invasive
way (without cameras, for
example). Part of this research
is developing algorithms that
can recognize activities from
sensor data. This PhD is part
of ICE: Erasmus Mundus Joint
Doctorate in Interactive and
Cognitive Environments.
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Have you ever woken up after a party,
logged in to Facebook, and hit the
‘untag’-button faster than the speed of
light? Or have you ever taken a selfie,
and then deemed it good enough for
to share with the world - at least, right
after you’ve made your teeth a little
whiter, your eyes a little brighter, or
your hair a little lighter?
Don’t be embarrassed if you have,
you’re probably amongst a majority.
Touching up photos to make them look
better has been happening for a long
time. In fact, it’s been happening since
long before the first picture was ever
even taken.
Unlike in the Middle Ages, when the
body was seen as sinful and something
to hide, the idea rose in the Renaissance
that a beautiful body was a sign of
inner goodness. Yes, that’s right: in
the Renaissance, they believed that
what was on the outside of your body,
probably corresponded with the inside.
Artist painted heroes, gods and
saints in the nude, and even though
the human body was represented

Illustration Joric Koghee - Text Dorothé Smit
Lay-out Daniël van Paesschen

more anatomically correct, they also
exaggerated certain features to make
people look more beautiful than they
really were. Before the Renaissance,
men were painted to look tall, slim and
graceful, which was considered a good
look for men in that time.
In the 1500s, however, men were
painted with these exaggerated,
bulging muscles - superhero style. Even
women sometimes got that treatment,
to make them look powerful. But in
general, women in that period were
depicted as tall, pale beings with blond
hair, a high forehead, curving bodies
and a soft belly.
If you look at Renaissance paintings,
you will see all women looking more
or less the same: impossibly and
unrealistically beautiful, especially if
you keep the beauty standards of that
time in mind. Just like now, women
tried to make themselves look like ideal
beauties, going as far as plucking hair
from their forehead to make it appear
higher. And just like now, men tried to
make themselves look like tough guys,
to convey a message of power.

Pretending to look better than you
actually do, isn’t a new thing. And
although it might feel a little silly,
maybe it is just in our nature to want to
look at pretty things. The importance
of beauty has been recognized
since antiquity. The first systematic
theoretician of architecture, Vitruvius,
argued that good architecture needed
not only to be strong and practical, but
also beautiful, and scientists believe
that the cavemen not only decorated
their caves, but also their bodies. Even
though it seems unfair, better-looking
people make more money doing the
same job as ‘ugly’ people, and they get
better grades in school.
So next time you put an Instagram filter
over your profile picture to hide some
of your less flattering features, don’t be
embarrassed: you’re just compensating
for your natural need for beauty - and
you’re doing your Facebook friends a
favor!
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DIY

SOLAR
CHARGE
IT

DO IT YOURSELF

Didn’t like the size of the power supply
unit from the previous article Super
Charge It? Then we have something
different to offer you: charging your
project without wires. And what
better way to charge your project than
with the power of the sun? You’ll need
to pick up some supplies from your
favorite DIY-shop: a LiPo-battery, a
LiPo-charger, a mini-USB cable and a
solar panel. Mind the voltages of the
LiPo and solar panel as they need to
somewhat line up.

"“what better way to charge your
project then with the power of the Sun?”"
Start off with cutting the mini-USB
cable and removing the isolation. Grab
some regular power cables and solder
these to the positive and negative
wires from the mini-USB cable. The
final step is to solder those wires to
the solar panel. Some solar panels
come attached with a 3.5mm jack - if
so, just cut that off too.

Next up is the LiPo battery. The LiPocharger probably comes with a small
JST-connector that needs to be
soldered to its appropriate place. Go
ahead and do that. If yours doesn’t
have that connector you can remove
it from the LiPo-battery. When you get
this far just click/solder it in there.
The final step is hooking up your
project to the solar charger. The voltage
from the LiPo-battery determines the
voltage your project will get. Make
sure your battery will supply enough!
Most LiPo-chargers have a small led
connected to check if the battery is
charging. When using a solar panel
you will see the intensity of this led
change, this is due to the irregular
voltage coming from the solar panel
in darker environments. If you need
some extra sun power because you are
DIYing at night, check the Layar-app.
Lay-out Stijn Stumpel - Text Mart Wetzels

KEEP ALL YOUR DIY WASTE MATERIALS
FOR LATER, THEY MIGHT COME IN HANDY!

YOUR

YOUR
PROJECT
PROJECT

HERE
HERE?

USB
LITHIUM
3,7v POLYMER

BATTERY
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The summer is without a doubt the season of
the sun. Ever since the dawn of humankind
the sun has been there for us. The sun was
the charitable luminary that made the
difference between night and day, cold and
warmth, and dying and flourishing crops. No
wonder ancient people used to worship the
sun. Through observations people became
more and more aware of the sun and his
daily, monthly and annual movements. And,
as every self-respecting society would do,
retaining that knowledge for generations
to come was of the utmost importance. To
prevent this solar wisdom to disappear,
stories were created about the sun to be taught
to next generations. These stories about the
holy sun show a remarkable similarity with
the written stories about the Jesus, the Holy
Son. But how exactly does the life cycle of the
sun resemble Jesus’s, with his magical birth
from a virgin, his twelve disciples, his dying
on the cross and his miraculous resurrection?

In early societies, knowledge about the
summer and winter solstice could mean the
difference between flourishing or dying
crops. Understanding this annual cycle of the
sun was very important for the agriculture. To
assist the ancient in planning for planting of
their crops, the position of the stars was used
in the form of constellations. These created
images of groups of stars, appear in the sky
every year at the same time for thousands
of years. With the use of the twelve Zodiacal
constellations and the position of the sun
it was easy to determine which moment
of the year it was and what the sun would
be like. These twelve constellations were
often depicted in groups of three, based on
the four seasons, around the sun, that was
placed in the center of it all. In other words,
the sun was placed on a cross section of
the twelve Zodiac signs that accompanied
him. Very much like how Jesus was often
accompanied by his twelve disciples, and
how he was ‘placed’ on a cross as well.

WHEN JESUS SPOKE AGAIN TO THE PEOPLE,
HE SAID, “I AM THE LIGHT OF THE WORLD”

JOHN 8:12

The birth of Jesus can also be seen
in ancient sun wisdom. Each winter
solstice, the constellation of Virgo
could be seen rising above the horizon,
followed by the rising of the sun. From
this the mythology of a ‘virgin giving
birth to a Son’ was constructed. When
this winter solstice was over, the sun
would appear longer and brighter
in the sky for each day until the
summer solstice. It was the signaling
triumph of “light” over “darkness”.
Something Jesus was also known for.
Many other similarities or curiosities
can be found between the sun and the
Son. For example, did Jesus really wore
a crown of thorns of was this a depiction
of the circular sun and his rays of light?
And did Jesus really walk on water or
was it the reflection of the sun in the sky
on the surface of the water? All these
interpretations are just what they are:
interpretations. However, whether you
believe that Jesus did exist or that he is
merely a personification of the sun, one
thing can be said for sure: we should all
worship and love the sun, because life
would not be as wonderful without it.

Lay-out & Text Daniël van Paesschen
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Lay-out - Mitchell Jacobs & Wouter van der Wal

KIM JUNG
UNTITLED

a Juche dictatorship since Kim Il-Sung,
has all the marks of a communist society.
From the propaganda posters on the street
to their old video monitoring systems, it’s
all reminiscent of cold war Russia. The
odd thing is, they might even be using
the same technology. North-Korea seems
miles back in technological advancement
and

NOWADAYS WE SEEM TO HEAR A LOT
ABOUT NORTH-KOREA, A COUNTRY SHUT
OUT OF THE WORLD’S SOCIETY BY ITS OWN
MEGALOMANIACAL LEADER.

innovation

whilst

a

country

at

war traditionally prompts a surge in
technological advancement. So is NorthKorea just too isolated or their leader too
busy looking at things to aspire innovation?
Or is their society just not suited as an
incubator for creative thinking?

But we never hear anything from NorthKorea, apart from whatever thing Kim JungUn is looking at according to the internet,
because of the harsh censorship from
within. We’ve only had an outsiders view on
this enigmatic country, until a month ago,
when photographers from the Associated
Press Asia were allowed to use their phones
to take picture when visiting North-Korea
and posted these on instagram.
All is fair in love and war
The most remarkable thing these pictures
show is that North-Korea, although being

Communism as an design
movement
As we take a look back at Russia during the
cold war we see they were big on innovation.
The Russians had a space program, were
developing nuclear technology and were
actually a world leader in technological
research. But this was all propelled by the
cold war and the need to keep up with the
Americans. If we look a bit further back
we can see the products they produced
from their communist philosophy were
mostly cheap, conservative products to
accommodate the entire country. Such

LOOK

WHAT WE

FOUND

is communism, making sure everybody
had the same which mostly translated to
nobody having much of anything. This
might be best represented by the quantity
of terrible cars they produced during the
communist era.

“

Design seems to be going through
it’s own little revolution in which the
working class is taking design back
from the rich and powerful.
Design for the people by the people

”

Design seems to be going through its
own little revolution in which the working
class is taking design back from the rich
and powerful. Through crowdfunding and
-sourcing, communism as a philosophy

KNOCK, KNOCK.

might be finding its place within design,

This calculator makes math tangible.
By tapping on the device you can
enter calculations. It answers by
knocking back. Fun arithmetic!

allowing for anyone to be the designer,
innovator or investor. But will preaching
this modern day ‘glasnost’ help us create
better designs or will it only dilute the
funds and knowledge? Only time, and
maybe some terrible products, will tell.
Lay-out Stijn Stumpel - Text Tom Raijmakers

Read the uncensored version with layar
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INTERNSHIP
SWEDISH ICT - INTERACTIVE INSTITUE STOCKHOLM

HOW IS LIFE IN STOCKHOLM?
During the three months I lived in
Stockholm I have experienced winter,
spring and summer. Life is about
working; doing my internship without
too much on the side. I have already
visited Stockholm several times so
I am not doing the foreigner-thing.
For me, life in Stockholm is enjoying
lactose-free milk products and
rye-bread.
WHERE DO YOU WORK?
I am working at the Interactive Institute
in Stockholm which is part of Swedish
ICT, a group of four independent
research institutes, in the field of
information
and
communication
technologies. Their expertises vary
from hardware, software and service
development to interaction design and
innovation processes. Their mission is to

promote sustainable growth in Sweden
and by doing so provide a better life for
everyone. Interactive Institute, where
I am working, is focussed on interaction
design and visualisation.
HOW DID YOU APPLY?
I didn’t go for the typical portfolio but
made a video about my work, identity
and vision. This made me stand out with
other applicants and I received very
positive feedback. I would recommend
this approach to students who have yet
to do their internship!

design. Therefore it’s a real pleasure
to work within this environment. At the
moment I am working on self-reflection
tools for end-users and workshops,
re-analysing previously done research
and suggesting other perspectives.
WHAT ARE YOU GOING TO DO NEXT?
I hope to continue working for the
Interactive Institute during my final
bachelor project, only this time, at
home, in the Netherlands. Although
I enjoyed Sweden, I am really looking
forward to be back in Eindhoven and
enjoy the summer holiday.

didn’t go for the typical portfolio
“butImade
a video about my work

“

THIS TIME WE WANTED TO GO THE
EXTRA MILE, 733 MILES NORTH TO
BE EXACT, TO STOCKHOLM, SWEDEN.
WHERE PROPER GROLSCH LAGER COSTS
ABOUT TWO AND A HALF EUROS AT
THE SYSTEMBOLAGET BUT EDUCATION
IS FREE! NITA IS LIVING AND WORKING
IN KISTA WHICH IS IN THE NORTHWEST
AREA OF STOCKHOLM.

TELL ME ABOUT YOUR PROJECT.
The project is a research project about
food waste. Some of the research
questions are: how do people make
their food decisions on a daily
basis and how do you engage and
support household members to make
sustainable food choices? It’s about
social innovation and sustainable
design which fits my vision about

- NITA VIRTALA

Lay-out Mitchell Jacobs - Text Mart Wetzels
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Distracted, lacking inspiration and little to
no motivation: the state of a designer in bad
shape - an undesirable state that should be
avoided as much as possible. Nevertheless,
sometimes we get caught up in what we refer
to as ‘a bad day’. These dreadful days can be
caused by numerous things, but one of the
most predominant reasons is the weather.
Designers should keep that in mind, since
our mood influences the two most important
ingredient of any fruitful design process:
creativity and productivity.

forming all kinds of opinions about it, our
time is much better spent on indoor activities.
Even though bad weather might provoke
bad moods, studies have shown that it does
increase a person’s productivity considerably.
The idea is that rainy days make it easier
to concentrate and get mandatory work
done. Unfortunately productivity does not
necessarily lead to creativity. The designer’s
increased capacity to be productive is easily
watered down by the lack of inspiration
caused by the mood swing spiral.

A lot of us were taught as children that rainy
days are meant to be spent indoors. However,
being stuck inside and watching the world
from behind a window as if it’s all one big
water-filled hourglass turned upside down is
just a silly way to spend the day. So instead
of focusing on what’s happening outside and

Under the assumption that weather does
indeed change moods in a sense that good
weather provokes good moods, one might
state that the better the weather, the more
creative we get. Unfortunately the human
brain and our mental state are a little bit too
complex to play by the rules of logic. While

SUN

HOW THE WEATHER MESSES WITH YOUR DESIGNER BRAIN

VS

LOOK

WHAT WE

FOUND

RAIN

good weather is considered to be uplifting
and therefore creatively stimulating, it is not
as helpful in terms of productivity. During
nice days, people would much rather work on
their tan than on their actual work. As creative
as we might be on the nicer days, an entire
stream of ideas might get bottled up and
overshadowed by the sunny outdoors.
So how does the designer avoid getting into
bad shape because of the weather? Simply
by being aware of its influence and using it
beneficially. Until the weather can be changed
at will, it shouldn’t ruin the designer’s ability
to deliver both quality as well as quantity in
the right amounts. After all the weather is so
unreliable; we should just rely on ourselves.
Lay-out Rachel Rietdijk - Text Meis Suker
Illustrations Jacky Janes

SURPRISE
CHOCOLATE
Who doesn’t love chocolate? Milk,
dark or white, we can’t choose! With
this mystery chocolate you don’t
have to: you will only find out when
opening the package whether you
have a milk, dark or white chocolate
bar. Every bar is a surprise!
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100%

Pronounced as “tchk tchk”, [ ] is a clip-on
device that transforms any sport tool into
a controller for an audio game. The game is
a sound-reward based leveling system that
only triggers when the user is above their
personal sporting best. The resulting reward
tells the other players that the user of [ ] is
doing extra well in the sport at that moment,
which in turn opens up the social dialogue
and social rewards. The goal of this project is
to make a sport wearable that is just as fun as
computer games.

S T U D E N T
P R O J E C T
tchk

tchk

R
H
Y
S
D U I N D A M

In the last UNiD I showed [ ] as a simple sensor.
It basically triggered a fun pre recorded sound
(e.g. breaking glass or punch sound) when you
shook it around. Since then, the technology
of [ ] has been made faster, more accurate
and much smaller so that it can fit inside a
new casing and give quick game rewards.

The casing was inspired by old Ferraris,
Lamborghinis and Imperial Shuttles (Star
Wars); and any damage to the all-black casing
reveals a neon color underneath for a rugged
“alien-technology” look.
Next to the aesthetics, [ ] has developed into
an audio-game that takes lessons from your
average role playing game. [ ] monitors your
activity whilst you are doing your sport, and
adapts the game to your personal physical
needs.
As for the future, I can easily say that [ ] is a
perfect emblem of my vision and identity as
a designer, so naturally I will be working on
turning it into a reality through my company
Nupky. Hopefully we can see [ ] on the shelf
next year!

Lay-out Luuk Rombouts - Text The students

Solly the Sun-Eating Robot is a toy that allows
children to “harvest” their own solar energy.
When Solly opens his mouth he can eat solar
rays. His belly will fill with light until he is
full. The energy gathered will either be used
for actually powering devices around the
household or for an over-active dream of
Solly, allowing the children to interact with
the dream.
This project came about when combining my
vision and passions with a target group that
I thought was not being addressed enough
regarding what some call the energy crisis.
As we are trying to change the mindset of

people towards a more sustainable attitude, it
seems only logical to try and bring across this
attitude towards children as soon as possible.
Children are the next generation and if we
can teach the new generation how to live
sustainably, the problem should be solved in
time.

S T U D E N T
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As this is just the first semester of my FMP,
I plan on exploring different opportunities
with Solly. I look forward to working together
with a highly energizing target group to
create something that will be fun as well as
meaningful for the future.
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DESIGN FOR

TRANSFORMATION
the voluntary road to extinction
Design for intelligent systems, products and related services for social and societal transformation: that is the mission statement
of our faculty. Depending on how you look at transformation this mission could be finite; once the transformation is finished, the
designer is done as well.
We are altruistic designers with the
intent to transform the world into a
better place, which would mean that
we design something finite. By aiming
to solve societal issues large and small,
we design to end these things. But what
happens after your design solves an
issue? If our sole goal of job was to end
this specific issue then we are probably
done and out of use now. Solving the
issue and instigating this societal
transformation has now made us and
our job obsolete - and we saw it coming
all along.
Making ourselves obsolete may sound
scary and seem like something we
should avoid. It doesn’t sound like a
solid foundation for a company or a
research department, let alone a job.
Many people see it that way. Rumor has
it that certain mobile communication
companies try to prevent their products
(and therefore their companies) from
becoming obsolete. They deliberately
release unfinished products in order
to unnaturally extend the supply
and demand chain. This way their
customers continuously demand better

products each year. It’s a strategy
rooted in business and market ideas
of the past century. They build upon
the societal demands, not on societal
transformation.
Obsoletion through design is, however,
not necessarily a bad thing; it provides
designers with a way to stay fresh and
to challenge ourselves with new goals,
re-inventing ourselves and finding
new issues to work on. We may make
ourselves obsolete solving one issue,
but remember that there are many
more in the world. And we are industrial
designers: flexible and skilled people.
The possibility of obsoletion should just
be another challenge for us.
But we are not alone. We stated earlier
that many people don’t see design for
obsoletion as a good business strategy,
but that does not include everyone.
There are modern pioneers who are not
afraid to fail or to become obsolete.
Those who see that the challenge is in
making a durable product or solution
that lasts for years. They look into new
ways of funding and marketing for

such an endeavor; hoping to transform
the societal demand. Nowadays,
you see more and more small, new
companies and temporary, cooperative
activities pop up with small goals and
strategies to solve single problems or
create specific products, as part of the
Kickstarter culture. Once their goals are
met, they will seek new challenges.
So, if you ever reach that moment in
the future when you can see the end
of your job or company approaching
because your work causes an actual
transformation, don’t hold back or let
outdated ideas about business and
marketing seduce you to do anything
less than reach that transformation.
You’re a flexible designer, capable of
many different jobs and activities. You
should design to make yourself, your
department or company obsolete, it
is how you create transformations.
You should keep going until the
transformation is complete and the
issue is solved.
Lay-out Mitchell Jacobs - Text Bert Bogaerts
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Eindhoven: six small villages merged into one, now marked as
smartest region in the world. Are we on the verge of something big?
Could our start-ups become future superpowers? Could Eindhoven
be the next Silicon Valley?
Digitalisation
The most influential societal changes
of the recent past are due to the digital
revolution: the digitalization of the
world. Within a few decades computers
found their way into our homes, offices
and changed the way we live our lives.
From the way we communicate, the way
we transfer money and even the way we
think.
This new world, together with its new
rules, offered an interesting digital
playground for adventurers and
pathfinders. The people and companies
that managed to adapt the fastest back
then became the enormous companies
we all know now. A lot of these
companies are situated in the sunny
Californian high tech region that we like
to call Silicon Valley: a playground for
nerds of about 1200 km2 in size.
And while for the first few years
of the existence of the computer,
advancements were exclusively made
across the Atlantic,

current developments bring these
influential parts of the world close,
very close to our safe and friendly
Eindhoven’s environment, in a project
we proudly call ‘Brainport Eindhoven’.
The idea behind Brainport
Brainport has a few focus areas, but
due to the size of the projects and the
amount of barely visible activities, you
probably are familiar with only a few
elements of Brainport, like the Brains
Awards.
What we do know however, is the fact
that it provided Eindhoven with the
name tag ‘Smartest region of the world’
- a title we so proudly wear. It is because
of this construction that the American
Magazine ‘Fortune’ named Brainport
and six other regions ‘The best new
cities for business innovation’.
But how did Eindhoven manage this?
Founded in 1232, Eindhoven was a
small farmer’s village. It wasn’t until
1920 that the town fused with nearby

municipalities Strijp, Woensel, Gestel,
Tongelre and Stratum. A division that
kept Eindhoven from feeling like a
real city for a while. Before the arrival
of Philips, Eindhoven was big in cigars,
textiles and hats; the industry has always
been present, but the collaboration
has not. Mayor van Gijzel suggests
this is what made the difference: the
open innovation strategy. Companies
in Eindhoven share equipment and
knowledge to get further, together. This
(amongst other elements) has lead to
Eindhoven becoming what it is today; a
superpower. 25% of the Dutch export
and close to 50% of the Dutch patents
is coming from the region of Eindhoven.
Could the key to Eindhoven’s success
lie in its history? The division of the
town has turned around to cooperation
and involvement between companies,
authorities and education. Eindhoven
seems to possess all the elements to
indeed become the next Silicon Valley.
Well, except for the sunny weather
perhaps. Bring on the sunny days!
Lay-out Tom Kölker - Text Jan Zekveld
Photo Wouter van der Wal
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THE INVENTION
FACTORY
20th of June - 1st of September
Summer exhibition at Science
Center NEMO.

2

PIXAR
EXHIBITION
30th of May - 30th of September
25 years of Pixar animation
studio, exhibition at Amsterdam
Expo.

3
DIY
CONCRETE
STOOL
This stool is easy and quick to
make, and looks damn beautiful!
Customizable in your favorite
color.
Lay-out Martijn Veenstra - Text Doenja Oogjes
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BOLLYWINTRO

TRENDY
CAMPING
CHAIR

SYDNEY DESIGN
WEEK

Going camping, but you don’t
want to lose your designer
identity? Buy this chair. It pops
up like a tent, is lightweight and
super stylish.

For everybody who happens to
be in Australia this summer, be
sure to visit the Sydney Design
Week.

16th - 23rd of August
Introduction week of Industrial
Design.

3rd - 18th of August
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Carefree

CREATIVITY
" '' “What does this button do?
And this one?
But why? Why?
Why? Why?" '” '

Remember those early days of life, not having
to worry about a thing? The time you could
get excited about a funny shaped cloud
in the air and leave the difficult stuff, like
changing your diaper, to your parents. To me,
summertime is a bit like that (except for the
diaper-part).
Playing outside, forgetting about time, caring
less, enjoying more. These are the moments
where I believe creativity can blossom. The
stuff we do during these obligation-free
times comes from within. Nobody is telling
us to do so, we are just naturally motivated
or curious. This curiosity, which is so very
present in children, is what makes us discover
and learn. Whether it is finding out you really
shouldn’t eat mud or having an epiphany in a
project. But could it be that we are blocking
these moments with our busy lives? Could
our maturity be putting our ideas inside the
box?
When we play around, use fun techniques,
pictures and objects, ideas are generated
like crazy. Perhaps we should be filling more
of our time with play. Children, carefree as
they are, seem to have an unlimited pile of
imagination, creativity and curiosity. They
wander around wondering. “What does this
button do? And this one? But why? Why?
Why? Why?”

And we were all like this once - but our
responsibilities got in the way. Could children,
or being childish, be the key to innovative
ideas? Should we let them take care of the
idea generation?
Insurance company Admiral did exactly that:
they let children design their dream car.
A giant water pistol attached to the roof,
custom heart shaped rims and an attachment
point for tools like drills, diggers and lawn
mowers were a few of the elements of the
final design. Imaginative, fun and innovative?
Yes. Efficient, realistic and lucrative? Probably
not. Kids don’t care about time, reality and
money - leave that boring stuff to the adults!
(Most) kids could not do our job. But we
designers can try to get back to that carefree,
curious state of mind more often, to extend
our creativity. Allow yourself some playtime.
Get curious! Taste the mud.
Lay-out Tom Kölker - Text Doenja Oogjes
Illustration Jacky Janes
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CHECK OUT THE SECOND STEP OF SNEP’S PROCESS

1
DESIGN
SUPPORT

2
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FINISHINGS

PACKAGE
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