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more.
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The UNiD is the magazine of Lucid, created by and for the students
of Industrial Design at the University of Technology in Eindhoven. A
committee of hard working students ensures four issues are published
every academic year, while even maintaining a weekly blog on the side.
But we are so much more than your regular association magazine.
Through interviews with companies, stories from our education and
internships and articles about our views on the world and its future we
aim to build a bridge between the department of Industrial Design and the
world out there. Getting to know you while you get to know us.
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editorial
We Humans are usually social beings and we like to
spend time with people we share interests with. Maybe
you are part of a sports club, student association or you
have weekly gatherings with people who always wear
two different socks. Consciously or unconsciously we
are indeed all part of differents subcultures, or cocoons
as I would like to call it. From the safe haven of our
cocoon we can observe other groups, form opinions
about them and (try to) make sense of the world.
I see many similarities between this and the field of
design, which is rapidly changing, even while you are
reading this editorial. Design is kind of the umbrella that
covers a wide variety of disciplines such as traditional
furniture design, graphic, social and interaction design.
Design is becoming a more widely known branch and
is increasingly viewed as the answer to many societal
challenges.
I believe that we can learn a lot from each other’s cocoon
if we dare to step outside of our own. In this UNiD we
have explored the culture cocoon of design and the
people in Eindhoven. You can read about VanBerlo, the
perspective of parents of ID students, internships in the
middle of Billund (nowhere) and insights in the different
research groups at our faculty. Furthermore we have a
cool photo report of subcultures in Eindhoven and even
a beautiful poem about introverts and extroverts.
I hope you find inspiration in these articles which
we have written and designed with a lot of care and
passion. A warm regard from our cosy cocoon called
the UNiD Committee,
Enjoy.
yasemin arslan chief editor.
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Altruism has become scarce in our
society. We are living in an individual
society and connect with one another
through online social media. My project is
about bringing altruism back through music.
During my M21 semester I focussed on context
research, exploring the user and the music
experience. That is why I started this semester
by defining the design focus: the gift-givingexperience of music. I started with going through
literature on the ritual of gift giving in different
cultures.This resulted in HAU: a pass-along music
player that brings a personal touch to sharing
music and allows you to discover music in a social
way.

UNiD22.indb 6

hau:
the gift of
music
THOMAS VAN
DE WERFF

At this moment I am designing 4
low-fi prototypes that I’m about to
let loose into the world as technology
probes. This way I hope to enrich people’s
music sharing and discovering experience
while at the same time I can collect data about
the designed experience.Simultaneously I am
developing a fitting business strategy for HAU.
It seems a contradiction to develop a business
strategy for altruism, but I see it as a challenge.
At the end of the semester I will have my final
prototype of HAU. Ideally it would be the start of
a chain-reaction of altruism, but what makes me
happy is knowing that I have made a small change
in a few people’s lives.

09/04/14 13:36

Having a physical disability seems incredibly
frustrating to me. In short, I like to design for
people who want to achieve something, but
cannot reach this (anymore), because of a physical
disability.
During my FMP I want to help these people
by working with prosthetics, and make these
accessible for the people who need them. To make
it more concrete and decide on a direction I am
setting up a network of experts. Prosthetics are
currently incredibly expensive and therefore not
available, for example, to people living in the
third world. I am currently talking to Waag
Society to possibly work together on
their project: Low-cost prosthesis.

design
for
ability
INEKE
NEUTELINGS

They are working on a prosthesis of max. 50 dollar
for people in Indonesia, made with local materials.
Another interesting challenge in working with
prosthetics is that you can turn a disadvantage
into an advantage. Think of the prosthetics used
by athletes during the Paralympics. These ‘blades’
allow them to run faster than able-bodied runners.
For this challenge I am in talks with revalidation
centre Blixembosch here in Eindhoven and
Livit Orthopedie, who create and customise
prosthetics. They are open to a collaboration as
well, and can bring me into contact with the
target group. Based on these meetings I
will define the design space I will work
in the upcoming year.

text erwin hoogerwoord
graphics renee noortman
photos stef arends, thomas van de werff
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user
centered
engineering
GlowSteps are interactive tiles
that light up when you step on
them and the tiles communicate
with each other. If you give
them to kids it triggers all kinds
of interactions, so called openended play. The options are
endless: tic-tac-toe, hopscotch,
dots and boxes or something
completely new. You can create
your own stories with these
GlowSteps.
UCE focuses on the user
experience,
which
are
considered stories that arise
from the dialogue of a person
with his or her world through
actions. In the end, the
technology is just a medium
and it’s the experience that
should be remembered.
UNiD22.indb 8

who is who?
Research Groups, a big part of our faculty. But have you
ever seen these groups? Where are they hiding? And
how is their research part of our education?
Our research groups do 3 things: contribute to
education, generate knowledge and generate
valorization (aka money).
The student projects merge knowledge of the different
groups. The groups often also involve students outputs,

like projects and research into their own research. What
is characteristic for the groups is that they research
through design.
So FYI, these research bubbles aren’t unreachable, the
researchers can actually be spotted walking through
the spaces or on the 3rd and 2nd floor. But to see
what they’ve actually been up to, you need to push for
appointments or get access to their secret rooms.

designing
quality in
interaction
Most of you will know Fonckel, a
lamp without buttons, switches
or dimmers. But did you know
that Fonckel was once called
AEI and was developed within
DQI? AEI explored aesthetics
in interaction, making use of
the expressivity that is already
captured in our hand. So why
use buttons?
DQI questions the way we have
been interacting with products
and explores how we could use
our other human skills as well.
DQI does this by designing
prototypes
as
physical
hypotheses.
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the research
groups.
designed
intelligence
Premature babies lie in an
incubator without it’s mom
being able to hold it, covered
with adhesive sensors. Poor
baby, such a small body with
sensitive skin. Now imagine
having to tear off all the
sensors, OUCH!
The research group Designed
Intelligence looks at how to
solve these problems in an
intelligent way, like a smart
jacket which integrated the
sensors in a comfortable way.
What they do is work ‘insideout’, from the system to the
form. Their work can come from
a societal need but can also be
tech driven. Their directions
vary from health systems to
entertainment
computing
experiences.

the
social
stairs
I guess you’ve heard of it many
times before: the musical
staircase. As you know you can
play with it, make music and
interact with other staircase
users. But will it really change
your behaviour to take the stairs
over the elevator? That’s the
question BPD asks themselves.
So BPD looks into changing
behavior for the better. But
how is this related to business?
The Social stairs have actually
just been installed at KPN.
KPN believes that these fun
stairs have added value and
want to see if it influences
their employees. BPD strives
to build bridges. Connecting
stakeholders to find new
solutions or opportunities.

9
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I, the introvert
I am a thought
the nondescript switch
I am solitary like a typewriter
I am not invisible,
but simply wrapped
Like a present
Unrevealed
Like a larva
wrapped in my cocoon
Composing my riddle
The frustration
and the cracking brains
The joy of deciphering
an endless puzzle
Complex and intertwined
My expression lies not
within
the power of speech
away from stimulation to
all my senses
I feel
vastly alive
Within this speeding world
I long for patience
Whilst gaining my trust
I serve you

UNiD22.indb 10
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We, the extrovert
We are a shout
We are the flashing lights
We are the interconnection
A network
We have no mirrors
only windows
We dive into a sea of faces
Spatters
all eyes on us
Your attention and recognition
Verifies our existence
We feed, we need, we take
We are see through
yet not transparent
We are light as we radiate
vibrations
We become addictive
as we subtly
yet intrusively
slip into your mind

Constantly
we are outgrowing
the world
you
we
towards
universal mutualism

UNiD22.indb 11
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sharing our constant high
the adrenaline
wired and dazed
accelerated
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There’s something that all Industrial Design
students have in common; each and every one of
us is so tragically misunderstood! There are only
few who really understand what we do. Sometimes
even we don’t understand what we do. Ironically the
tragedy of this story does not lie in a lack of clarity,
but in the curiosity it provokes. Curiosity leads
to questions and questions lead to expectations.
We’re expected to explain ‘industrial design’ as if
it’s a functional object with an instruction manual.
Since that’s impossible, our study is considered to
be vague. Sometimes even more so for our parents.
The faculty’s Parents Day was a great way to see
just how vague we are according to the people who
raised us.
At the start of the day a group of selected parents,
who were sat down awkwardly waiting for the
tour to start, were asked what they thought their
child was doing at Industrial Design. For a second
they pretended to think the question was a joke,
obviously to stall time.

UNiD22.indb 12
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“The faculty’s
Parents Day
was a great
way to see
just how vague
we are according
to the people
who raised us.”
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The first thing that was mentioned was our
biggest complaint, which is that we’re always
so exhaustingly busy. We have endless to
do lists and are plagued by one deadline
after the other. The parents also mentioned
the words: project, workshop, courses,
teamwork and coaches. Literally like that,
they just responded in single words. Then one
parent threw in a new kind of suggestion to
answer the question, once again gathering a
chain reaction of approving nods. “Whatever
they do, altogether it always seems to lack
structure”, he said carefully.
Another parent added that the lack of
structure must be related to the practical
approach of Industrial Design, opposed to

g

the usually more clear theoretical approach.
“Excuse me for saying it this way, but there is
less structure in doing arts and crafts than in
reading a book.” Not only was she excused
for saying nothing offensive at all, she also
initiated the parents’ final answer for that
morning. They all agreed that our study is
based on self-exploration and that we were
mainly here in search of ourselves.
At the end of the day the same group was
asked if they had changed their minds at all
since that morning. “No, not really”, they all
agreed. “It’s not that we have a different view
now, just that we have a better grip on the
things we mentioned this morning”. They
did add that this new found grip was more
than welcome, since Industrial Design is
something you can’t fully understand unless
you consciously engage in it. “You really get
it, once you get to see it,” was the lesson we
learned from these wise parents on Parents
Day. So to clear up the vagueness, we should
talk a little less and show a whole lot more.

the
coolest
thing
that ever
happened
to math!
Look WhAT WE FOUND

text fabienne van leiden graphics joric koghee

Luckily one parent was brave enough to
attempt answering seriously. The other
parents agreed with every single word he
said and nodded along. Not just because
they were relieved someone took the lead,
but also because he was certainly on the
right track.

How fun would math become
if it looked like fancy design
objects you could play with?
In the museum of mathematics
you can find out. With laser
printed objects and complex 3D
structures the museum shows
how mathematics illuminates the
patterns and structures of the
world around us.

text meis suker graphics stijn stumpel
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subcultures in eindhoven
“We
like
being
individual, but we
were just discussing
about the possibility of
exchanging skills with
no money involved.
That could be consider
a subculture”
Lieke & Thomaz

Why is it that we are told not to judge a book by its cover,
when sometimes, covers are trying so hard to communicate
what the book is about? People express themselves through
the way they look to communicate what they do and like,
and exchange this with likeminded. Where decades ago,
subcultures seemed to define boundaries between different
groups, they now appear to borrow more and more elements
from each other. Are we starting to break out of our own
bubbles? Take a look at the subcultures the UNiD found in
Eindhoven.
text doenja oogjes graphics ismael velo

UNiD22.indb 2

09/04/14 13:36

“We like wearing
elegant, good quality
clothes. This common
interest
bond
us
together”
Alexander & Kathleen

“Subcultures are not
that radical now. It is
more about what you
do in your free time.
And we like discovering
and
supporting
independent groups”
Jaime & Dennis

“The DAE is a bubble.
And this is both the
good and the bad thing
about it. The group is
very close together,
but at the same time
very isolated from the
outside”
Magnus & Paisley

“I don’t think we belong
to any subculture, but
the music we make is
not mainstream”
Paul & Tom

“As far as we are
aware our hobby club
(Eindhoven
Craft
Group Meetup) is
one of the few aimed
largely at International
expats, and that covers
a varied range of
crafts”
Laura, Emilie & Anu
UNiD22.indb 3
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“Technical university
teaches about world,
thus we, the engineers,
are
what
makes
humanity stand firmly
on the world”
Sylvester & Henry

“We squatted this
place in the early
nineties. Now Burgers
is the place where
we can work and live
together. It is a real
subculture”
Bart, Henri & Joop

“Eindhoven
is
a
hotspot for rap, graffiti
and break dance.
This is our family. It is
coming back man”
Skenkie & DJ Reci-p

“There are a lot of
people listening to
reggae music, but the
rastafarian community
is small here in
Eindhoven and only a
few people are actually
making things”
Danny & Chris
UNiD22.indb 4
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“Actually the most
enjoyable
and
challenging part is
making the dresses.
Specially since manga
characters wear pretty
impossible things”
Chiko & Kythana

“Rock’n’Roll certainly
is a lifestyle. It’s in our
dancing, our clothes,
our hairstyles, but also
in the movies we like to
watch and the parties
we go to”
Eefke & Hugo

“We like the skate
culture
and
we
like
coming
here
(Eindhoven) for the
place (Area 51), the
people... and the coffee
shops”
Joop & Denny

“We like wearing elegant, good quality
clothes. This common
interest bond us together”
Hugo & Eefke

UNiD22.indb 5

“I have some influences
from the rock, but the
fact that I sometimes
wear black does not
mean that I am gothic”
Jennifer & Louisa
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At our faculty we are spoiled with rapid-prototyping
tools, such as the laser cutter and 3d-printer, but often
forget our God-given prototyping tool called our hands.
Sure, it can enable us to quickly create prototypes but
the laser cutter is often abused, through box making
for example. This article is an ode to the art of actually
doing it yourself!

Let’s say we need a box-like casing, for our excellently
built electronics, with room for cables and interaction
components. From a builder’s perspective there are a
few tools you are going to need: a belt saw, a belt sander,
some (speed) drills and sometimes a rotary tool.

ode to manual labour.
step 1 : preparation

step 5 : glueing

Sketch dimensions on paper and copy on materials.

Use glue that is applicable for the materials used. Use
weights or clamps to ensure good glueing connections.

step 2 : rough cuts
Saw the materials using the belt saw, make sure you
have all the elements.

step 3 : connections
Saw or sand the materials to create a miter joint for a
stronger connection in the construction.

step 4 : drilling

step 6 : smoothing
Use the belt sander to create round edges or just to
smoothen the model.

step 7 : expert level
A CNC Milling Machine can be used for complex shapes.
This does, however, require some experience with CAD
to create the 3d-model.

For embedding components or allowing cables to run
through use a drill, or speed drill, to make holes in the
separate parts.

To a large extent this is also possible with the laser
cutter; the model will be more precise and will take less
time to build. That is why it is called a rapid-prototyping
tool. However the process of manually building a model
from scratch is a valuable experience for gaining insight
in prototyping, which is invaluable when facing the
restrictions of using a laser cutter. As designers we
tend to do multiple iterations of a model with the use of
the laser cutter but when making it manually it is often
possible to make quick changes without having to start
over and waste more time and resources.

By limiting ourselves to the use of a laser cutter we
also limit our creativity: we forget to look at materials
the laser cutter does not allow and we often create
generic-looking models. The laser-cutter look, with
the burned edges, is not a design decision; it is laxity.
Plywood models are just the beginning whereas using
a combination of high-quality materials will transform
your rapid-prototype to a high-quality product.

text mart wetzels graphics nita virtala
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“Who else would think of
creating new land from
what had been sea.”

These creators make very different things but still are
part of the same term. So what do these creators have
in common? It’s their way of thinking: the dutch culture.
The Dutch are discreet, modest, down to earth, to the
point and like to speak their mind. The Dutch won’t brag
about their successful work, they are grounded and will
tell you their work is nothing special. At the same time
in the Netherlands we are experimental, innovative,
unconventional and have a unique sense of humor. Just
think about it, who else would think of creating new
land from what had been sea for centuries!
What portrays the Dutch mentality is the saying “doe
maar gewoon dan doe je al gek genoeg” (“just act
normal, then you act crazy enough”).

Ignore all the institutions and institutionalized way of
thinking! We don’t want the big corporations and massproduction. We want quality over quantity. Therefore
we go back to basics, by looking at crafts, the way
things are produced and cater to the individual users.
It will help us to make new connections and get to new
designs. Because, why wouldn’t you just light up the
entire highway? Why don’t we just print a complete
canal house? Or have a phone existing of modular
blocks?
Future
Where will Dutch Design take us? It will probably keep
on doing what it has done so far, keeping us with our
feet on the ground, while having a critical eye on society
and putting a small smile on your faces.
In the future products will contain more and more
technology. Besides the way they look we can also
design the way we interact with them and how we treat
them. It will be about applying the Dutch mentality
to new products, system and services. Design will
penetrate into different levels of society, the way we
interact with each other and how we treat things.
In the changing world the Dutch are grounded,
innovative and fun. This is how the Dutchies will keep
on approaching design: Dutch Design.

Now
In the 21st century we’ve had a period of exponentially
increasing wealth, got slapped in the face by the
financial crisis and are currently trying to get up again.
Crisis is a shout out for change. Creatives are set to test
the boundaries of their fields and try new approaches.
Interdisciplinary collectives are popping up more
and more and designers are finding solutions for the
demands of the future.

23
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Past
Dutch Design has established its name over the years. It
started in the 90’s when many of the current renowned
designers such as Hella Jongerius, Wieki Somers and
Marcel Wanders got recognition after impressing at
one of the most important design events, the Salone
Del Mobile in Milan. At the same time some of the most
internationally leading design firms and collectives such
as Droog and Moooi were founded. But the term hasn’t
only been defined by the product designers, but also
graphic designers, architects and fashion designers
have played a significant role. Think of Rem Koolhaas,
Wim Crouwel and Victor&Rolf.
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Julie Hornix is a social designer and
former student of Industrial Design,
whose expertise lies in the research
area. She left behind the comfort of ID’s
womb after graduating, transforming
from ID student to employee at the
famous design studio VanBerlo.
She may seem as fresh meat to her
colleagues, but she doesn’t qualify
as a real newcomer to the company.
During one of her bachelor projects
she was coached by social designers of
the company, which clearly provoked
mutual curiosity. Her story is an
inspiring one for any (ID) student. A big
part of this story unravels in answering
one single question: How have you
experienced your development from
student to an employed designer?
“Before starting at the faculty of
Industrial Design I was a regular high
school student. Leaving high school felt
like taking a first exciting step into the
real world. Not fully knowing what to
expect from the future I stepped into
the world of industrial design.

from
idbubble
to
vanberlo.
UNiD22.indb 12

Looking back, I remember my student
time as a time where I was free to make
mistakes and take my time in learning
from them. It was acceptable to strive
for the very best while maintaining my
own speed in doing so. I have to say
that ID did provide a pleasant bubble to
roam around in.
During my internship in Antwerp I got
a taste of the design world outside
of the university. Still my view and
approach were bubble wrapped in the
sense of being a student in search of
my own goals and aspirations. As much
as I enjoyed working in a little design
studio where the workload was divided
between me and only two others, I had
already decided I did not want to start a
company for myself. Still I learned a lot
and developed my professional attitude
more.
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“I have to say that ID
did provide a pleasant
bubble to roam
around in.”

While treasuring my student and intern
experiences and having developed my
identity and vision, the ID bubble burst
when I graduated. Where and with whom
do I as a designer fit in? Very soon it was
clear that VanBerlo was the place for me.
My attitude fits perfectly into VanBerlo’s
vision on ‘Social Design’. I’m intrigued by
human behaviors and their underlying
motives. This fascination has molded me
into a creative design researcher.
At VanBerlo social design is an important
trade, as we address relevant societal
issues within health care, public safety,
living environments and sustainability. Our
drive as a team is to offer helpful insights
for complex social challenges. Also mapping
the different stakeholders and involving
them is crucial for our approach.
Though I fit right into VanBerlo in terms
of vision and identity, I had to get used
to the work ethic at first. The structure
seemed similar to my experience at ID. In
both environments we work together with
different people with different skills on
different projects. Regardless, at VanBerlo
there is a great emphasis on efficiency, there
is more time pressure and I’m now pushed
to get my work done as fast as possible
while maintaining high quality results. The
work hours are more realistic, which all
together is a great ethic to get used to. To
me, working at VanBerlo is a step further
into reality and a welcome push in the right
direction professionally.”

To learn more about VanBerlo visit their website at
www.vanberlo.nl or read their new blog on social
design at www.socialdesigners.nl.
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the
lego
cocoon
of
billund

The seemingly beautiful and exciting town of
Billund is actually nothing more than a few LEGO
offices with an airport and a bar. However, for Joch
Jansz, Tijs Duel and their British roommates Alex
and Jonathan, Billund is their home while they live
in Denmark doing an internship at toy multinational
LEGO.
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So what are you guys working on?
Alex: “Me and Joch work in the area in which we
make the technical parts for LEGO. Basically lowlevel programming, prototyping and robotics.”
Joch: “But don’t regard low-level programming
as simple, we are really designing products that
are going to be on the market in huge amounts.
Therefore the amount of testing is crazy. Certainly
when you add electronics to the product. It is
really different compared to the prototypes from
the TU/e that just have to last until the final Demo
Day. LEGO products have to last for years.”
Tijs: ”I am at education. This department focuses
on making toys for educational purposes. Here we
focus more on the user. In LEGO they strive for a
certain skill level: not too difficult for children, but
also not too easy.”
Joch: ”And at the moment we are working
together, since a few educational models need a
lot of technological parts.”
What’s the atmosphere like?
Alex: “At LEGO there is a very open and
communicative ambience. We also have lots of fun
while working. What’s especially nice is that if you
need something quickly or big in LEGO, you have a
transaction with cake.”
Joch: “Yes there is always cake, everybody loves
cake.”

What does a typical internship day look like?
Alex: “Danish people are pretty weird, because
they start really early and stop working at 3 or
4 pm. On Fridays we even go home after lunch,
which is at 11. Actually Danish people do everything
3 hours earlier compared to the rest of Europe.”
Jonathan: “As I would summarize it: get up, talk
with some people, drink an enormous amount
of coffee, play with some LEGO and have endless
amounts of meetings.”

“There is always cake,
everybody loves cake.”
Alex: ”You could even say we have meetings about
meetings.”
Tijs: “I think the whole day is about working
efficiently instead of working harder. We even have
a 35 hour work schedule and LEGO makes sure
that we are off work every weekend. It is a really
important focus of LEGO to keep every employee
healthy and free of stress.”

27
UNiD22.indb 15

09/04/14 13:37

“The rumors
are true, you
literally find
LEGO pieces
everywhere”
UNiD22.indb 16

And what about your colleagues?
Joch: ”Well it seems that they are all hipster”
Alex: “In order to work here you have to have a
beard and round glasses. Even the women.”
Joch: “I will probably never be able to work here.”
With all the LEGO exploring, what are the
weirdest places you found LEGO blocks?
Joch: “The rumors are true, you literally find them
everywhere. Even in the forest of Billund you
occasionally find small LEGO pieces”

Jonathan: “Your entire day you are prototyping
with LEGO blocks, so you end up with LEGO bits
in your pockets. There are even boxes in every
office where you can dump your excessive LEGO
blocks, because everybody takes these pieces
everywhere.”
And how is Billund?
Joch: ”Well, Billund is the most boring place you
will ever be in, it is just a LEGO office town with
nothing else. This is also the biggest downside
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of this internship: there is nothing to do here. So
when we want to do something we leave Billund.
This is quite hard because everything is really far
away and expensive.”
Tijs: ”We have to get very creative because there is
really nothing to do.”
So what have you already learned at LEGO?
Tijs: “This internship really connects to Industrial
design, it is very user focused and it shows the
essentials of the role a designer could have in a big
company. You learn to work interdisciplinary.”
Joch: “For me this internship is a huge dive into
product road mapping and platform development.
You really learn how a product works in a bigger
context and how that influences your design
process. I gained a lot of new skills in software,
user interfaces and physical prototyping as well.”
Alex: “Your role as a designer is very specific. You
learn to work with engineers, and must find your
place between people who know the most about
what you want.”
Would you advise this internship to other
students?
Tijs: “It’s a fun experience, nice, relaxed and quiet,
but therefore, starting to imagine that I have to go
back to the lifestyle in Eindhoven scares the shit
out of me.”
Alex: “Well, the LEGO internships are really good,
they really focus on our learning goals. But at the
same time we are in Billund, which is really boring.”
Joch: ”The best part of the internship is working
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at a company like LEGO. But you also have to
live in Billund where you have so much time not
knowing what to do. However, for a semester long
internship it definitely is a fantastic experience and
learning opportunity that I would recommend to
everybody anytime.”

“This internship is
definitely a fantastic
experience and learning
opportunity that I would
recommend to everybody
anytime.”
text fabienne van leiden graphics joch jansz
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future
of
bitcoin
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“I would like to
know what we, as
designers have
to contribute.”
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Kevin Kelly (Wired Magazine, Whole
Earth Catalog), in his great book
“What Technology Wants” defines six
characteristics that typically lead to
the successful manifestation of a new
technology:
It stimulates collaboration.
It promotes transparency.
It works in a decentralizing way.
It is flexible; the technology is easily
improved upon and tested in various
contexts.
It is redundant; it is not the only solution
out there.
It is efficient; it has a small impact on the
environment.
It is quite easy to apply most if not
all of these characteristics to the
technological invention behind Bitcoin. It
works extremely decentralizing (no need
for banks or permission), it promotes
transparency (all transactions stored
in a public ledger), it is flexible and
can be easily tested (there are many
altcoins like Lightcoin, Peercoin with
different protocols), and it promotes
collaboration though its open source
development model. Most importantly

it provides accessible banking to poorer
countries with less stable currencies or
central banking systems.
Where in western countries with
stable currencies Bitcoin is viewed as
‘nerd internet money’ it has very real
implications for developing countries.
Accepting bitcoin as payment for your
business is as easy as setting up a Bitcoin
wallet, and exchanging assets from one
currency to another through bitcoin is
now much cheaper and more accessible
than ever before.
The question is, if this technology is so
valuable, promising and powerful how
come it’s not widely used yet? There are
of course many reasons, but the one I
will be arguing has to do with the role
of designers. I would like to know what
we, as designers, not mathematicians or
computer scientists have to contribute.
It may be the job of cryptographers to
make the system completely secure, but
it’s the job of the interaction designer to
actually make it attractive to use. Just like
it was the job of the various scientists at
the NASA to make the internet work, but
it were all the web designers that actually
made it usable, unleashing its true global
capability.
So go and educate yourself about new
technologies as much as you can, and
try to look at them, not with the logical
mindset of an engineer, but with the
empathic mindset of a designer.
“The whole reason geeks get excited
about Bitcoin is that it is the most efficient
way to do financial transactions.” Says
Bitcoin’s chief scientist, Gavin Andresen.

As the next nature theme proves,
food and design go hand in
hand. But what if we would
use ‘our’ techniques in food. It
probably will add so much to the
experience that taste becomes a
minor nuance!

design
food

text fabienne van leiden graphics joric koghee

Recently Bitcoin has gotten more
and more attention in the media. As
is the case with most new, disruptive
technology, there are a lot of differing
opinions and incomplete information
everywhere you look. There are many
layers to describing what bitcoin is
exactly, and seeing as most of us are
skilled self-directed learners, I encourage
you to do your own research. For those
who can’t be bothered I will give a brief
superficial explanation. The biggest
innovation lies in the fact that for the
first time it’s possible to send funds
directly from A to B safely without
central authority. In short, it enables
everyone to be their own bank amongst
many other things.

Look WhAT WE FOUND

Yes Gavin you’re right; Geeks are excited.
Let’s see if we can make my parents
excited as well.
text stijn stumpel
graphics joch jansz
illustration joric koghee
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An introduction please, who are you?
I am Hans de Vries, Country Manager of RS Benelux.
Years ago I studied Business Administration at the
Amsterdam University of Applied Sciences. After
that I have worked as a product and people manager
at several companies. Eleven years ago I started as
Customer Service Manager at RS Components and
today I am responsible for the sales results of the
Benelux market.
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Can you tell us something about RS?
Our company actually started in a lock-up garage in
London, 1937, where a Dutch and Hungarian engineer
were selling radio spares; which explains our name.
Currently we are the biggest service distributor of
electronics and maintenance products in the world.
We are active in 32 countries and have distributors
to the rest of the world (except for North-Korea I
guess). Our offer includes electronics, automation
and control; test and measurement; electrical
and mechanical components. We process around
44.000 orders per day but every day we start with
an empty order book. Although I must say that you
design nerds usually buy your stuff at night so we
always have some orders in the morning.

I must say that you
design nerds usually
buy your stuff at night
UNiD22.indb 21

Speaking of design, what was the idea behind
E-lucid; the collaboration with our faculty?
First of all, I personally am very inspired by the
projects that are initiated here and the innovative
atmosphere at the Industrial Design faculty. I see
many passionate students developing themselves
into valuable contributors to our society. The
Netherlands is a country depending on the
development of innovative services and technology.
At RS we want to support this innovative capacity,
especially in times when our government has to cut
back on their budget for education.
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We saw a valuable opportunity when we were
contacted by Lucid to set up a physical shop at
the department, accompanied by the return of
the Electronics Lab. Currently we are working
with student assistants who manage the orders
of students. Through them we receive honest
feedback from students about for example our
website, the general customer experience and our
offer. This collaboration has led to the development
of our RS University program which enables us to
introduce this methodology at other faculties and
universities around the world.
What is this RS University Program about?
Through this program we want to support all fields
of engineering education and one of the resources
we enable students to use is the DesignSpark toolset,
which exists of DesignSpark PCB and DesignSpark
Mechanical. PCB is developed for students to
capture schematics, design and layout PCB boards
and to generate 3D views and manufacturing files.
DesignSpark Mechanical is a 3D design software
with which detailed dimensional worksheets can
be created and amended. You can get these tools
for free at DesignSpark.com, which also functions
as an online community where engineers support
each other and share ideas.
We also support universities in their research
projects and other activities. An example of this
is the components we have sponsored for the
race cars of the TU Eindhoven, Twente and Delft.
Don’t worry; for the Eindhoven team we supported
the electric car and the others run on fossil fuel!
Another interesting and new direction is the Dutch
Design Week. We sponsored the DDW committee
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of Industrial Design with components for the
interactive light installation they have built together
with visitors. If you have innovative ideas yourself;
feel free to submit them accompanied by a good
pitch.

What makes RS stand out from the normal
components distributors? What is your
strength?
At RS we believe that we have to fully understand
our customers and their needs to differentiate
ourselves from our competitors. Therefore we
invest in long term relations with our customers
and search for new ways to support them. Currently
we are experimenting with a new approach at our
customer service department. When an order
is delayed or if we want to thank a customer in
specific circumstances, our employees can send the
customer a handwritten card, flowers or a specially
designed RS pie!

text yasemin arslan graphics renee noortman
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In 1957, Max Miedinger and
Eduard Hoffmann designed
Helvetica. Their goal: create a
completely neutral expression of
the Modernist design movement.
As a tribute to this famous font,
Guts & Glory created the ultimate
Modernist perfume. And what
would a perfume of completely
neutral expression smell like?
Indeed: nothing. $32.00 for
beautifully packaged water.

Helvetica
Perfume

Look WhAT WE FOUND
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we want to support
the innovative capacity,
especially in times when
our government has to
cut their educational
subsidies
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how digital
interaction is
changing our
social interaction.

and why should
we care.
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I can, as I think most of you, admit that I
have at least a mild form of phone-addiction.
Leaving the houste without it makes me
feel powerless (and yet very free). I am well
aware that putting my phone on the table in
a meeting is not very polite. I also know that
(even though I am a woman and hence am or
should be a master-multitasker) I am lot less
sociable when interacting with my phone.
And yet, I don’t stop using it the way I do.
It is a well-known frustration of many, but even
more so for those of the pre-smartphone
generation. In a discussion between me (as
previously mentioned no stranger to the
devices) and my father (who has mistaken
the TV remote control for his phone more
than once - resulting in pretty hilarious phone
calls and channel surfing) we decided it might
have something to do with the fact that my
generation has become too accustomed to
the phones. So accustomed, that we think
we can “get away” with checking our phones
quickly in the middle of a conversation. I
don’t pay less attention to the conversation
when quickly checking my phone, but that
doesn’t really matter. What matters is that
he is perceiving me to pay less attention.
Because, quite frankly, someone continuously
instagramming their meal kind of implicates
that sharing the dinner with the world is more
important than sharing it with you.
OK, so it’s a well known issue. Hell, there are
even apps popping up to make you use your
phone less (how ironic). Some for a good
cause (phonestack) and some for an even
better one (UNICEF tap project).
I think the issue is starting to expand: the
way we are interacting with our phones is
drastically changing the way we interact
with each other. Phones are practical devices
that started out with relatively simple
functionalities. And while more and more

functionalities were added, the need for
simplicity grew. Have we perhaps simplified
our phones to such an extent that they do
not support human interaction anymore?
Creating efficient interaction might be useful
in the App-world, but in social interaction it
easily comes across as rude. Recently, tourists
asked me for directions. When I could not
give them an answer they walked away so
abruptly I felt like a Tinder profile being swept
to the wrong side. I was of no use to them, so
I was not worth a richer interaction. Our need
for efficient digital interaction is influencing
our social manners.

so

So, why should we care? First of all, this
influence product interactions can have on us
goes beyond just smart phones. As designers,
we should be aware of how human the
interaction we design is and of the effect it
can have in the long term. Secondly: you really
don’t want to feel like a Tinder profile and
you probably don’t want to make someone
feel like one either. So consult yourself;
are you truly involved and devoted to the
conversations you have with your family,
friends or even strangers or do you glance
around looking for the next?

text doenja oogjes graphics tijs duel
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VOXELWORKS

Supplier of 3d printers, workshops and support
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INFO @ VOXELWORKS.CC
www.voxelworks.cc

RepRap Ormerod

Cube

Cube X

Sense 3D scanner

By Frank van Valkenhoef, Roy van den Heuvel & Tom Raijmakers
in collaboration with RS Components
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study association industrial design

UNiD22.indb 28

09/04/14 13:37

