editorial

The Allegory
of the Phone
From the day they were born,
they had not seen anything else
than the bright shining screen
in their hands. One of them
sat in a chair, another one
kneeled on the floor and the
third one lay in his bed: each
in their own bedroom. They
never moved around, not even
their necks, not even their eyes
and could only see the world
through their phones.
They simply did not know that
not everything is made out
of millions of pixels and that
emotions are too complex to
be passed through a screen.
Those tiny little squares, red,
yellow and blue, formed what
they thought to be the world.
If only they knew.
One day was a bit different

from any other. The boy who
lay in his bed was minding his
own business while exploring
the internet. When suddenly
his screen turned black and to
his major surprise, he dropped
his phone out of his hands onto
his eyes. In a split second he sat
right up and looked around his
room. Everything was so dark,
he had no idea what to do.
So, slowly he crawled out of
bed, felt the cold floor beneath
his feet, the wrinkly walls with
his fingers, until he reached
what you would call ‘the
stairs’. After quite some time
he managed to pass through
the front door, covering his
burning eyes because he had
never seen actual sunlight
before. Now he could really
touch the car and pull the
grass, feel the sun and smell
the air.

“

In a reflex he grabbed his
phone out of his pocket but
remembered he was out of
battery. He felt disappointed of
not being able to take a photo,
but caught himself feeling
ashamed by this thought.
He ran back to his house, found
his charger and went online
to tell his friends about what
happened that day. The only
response he got were capital
letters H and A; there was no
one who believed his story. His
truth had become a different
one than the one his friends
believed in. But what could he
do? He wanted to break free,
but did not want to feel left
out. Het kept on gazing in the
distance, not knowing where
to go now.

If only they knew.

”

So… was I pointing out the
impact of smartphones and
social media?
No, not all!
I like social media!
This story is about escaping
dogmas and taboos, which is
what the boy did. He escaped
from the pixelated world after
he realised that there was more
than that; he discovered real a
new truth.

UNiD 28, the same but a bit
different.
Enjoy.

Text: Naomi Mavis Kool
Lay-Out: Wouter van der Wal
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Hey cutie, wanna

KIIRO ?
O

Long distance love by Kiiroo, VanBerlo, AMS, Fleshlight
and a couple of pornstars.
As anyone who knows me
will tell you- I love drawing,
talking about, and joking
about dicks, to the point
where I need to hold myself
back during a conversation
about sandwiches because
the word “sausage” might
come up. Imagine how
excited I was to write this
article about Kiiroo, the
teledildonics company based
in the south of Amsterdam.
They claim to “present the
latest in smart technology
for online intimacy”.

K

iiroo have been making a name
for themselves since 2013 when
one of the founders asked himself
why nobody had tried to make “VirSex” happen yet. They were a set
of fictional hi-tech helmets that
transmit sexual stimulation between
couples’ brains in Demolition Man,
a nineties’, sci-fi movie. Vir-Sex
has embodied the wet dream of
cybersex, caused by the promises
of virtual reality and the internet.
A dream that finally materialized
when Kiiroo launched their
products in 2015, 40 years after Ted
Nelson (the inventor of HyperText)
coined the term ‘teledildonics’, and
22 years after the idea of internetenabled sex toys was patented. Since
then they have been discovering
new markets, talking to users,
working with pornstars, and
appearing on all kinds of media,
while optimizing their devices.

But it started with a prototype,
made by Maurice op de Beek.
After he quit his job as a trader of
derivatives (whatever that may be)
he followed a quick prototyping
course at a local FabLab. Eventually
he joined Kiiroo and together
with VanBerlo, the prototype was
transformed into a mass-producible
product. At the hands of Taco
Schuur, design engineer at VanBerlo,
the prototype became more compact
internally and easier to produce.
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After prototyping, comes user
testing. For a company like Kiiroo
this was somewhat of a challenge,
as most people are not (willing
to admit that they are) open to
sextoys. Especially men. Luckily
the product targets anyone over
the age of 18 in the possession of
functioning genitalia and it just so
happened to be that the founders
and some of their acquaintances
fit right into that category.

After gaining popularity among sexand porn enthusiasts and becoming
the industry leaders, things have
turned around for the start-up.
Users started approaching them,

barely keeping it in their pants,
yearning to test new products.
“They probably think they will get
some free stuff out of it”, Maurice
jokes. Then there are people who
give input on their own initiative;
professional reviewers who do
extensive systematic tests and users
who approach them with feedback,
complaints (“I don’t feel anything!”),
and praise (“This feels amazing!”).

The fact that Kiiroo is Dutch is
virtually always mentioned in
international media. Maurice notes
that even though the US is host
to the largest porn conferences

in the world, you will rarely see
a nipple in public there, not
even at the conferences. Silicon
asses modeled after pornstars are
completely fine on the other hand.
During the skype call with the
lead designer, op de Beek coolly
drops words like “kutje”(“pussy”)
and “piemeltje” (“wiener”). When
the tall men that run the company
appear in international interviews
they also speak freely and casually
about sex. This attitude is
globally rare, which makes them
extremely interesting for media
aimed at youngsters, a category
that is typically also interested
in technological developments.

The advantage of operating
from the Netherlands is
not limited to their potty
mouth giving them media
attention. It also puts the
entrepreneurs in an environment
with a higher density of sexually
open minded potential customers,
testers, or colleagues. These people
will together be able to make a
sex product with class and treat
it more as a high-end, high-tech
product. Rather than as something
that should be kept under the radar.

Usually products that can be bought
in sex shops have a cliche porn and
fantasy exterior, but Kiiroo instead
consciously try to offer a highend, high-tech experience in both
their physical, and digital presence.
It should be noted, however,
that even though the products
are marketed as high-tech long
distance love enablers, Kiiroo still
make most of their money through

“

China and then there are the 30
webcam sites they are connected to
and offer content on. Their eye for
business allows the founders of the
teledildonics company to bring their
products to as many lonely hearts as
possible. Because sexshops are not
used to selling high-tech products,
Kiiroo focus on advertising on
porn and webcam sites. This
advertising works symbiotically

users to combine sex products
like those of Kiiroo but other
(virtual reality) products as well.

Maurice also hinted at a new product
which will be a collaboration
between Kiiroo and Fleshlight,
with a little help from VanBerlo.
He could not go into detail, but
it never hurts to guess a little. The

Kiiroo instead consciously try to offer a
high-end, high-tech experience in both
their physical, and digital presence.

porn(related) channels . Here again,
their nationality works in their
favour; webcam sex is apparently
relatively large in the Netherlands.

The modernization of sexting would
not have been possible without
Kiiroo’s ability to establish fruitful
connections. VanBerlo designed
the Onyx and the Pearl, a software
company takes care of the firmware
and the web-platform, the sleeve
inside is made by Fleshlight who
have a patent on a skin-like material,
AMS manage the production in

with the content offered on those
sites, which is a win-win-win for
Kiiroo, the websites, and the user.

2013 was the year of the idea, then
2014 was the year of the prototype
and 2015 the year of the rollout and
start of a network. Now, 2016 is
going to be the year of maturity for
Kiiroo and the eight people behind
it (not limited to a slight decrease
in dick jokes compared to 2013). On
the long term, the web platform
will grow to become the centre of of
the teledildonic universe, allowing

”

Pearl and Onyx currently allow the
woman to directly control how the
man is tickled. The man can use
the capacitive touch sensor on the
outside of the tube to control the
vibration on the sleek white dildo
but this does not even get close to
the real thing. Realistic effectors on
the Pearl’s side would allow two(or multiple-) way communication
between all genders all over the
world. The future of long distance
love is a bright one, thanks to Kiroo.

Text: Otis Overdijk
Lay-Out: Lesley Lock
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RESOURCE 2.0
As industrial designers our main goal is finding innovative solutions
wherever we see opportunities to do so. This was also the goal for the
assignment Anti-Dogmatic Design by prof. dr. G.W.M. Rauterberg from the
Industrial Design department of the TU/e. Our team came to the idea of
seeing the human body in the same way as we do with animals: as a resource.
After passing away, nowadays usually the bodies are buried or cremated.
In rare cases the bodies are donated for scientific research. Instead of these
traditional ways, I was particularly interested in using the skin of humans.
What we could do with it? Could it be made into usable leather? If so, why
not really do it and use it?

Then the next question occurred: how?
Luckily through contacts in the hospital I was
able to get into contact with a plastic surgeon.
She agreed to, after getting permission from
the patient, give me leftover skin from a
cosmetic skin reduction surgery. So part
one of my mission, getting the skin, was
completed. However, it was not at all usable.
The three pieces of skin, roughly fifteen

“

A couple of weeks later, the skin was ready
and I picked it up. The result: rough, yellowish,
slightly smelly leather. It wasn’t perfect, but it
was usable!
Even though I received some interesting
suggestions on what could be done with the
leather, I haven’t decided what to do with it
yet. The main goal of doing this was to show

I realize this is highly controversial,
but human skin could play a valuable
role, for instance in the mourning
process.

square centimeters in total, were saved in
formaldehyde. In order to be usable, the
skin had to be tanned to become leather. I
considered tanning the skin myself but that
turned out to be quite difficult.The tanning
method that involved formaldehyde is no
longer used due to health hazards. Finally,
I was able to convince a small leather store
to accept the skin. They sent it to the leather
tanning company, even though they expressed
doubts on the quality of the tanned skin.

the possibilities. Before actually having the
human leather in my hands, I didn’t think
it was possible, or acceptable to create
this. It turns out that it is! As a designer, I
see innovating and pushing boundaries
as important tasks. I realize this is highly
controversial, but human skin could play a
valuable role, for instance in the mourning
process. Who knows, one day human skin
might be used to create beautiful, valuable
products.

”

Text: Magda van Dijk
Lay-Out: Rosa van der Veen
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According to ID teacher, coach and legend Joep
Frens efficiency is a disease that permeates the
western society. What does that mean? Are you
infected? And where can we find the cure?

“

The constant focus on on efficiency might rob us from a
solution domain that should be open to us as designers.

”
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Text: Jochem Franse
Lay-Out: Marijn van der Steen
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BioArt Lab
- internship

“BioArt Laboratories is not really that much of a shocking
company”, Arthur van der Werf said as we talked about his
internship, dead mice and something about the bacteria of fish.
“It is a bit of a weird company, though. You might for example
see chickenskin shaking in a flask, stuff like that.” While all of
that seemed pretty shocking to me, Arthur told me about his
work with bacteria in petri dishes as if it was the most selfevident thing in the world to work on during an internship

“

You might for example see chickenskin
shaking in a flask, stuff like that.
- Arthur van der Werf

”

W

hen Arthur found the
vacancy for this internship,
most appealing to him was the
freedom and the fact that he could
define his own projects. Being
interested in conceptual art, the
company seemed to fit him as well.
The project he started on did not
really have anything to do with
biology, but as the Dutch Design
Week approached, he took the
challenge to mix his interest for
photography with biology. “I had
just started working with light by
creating a darkroom in my backyard
shed. After a while the idea came in
my head that light is not just there
to enable us to see; it also gives
life. I wanted to show that light
enables and manipulates growth by
steering it. I started thinking about
experimenting with grass, but as
I felt that it wasn’t very suitable, I
moved to luminescent bacteria and
creating images on them.”
While working in a sterile
environment,
seperating
luminescent bacteria harvested
from fish, Arthur focused on
creating the image. Needless to say
it was important to take care of
the bacteria, but making a negative
and finding the right time of
exposure for this new material was
the real challenge here. Usually,
when making a photograph in a
dark room, knowledge is available
about the type of paper, density of
the negative and the accompanying
exposure time. Working with

bacteria as a new material required
testing different settings in the
search for the best result. He did
work together with a biologist at
first, but as the project progressed
Arthur felt that he was becoming
the expert. While the biologist knew
a lot about how to feed bacteria and
keep them alive, he did not have any
knowledge on exposure times on
bacteria. Arthur believes this is one
of his main learningpoints; when you
start an internship, you do not know
what to do, what is expected of you.
However, after a while, you realize
that the people in the company do
not know it all either. That is when
you need to start making decisions
and get the overview. As Arthur
said: “That is what we are good at,
creating order in chaos.”
What about the dead mouse and
chickenskin, though? BioArt’s DDW
exhibition was called ‘Chilling in
a Box’ and had the aim of giving
people goosebumps. To promote
this exhibition, BioArt created
flyers of dried chickenskin. And the
mouse that Arthur bought at a pet
shop where it was supposed to feed
a snake, went into a primordial soup
to recreate life. “Yes, that mouse was
pretty disgusting; it was frozen and
went into the flask by the tail.”

Text: Emma van Zoelen
Lay-Out: Max Blondeau
Media: Arthur van der Werf
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FUCK
U SERS
Rules need to be broken every once in a while. That
is why we are breaking the very first rule the ID
department ever taught us: taking Apple as an example.

D

esign is generally all about
the users. We put their wants
and needs first and decide how our
concepts should improve their lives.
However, Apple has been openly
challenging this user centered design
dogma for the past few years. Instead
of asking what their user wants, they
decide what the user should want.
If Apple wishes to increase sales,
their designers are happy to shorten
their product’s lifespan. They do this
by needlessly changing the charger,
making the battery practically
irreplaceable and refusing to update
your beloved iPhone 4.

Apple is also not afraid to throw out
necessary features like the ability to
undo or go back. More obvious are
the unreadable fonts, oddly placed
Lightning ports and fragile cords.
But hey, it looks nice. Apparently
that somehow makes a 70% profit
margin acceptable.
The tobacco industry is taking this
trickery one step further. Even
though their sales are plummeting
in developed countries, they are
fighting back by making cigarettes
more addictive and attractive; to
children. That’s right; large tobacco

companies are currently luring in
brand new customers by adding
candy flavors to their cigarettes. On
top of that, the usual compounds
are being replaced by their deadlier
counterparts to save money.
This may sound cruel and illegal,
but there are currently many more
companies exploiting young minds
in an industry that is a lot less taboo:
gaming. Years ago, we occasionally
isolated ourselves for several days
on end to play The Sims. Presently
however, it seems that it is no longer
us playing God, but the psychologists

working at gaming companies.
Experts at Candy Crush’s creator
King have openly discussed how
they were able to make the game
as addictive as possible. The game
makes you wait for lives, gives
you verbal rewards and seems to
be endless. Thanks to humanity’s
raging dopamine centers, King
has made roughly $800.000 a day
throughout 2014 off of their 93
million users. The company, now
worth 7 billion dollars, is reaping

“

the benefits while its users are
left with mixed feelings.

Text: Carola Brus
Lay-Out: Joyce van Weverwijk

So what does our user want?
Maybe we need to wonder what
it is we want before we ask
ourselves that oh so pretentious
question. Isn’t that why we
design? For the fame, money,
power… Though that might be
debatable, being selfish definitely
pays off for some!

Media: Julia van Zilt

The company is reaping the benefits
while its users are left with mixed
feelings.

”
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BLOODY

DESIGNERS
Ever noticed how the smaller Lego
parts have holes in them? They are
designed this way, so when children
swallow the head, they can breathe
through the small hole. This makes
the chance of suffocation in LEGO
parts significantly smaller.

T

his is an example of how
designers are (indirectly)
morally responsible for their
products. We spoke to former
fellow-student Stijn Stumpel,
who was one of the first from
our faculty to be accepted as
an intern at LEGO. Since then
he has set out a framework for
himself, on three dimensions
of morality within design: the
product, the production and its
users

The product itself

Production

Users

The first aspect he speaks about is
the product itself. A product or
system that has been made, is full
of morality and affects more than
you might think. Meaning you do
not design just one product, you
design millions; every user will use
the product in his own way.

The second aspect is the
production of the product,
which is also full of morality. Just
think of the production chain
of the materials you use. A good
example is the use of fabrics,
almost everybody is familiar
with the problem of low wages
and poor working conditions in
some countries. As an industrial
designer, you are responsible for
the production chain of your
product. And of course, it is not
possible for designers to visit

In the the 80’s one of the first
personal computers was the
Commodore. The marketing of
the computer was focussed on
boys and men. There is a theory
that suggests that because of this,
boys got an advantage on girls
later in their IT studies, because
playing with the Commodore got
them acquainted with hard- and
software. This example shows a
small marketing strategy, has a
huge impact on the society.

But how do you make sure a
product is used for good? In short:
you can not. For this reason it is
important to make your own
assessment whether something is

“

It is up to you as the designer, if the
purpose of saving lives outweighs
the other.

good or bad. You can see it as a
scale. On one side you can list the
positive aspects of your product
and on the other side there is a
list of the negative aspects. For
example, what if you’ve made a
product that can be used by the
medical field to save hundreds of
lives, while at the same time, the
military uses it to prepare soldiers
for battle. It is up to you as the
designer, if the purpose of saving
lives outweighs the other. Or,
you might perceive the military
purposes not as a negative aspects
at all: some designers argue that
they are on the ‘good side’ of war.

every factory where they get their
materials from. However, if you
find morality important, it is your
duty to control the process as
much as you can.

“

How to fix this? Design inclusively.
Your idea might be scary, new
and intimidating and the idea is:
make the threshold for use lower.
How do you do this? Design
your product so that it looks like
something users already know. An
example of this is Apple and the
icons of their apps, a save-icon
looks like a floppy disk, or the
iBooks app like a bookshelf. It will
guide the users how to intuitively
use the product.

Text: Loes Teunis
Lay-Out: Naomi Kool
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DESIGNER INSIGHT

ARNE
HENDRIKS

You want to change the
world. You see it is needed.
Unlike obedient designers
who make sure your phone
breaks after two years, you
want to make things better.
However, forget changing
the world if your idealism
will not even sustain 10 years.
Learn to resist the power of
structures and structures of
power. This issue’s Designer
Insight we do not talk with a
designer.

O

n February 11 2010, art historian Arne Hendriks kicked
off a lecture series at the Academy
of Architecture in Amsterdam. One
that would fit the theme ‘Miraculous
Transformations’. When he entered
the stage, his notes were torn apart.
And not just his notes. Confused
and chaotic, Arne voices his doubts.
Was he really born to look at and
not make art? This was not what
the audience came for. The tension
rises, until a man poses a challenge:
“If you really want to be an artist,

do something!” Arne grabs his glass.
Just when he wants to throw it, the
director of the Academy jumps in
between. The lecture was a disaster.
For Arne it was a catharsis. “Finally, I was freed from the idea that I

The
Shaman
of Two
Sides
had to ‘say something about’, while
I could make art myself.” Arne the
artist was born.
Six years later the artist matured
as a man well-known in the design
world. “It might sound contradictory, but design has saved me from art,
or what I presumed at some point to

be art.” Arne likes the experiment
and engagement possible in design.
Consider his ongoing research project The Incredible Shrinking Man1,
where Arne looks into the possibility of humans to become shorter.
Or FATBERG2, an island of fat he
builds with Mike Thompson to fix
fat’s identity crisis. Arne’s familiarly unfamiliar viewpoints even made
him ambassador of the DDW 2014
and this semester’s artist-in-residence at NIAS. Closer to home,
some readers will know him as their
former coach. We meet in a coffee
bar near the Design Academy, one of
the schools where Arne is currently
coaching.

How does your work relate to the
design world?
I have a special interest in how we
currently seem unable to redesign
our relationship with our planet,
which is causing a lot of unnecessary
harm to life in general. In my work
I try to challenge some of the most
persistent fundamental ideas and
desires3 that create this impotence

21

for change. I’m convinced we need
to change our present ideas on what
it means to be human, before we will
be able to make the radical changes
necessary to retake our rightful place
in the ecology.
On a much more practical level I
think that good design may very
well get us out of some of the mess

“

topic that matters to me. And then I
spend time with it. 95% of the time
I’m sort of sitting around, waiting
for something to make me understand how to connect, how to act,
how to start telling stories about
what I experience or think about a
certain topic. And then, hopefully,
BANG! I know what to do.

the world of reality that are beneficial for the complex ecology we’re a
part of. So being good as a designer
involves spending lots of time in the
ideal as well as the real.
I’m convinced that there has never
been a more exciting and challenging time for designers. The world is
looking at industrial designers for a

The world is looking at industrial
designers for a way out of our
destructive systems

we have created for ourselves and
our planet. Although in many cases
design is also what got us into trouble in the first place. Hopefully I can
help designers dig for relevance, and
they can help me bring whatever we
find, to the surface.
Challenging ideas, digging for relevance, how do you do that?
I try to forget system, method, tools
and known practices and enter into
a direct and personal contact with a

Time pays off; FATBERG and The
Incredible Shrinking Man do challenge dogmatic ideas. What role is
left for designers?
If I ignore what designers have become and just project what I believe
to be the ideal role of the designer
it’s probably the role of the shaman
between the world of ideas and the
material world. The designer plays a
key role in the materialisation of ideas but could also function as a gatekeeper allowing only those ideas into

”

way out of our destructive systems.
I would love to see more technical
universities operating with a strong
awareness of this position, but what
you often see is the opposite.
I’m skeptical of the close ties between business and higher education in the sense that we should be
careful with influencing the direction towards profit-driven goals.
Universities should not become
outsourced research & development
departments of business. If we lim-

it ourselves to an education that is
conceived and nurtured within the
systems that are currently in place,
it will be that much harder to create
the changes humanity and our planet needs.
We can wonder what this would
mean for the direction ID is heading. What kind of design education
do you believe in?
We must train the younger generations to be strong in their convictions, original in their ideas, and
confident in their creative abilities.
The new generation should become
even better at being human, and
making use of those specific qualities
that define our species. We feel, we
experience, we combine, we believe.
We are an amazing species only if we
develop these qualities further and
thus allow others to do the same.
When you’re able to operate independently and define your own
meaning and role in difficult situations, then that is a power. I’m not
talking about all education, just
about the sort of education that

excites me and makes me want to
teach. Yes perhaps it’s disruptive but
let’s face it, there’s not nearly enough
disruption of existing power structures at the moment.
Can a disruptive designer learn from
how an artist works?
I believe that to understand anything about making, about creativity, or about humanity in general it is
vital to study art. The most important thing is that art is not a product,
or a history, or even a tradition; art
is a way of engaging with reality that
is undefined by the other, by structures, by the powers that be. Art is
something you do. Art is to define
yourself. This is the artist every designer could find in him-/herself.
Don’t let others do the work, don’t
be lazy when it comes to formulating

what you want.
Finally, Arne has some advice for
you, aspiring world-changer.
The most difficult thing when you
start out as a designer or artist is to
find the confidence that what YOU
do is of value. To find that confidence
you sometimes need to push the boat
out really far until you realize you’re
actually surviving; that you’re enjoying the wind and the waves and
learning how to work the elements
to steer the ship in the direction you
believe is right. Oh, and stay clear of
the big oil tankers. Those ships will
drag all of us down.

Text & Media: Gijs de Boer
Lay-Out: Lesley Lock

References
1) http://www.the-incredible-shrinking-man.net
2) http://fatberg.nl
3) Are you already indoctrinated by old structures? Do Arne’s
(very efficient) Growth Obsession Test: https://youtu.be/
FyooYRAa07E
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DESIGNING WITH

NEGATIVE
EMOTIONS
The entertainment industry is constantly searching
for new existing products. Designers look for
what users enjoy, but their joy is not always
found in peaceful corners of entertainment. Take
rollercoasters for example; the thrilling experience
of riding a rollercoaster consists of an intense and
stimulating feeling that is based on fright. What is this
phenomenon and how can we use this to enrich the
user experience in products?

R

ollercoasters are fun, because
they are scary. So in this rich
experience the positive reaction
of the user is based on a negative
emotion. The user perceives the
scary stimulus which transforms
his perception and his attitude of
the situation. He sees the track,
hears the wind blowing in his ears
and starts screaming. As protection
the person grabs his seat belt and
remembers he is safe.

The Virtual Reality industry can
take this a step further. For example,
Manus VR created a glove so you
can use your hands to control a game
or animation. You can cut an alien
open in a surgery simulator with
your own hands without actually
getting them filthy. The gloves and
VR headset form a representation
of the operating room, which
takes away the unpleasant aspects
and allows the user to enjoy the
experience carefree.

emotion elicitation; it causes the
positive and negative emotions.
The last ingredient is the emotion
reversal. The product will consist of
a gel dummy filled with ketchup, so
the user is protected from hurting a
real person.

A more extreme variation can be
found in for example the sadistic,
the scandalous and the grotesque.
How much do we love Quentin
Tarantino movies, because of its
great violence and bloody scenes?
A cop tied to a chair, ‘Stuck in The
Middle With You’ starts playing…
In interaction design we can find
something similar in video games. A
few clicks with your index finger and
just like that you’ve killed someone,
but detached from the reality of
course. It is only for our amusement.

So, now we want to make a Mr.
Blonde (Reservoir Dogs) simulator
using negative emotions to enrich
the user experience. Cutting an
ear off is quite disgusting, blood
all over the place. But it can also
be fascinating to explore what
happens and investigate what other
things you can do. The in-your-face
experience intrigues the user and
transforms his perception. This
causes curiosity and transforms the
user’s attitude (emotion selection).
The action of cutting the ear is the

be valuable in other design fields.
For example, the rich qualities can
be used to motivate people to live
healthier and in the case of trauma
therapy even become mentally
healthier. Or it can also be used
for students to practice surgery (on
aliens). Find negative emotions and
embrace them in your designs, the
user experience that it creates is one
to strive for.

This is maybe not the best idea,
but it gives an insight in how you
can design with negative emotions.
The design approach can, besides
the entertainment industry, also

Text: Cas Zeegers
Lay-Out: Max Blondeau &
Luke Noothout
Read more:
Ten Ways to Design for Disgust, Sadness,
and Other Enjoyments: A Design Approach
to Enrich Product Experiences with Negative
Emotions by Steven F. Fokkinga and Pieter M.
A. Desmet
Watch more with the qr codes on the left.
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THE ANTI-DESIGNERS

“

H
imp

It is in our human nature; the endless quest for perfection. We
strive for the best possible results in all our work and if we are
not able to reach the desired level, we will work even harder. At
Industrial Design perfection often means design that interacts
seamlessly with people and their everyday life. Still when we
look around us, there is so much ugly, dysfunctional or weird
design, even objects that have still become famous. How is it
possible that such imperfection can be so popular?

Y

es, us humans love perfection,
but only to a certain extent.
Sleek aesthetics and smooth
interactions satisfy and please us,
but after a while it becomes quite
boring. We need details to let us look
longer, inspire and trigger more than
just pleasure. Sometimes, disgusting
and ugly helps us to shake up our
thoughts and worlds. This is clear
from history; every time humanity
felt like it was coming close to

objects as art and using waste in
artworks. Their aim was to shock by
using humour and irony. It cleared
the path for art movements like
surrealism, where absolute artistic
freedom and the importance of
rationality were vital.
A movement that is more related
to what we do, is the Anti-Design
movement, that originated around
1966. Again this was a form of

How is it possible that such
perfection can be so popular?
perfection in their creations, a group
of people arose to change the values.
An example of this is the Dada art
movement, that started around
1915. It originated from a resistance
against the societal order and their
values about aesthetics and way of
living. As it began around the First
World War, it was also a feeling
of uselessness about what was
happening. To provoke discussion,
they started declaring everyday

”

resistance against the values
and aesthetics of the time, more
specifically the perfectionism of
Modernism. The Anti-Designers
felt that design should be for use,
where objects should be temporary
instead of long lasting. Besides that,
they thought that the culture of
mass production and consumerism
was not right. In their designs
they therefore focused on creating
unique objects. To achieve this
they for example used kitsch and

distortion of scale. Their aim was to
make people think about the objects
they bought, even if they would only
use them for a short period of time.
Eventually, the movement helped
build the ideas around Postmodern
design.
Over the last couple of years, in
terms of design and aesthetics,
we have definitely been going for
perfection again. It makes sense,
wanting to go for the best user
experience. And once enough
research has been done, everyone
knows how to create pleasurable
experiences so that we can live in
a perfect environment. This evokes
the question if we need shaking up
again to move to a new era of design,
and if so, in what way. If we do, we
as designers should not be afraid to
create the ugly, the imperfect and
the weird. It might just be the next
revolution in our field.

Text: Emma van Zoelen
Lay-Out: Otis Overdijk
Media: Ben Muntinga
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TEAM FAST

Scale model of the car.

High potential, high ambitions. We’re talking about Team FAST, an interdisciplinary group
of students doing hard work on one specific material: formic acid. ‘Mierenzuur’ in Dutch, but
luckily there are no ant corpses involved. What started some more than a year ago as a research
project about new ways of storing energy grew to a team of 20 talented enthousiasts with a
dream: building the world’s first bus on formic acid by the end of 2016. UNiD magazine visited
ID-students Max Aerts and Max Weetzel at the Team FAST headquarters.
o basically, the formic acid
acts as a way to save energy
that you get from for example solar
panels”, Weetzel explains whilst
showing me a graph. You have
water, add electricity and it splits
into oxygen and electrically loaded
hydrogen molecules. The latter
bind to carbon dioxide from the air,
creating CHOOH or formic acid a liquid that you could tank with.
In the fuel cell, oxygen gets to the
liquid, forming water and releasing
the energy that drives your car.
CO2 is emitted back into the sky. It
sounds beautifully simple.
Actually, the team already managed
to create two succesful scale models
- of 20 and 100 centimeters long running on the formic acid fuel cell.
Work that must require a grounded
level of technical skills. “Especially
on the chemical aspect”, Weetzel
explains. “Being the technical
manager I have to know what in
big lines what has to be done in
order to give instructions. I did
not follow chemistry courses for
four years, so I had to kind of get
into it again.” But they both agree
that this ability to quickly adapt is
something they learnt from their ID
studies. “Other studies can be quite
specific making it easier to fit into
a specific frame, while Industrial
Design is more about knowing the
basics of everything, which allows
you to keep a good overview”, Aerts
adds. Important skills when you are
managing a team.

ACID FUEL,
CHEMISTRY &
ID STUDENTS

“S

The results are promising and the
dreams big. The one meter long
model took four months, built
basically from scratch. Now the
technical basis is there, the new
challenge is to go to a full-scale
model. “A thousand times as big as
this one”, says Aerts. “Well, in terms
of energy. This is 30 Watts and we
are going to 30 kiloWatts”. Upon
the question if that is comparable
to what a regular electric car uses,
they explain that they are already
thinking about heavier means of
transport. “We were thinking about
a personal car, but now that we

have the means and also have seen
more of the formic acid, we started
thinking about things that need a bit
more effort: buses, trucks. The plan
is to have by the end of 2016 a city
bus that is fully driving on formic
acid.”
There are still some technical
challenges, but building on the
progress so far I sense confidence
among the two about reaching their
goal. “And of course we hope this
will trigger more research on the
topic. That what we do is seen and
contributes to the development of
better catalysts.” And what would
they like to add for ID students?
Aerts: “I think it is beautiful in a
student team how much you can
learn in a year. You can try out
things, you work practically, you
collaborate with other disciplines,
you get in contact with companies:
you already get to experience how
you are going to work later.”
Sounds great, and do they still need
ID students? “Yes, surely. ID’ers are
versatile, that’s really chill.” Weetzel
agrees: “Maybe we are the only team
that really has ID’ers in the core,
haha.”

Text: Alexandra Bremers
Lay-Out: Naomi Kool & Luke Noothout
Media: TEAM FAST
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Why? that was the first question that popped into my head when I accepted to write an article
about the General Members Meeting from Study Association Lucid. In the past going to a
GMM meant going to the Ludic, located in the basement of the Main Building, sitting there
until 1 AM and listening to vague talks about money and activities. In order to write this article
I visited the 71st GMM in the Lucid.bar. The atmosphere had changed. Instead of being hidden
away in the basement, Lucids’ door was literally open for people to visit. Money and Lucid
activities are still the main agenda points, but at least now the board made sure that these things
were handled quicker.

L

et us have a look at what has changed and
what the three different types of members are that you can expect at any General
Members Meeting!
The one person you can count on running into
at the GMM is the serious board member. To
know how it is to sit on the other side of the
table I talked to Oscar van Beek, our current
Chairman. His role is to make sure everything
runs smoothly and that the discussed topics
are interesting for the members. Next to this
he is also in charge of guiding discussions and
preventing the GMM from becoming a big
raging mess, like ancient roman democracy
used to be.[1]
He also tells me that being the Chairman and
handling communication with the members
seemed daunting at first but now it is his

“

“Moving from the main building to Laplace
had a positive influence on the GMM, as it
is more open now, but this can sometimes
lead to people being distracted in the back.”
Jochem explains. In the end he usefully adds
that the beer price should always be lowered,
if possible.
Then we have the eager first year’s students.
As a first year student you have all the time
in the world to visit a GMM, but should you
go? We talked to Zeno Kapitein who went to
his first GMM in order to join the parents’
day committee. He felt that there is a big difference between how he perceived Lucid at
first and how formal it can be when making
decisions.
Another person you can always run into, is
the wise owl and ex student Tom Raijmakers.

Moving from the main building to
Laplace had a positive influence on
the GMM

favorite part of the job. Before being on the
board he went to several other GMMs mostly
because he was active in a lot of committees,
not because he particularly liked going there.
The ambience has changed over time and is
mostly influenced by the board itself during
this year. They tried to give it a more open
and less formal feeling, although during the
decision making the formality has to come
back.
You can also always find old board members,
trying to ask critical questions in order to supervise the current board. As a former board
member Jochem Franse knows what it is like
to be on both sides, at first he did not want
to admit it, but he still feels the responsibility
to come back. He has a great interest in the
study association but also knows how important monitoring the board can be.

”

He used to be able to vote as a staff member,
but now he has been taken away all his powers. As a contributor he was not allowed to
vote about the rights of contributors. He tells
me that in the past a lot of older students
came to the meetings to ask critical questions
in a cryptic way. This made the meetings last
longer, but also a bit more charming.
Going to a GMM is not the normal activity
I would propose for a Tuesday evening, but
if you are interested in how this study association handles its business than it definitely is
interesting to go. However, they can not once
again not lower the beer price. So that issue
is off the table.

Text: Max Blondeau
Lay-Out: Luke Noothout
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Thomas de Wolf is one of the co-founders of the biggest Dutch Kickstarter project, the Beam.
Beam is a projector in a lightbulb. You can screw it in every light socket and connect it to your
phone to control what you want to see and how you want to use it. In November Beam Labs
shipped their first batch of Beams. We went to Leerdam to have a talk with ID alumnus Thomas
de Wolf about how this developed and how ID helped him in this process.
The office in Leerdam is next to the
library of the Bridge museum (the
card game). The museum gave this
office to the company when Thomas
and his colleagues were working on
a Bridge tracking system. After this
project the team came up with the
idea of making a smart projector
which would fit in every light
socket. Because the idea was very
clear, the team could already start
with making different prototypes.
Thomas mentions that in this
part it was very helpful to have an
ID background. The mechanical

“

parts of the eventual product
were a challenge, but with the ID
approach they were able to make
early decisions in the composition of
the design. By building and testing
prototypes they could figure out how
the Beam should be constructed.
The mechanical engineers of the
company had to get used to this, but
eventually they also saw the benefits
of it.
In February 2015 Beam Labs launched
the project on Kickstarter. From
this moment the project became

a rollercoaster ride. The company
had attention from international
press, went to several big events all
over the world and raised 759.656
dollar in one month on Kickstarter!
But that wasn’t the last looping of
the ride. A special system had to be
developed in which the inside of the
product could turn separately from
the outside casing, so the position
of the projection could be changed.
The production had to be explained
in every small detail, so the Beams
could be produced in China. Besides
that, the app and the packaging

As ID alumnus you have a broad
knowledge on the different aspects of
producing a product

”

had to be designed and also the
customers had to be kept up to date
about every detail in the process.
Now it is 2016. The first Beams are
in use, companies are in line to offer
it in their stores and the product
is still developing. “As ID alumnus
you are able to have an overview
on the process. You are not per
se a specialist, but have a broad
knowledge on the different aspects
of producing a product” Regarding
to Thomas this helped the company
to communicate in a clear way. “You
know what the design needs and you
know the possibilities in making
these requirements possible.”

Beam. “We will move to Utrecht,
so we have more possibilities to
hire people and recruit interns. The
company is growing, so we will need
some extra hands. A while ago we
hired someone to make coffee and
read the mail. It sounds funny, but
it saves us a lot of time.”

Text: Cas Zeegers
Lay-Out: Zeno Kapitein
Media: Lotte Sluijs
Read More
Interested in the Beam or do you want to learn more about
the company? Screw it in and have fun.
http://beamlabsinc.com/

Having this overview is still needed,
also after the first production of the
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What is beauty? It may be one the fundamental questions of life and it is one that has
been asked by countless civilizations throughout documented and undocumented
history. Often we tend to associate beauty with perfection; an ideal we strive for.
Think for instance of Pythagoras who argued that the essence of beauty lies in
mathematical proportions such as the Golden Ratio. A lot of the man-made objects
that surround us are designed with these ideals in mind. But there are other ways to
characterize beauty. The Japanese philosophy of Wabi-Sabi is one of those and offers
us a fundamentally different way to appreciate the material world around us.

In a way these objects are deprived of their richness,
their chance to come alive over time.

The beauty of imperfection. It is a
credo that is often used to describe
Wabi-Sabi, but this definition is
only one aspect of a much bigger
philosophical concept. The most
important thing to understand is
that Wabi-Sabi at its core is a feeling
rather than something that can be
rationally described. This is what
makes it difficult to grasp, but all the
more valuable when you finally start
to understand it.
There are three fundamental truths
that underlie Wabi-Sabi.
1. All things are impermanent
2. All things are imperfect
3. All things are incomplete
According to the Wabi-Sabi
philosophy, all things are either
devolving towards, or evolving
from, nothingness. These truths
are embodied in the Wabi-Sabi
aesthetics: objects that are WabiSabi are often asymmetrical, rough
and simple. An old wooden chair
squeaks when somebody sits on it
and damage on the seating tells a
story of extensive use over the years.
Its material properties suggest a
natural process that highlight the

impermanence and imperfection of
the chair and only by slowing down
and closely examining these kinds of
details, the true beauty of the chair
can be appreciated.
The Wabi-Sabi aesthetic originated
in 15th century Japanese tea
ceremonies and was a radical
departure from the Chinese ideal
of perfection and gorgeousness. Tea
masters began to replace elegant,
exquisitely made foreign tea related
objects with simple, understated,
locally produced utensils. The design
of the Tea Hut was reimagined to
represent a simple rustic farmer’s
hut. Above all, they pursued a pure,
spiritual experience that was in
appreciation of the transience of
nature.
Wabi-Sabi presents a notion of
beauty that seems to be in stark
contrast with our contemporary
Western world view. Most of the
objects we surround ourselves with
are technological devices such as
smartphones and laptops: sleek,
flawless, modernistic designs that
embody permanence, perfection and

completeness. They are not meant to
scratch and weather through usage
and every possible functionality
is crammed into them. In a way
these objects are deprived of their
richness, their chance to come alive
over time. They might embody an
ideal of beauty, but it is an ideal that
seems to be incompatible with the
material world.
More and more our lives shift
from the material realm to the
digital world, where everything is
permanent, perfect and complete.
The pace in which we live our lives
speeds up rapidly and we seem to
lose touch with the now. Maybe
it is time for a radical departure
again. Maybe it is time for us to put
our screens aside for a moment, sit
down on that old squeaky wooden
chair and appreciate the objects that
surround us. They might be more
beautiful than we’ve ever given them
credit for.

Text: Luke Noothout
Lay-Out: Joch Janz
Media: Lisa Malou Smits

Read more:
Read Wabi-Sabi for Artists, Designers, Poets & Philosophers
by Leonard Koren
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Food for
Thought
Interview with ID alumnus Chloé Rutzerveld
Being stared at by a pig’s head or spitting in a test-tube;
you will experience no ordinary night when visiting one
of Chloé Rutzerveld’s (1) experimental dinners. Chloé
graduated Industrial Design in 2014 and is now working as
a food and concept designer. We visited her in her brand
new cooking and design studio at Strijp Eindhoven, to
hear more about the underlying stories of her speculative
designs.

“

Ever wondered how
much food is wasted
through our poo?

What’s for dinner? Well, as a starter we have the classical
creamy calf’s brain, followed by the traditional Italian
‘Zampone di Modena’: stuffed pork leg in which the bone
is replaced by a mixture of meat and herbs. Finally we
serve some delicate bonbon blocks filled with mice-liver.
These are examples of dishes that were created and eaten
during ‘The Other Dinner’, a public dinner event about
the past, present and future of meat. Chloé organised it
in collaboration with the Open WetLab (Waag Society,
Amsterdam). The event is a good example of how Chloé
takes an audience through various food-related societal
issues with preparing and eating food as her medium.

Licensed to kill
Combining her knowledge in technology, nature and
science she keeps stumbling upon societal and cultural
issues, things she believes to be ‘strange’. Like, why do we
eat cow in the Netherlands, but is it restricted elsewhere?
Why are we shocked about dogs being eaten in China?
The answer, of course, is our culture. We cook the things
we know, the things we were taught by our parents.
Today we are very detached from the origin of our
food and pretty comfortable cooking the unidentifiable
blocks of meat we scored in the bonus. Please, do not
remind us there is an animal on our plate.

”

John O’Shea brings forward the ‘Meat License Proposal’
(2) claiming that “people who are comfortable eating
meat, should be equally comfortable killing animals”.
Anyone that is able to sign the statement saying they
have killed an animal will be legislated to purchase and
consume meat. A speculative design that puts your daily
meat consumption in perspective, right?

Wasted food
Another strange thing in our society: we do not eat the
entire animal. Feel like you are wasting food in your
household? Imagine what is being wasted before it
actually enters your kitchen. It takes knowledge, effort
and patience to prepare some parts, something we skip
out of luxury and laziness. The parts we do not use are
thrown away, fed to animals or exported to countries of
use, mostly in Asia.
The book ‘Odd Bits’ (3), a great inspiration source for
Chloé, describes why and how to create food using the
entire animal. Nowadays the ‘odd’ parts are hardly used
or seen as delicacies, implying an imaginary exclusiveness.
Over time our consumption has been limited to the
‘familiar bits’, disregarding a lot of valuable protein.
This is not the only nutrient we are missing out on.
Have you ever wondered how much food is wasted
through our poo? Nowadays food is mostly designed
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from a profit perspective, not with
an eye on our health. The complex
combinations of different nutritions
cause disturbance between different
digestive processes. The result:
unprocessed food, potential energy
and healthiness we flush down the
drain.
In the project ‘Anders Eten’ (Eating
Differently), Chloé suggests using
new technologies, like encapsulation,
to design food that is layered in
order of digestion. Starting with
carbohydrates, proteins, lipids and
finally vitamins and minerals. A
solution for improved digestion that
also brings sustainable and efficient
food production.

Meat the future
Whether it’s encapsulating nutrients,
3D printing food or the idea of In
Vitro meat, it takes some effort to
get these future scenarios across. The
Dutch saying Wat de boer niet kent,
dat eet hij niet (translated: “What
the farmer is not familiar with, he
does not eat”) may just as well be

applied to people’s attitude towards
unfamiliar technologies.
Even with the possibilities that new
technologies offer us, we still tend
to cling to our familiar customs. In
Vitro meat allows us to cultivate
meat out of any animal protein
cell. Yet, would you eat a piece of
mouse? With population growth
and possible food shortages over our
heads, it might be wise to be more
open towards these technological
possibilities.

project ‘Edible Growth’ (using a
3D printer to create a fully edible
ecosystem) is receiving worldwide media attention. The idea is
‘cool!’ and well-received yet when
it comes to realisation plans and
bringing money to the table, the
unexplored might still be too risky
for companies to invest in. For Chloé
success is measured in seeing what
people personally gain from her
future perspectives, and how it gives
them new things to try or apply in
their own practice.

Recipe for success?
The key factor of Chloé’s designs is
making people experience something.
By dismantling an entire animal
or spitting in enzyme-filled water,
people understand the underlying
processes and ideas, stimulating
them to think and discuss. Next to
this it is a lot of fun and it unites her
broad audience (from businessmen
to students) by the act of doing.

The best advice Chloé has for ID
students is the importance of making
your idea vivid. Create a strong
picture, video, context or experience
that allows people to place your
concept for the future in their own
frame of reference and see new
possibilities.

At this point the big question is:
how to have an effect beyond the
dining table? Chloé’s best-known

Text: Marleen van Bergeijk

Read More
1. Portfolio Chloé Rutzerveld
www.chloerutzerveld.com
2. Meat License Proposal by John O’Shea
http://www.meatlicence.org.uk/
3. Book ‘Odd Bits’ by Jennifer McLagan
http://www.jennifermclagan.com/portfolio/odd-bits

Lay-Out: Miguel Cabral Guerra
Media: Charlotte Sluijs

“

Would you eat a piece of mouse?

”
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do’s and don’ts
If you ever find
yourself debating
whether to stick to the
norm or break with
convention, remember
that being divergent
is not everything. We
recommend following
these three rules to
create good designs.
Still, there are some
exemplary pioneers
worth mentioning.

Be
innovative
Face it: designs that already exist
will not sell. You need to create
something that is groundbreaking,
revolutionary, so technologically
advanced that even science fiction
writers could not come up with it.
Or not. British designer Jasper
Morrison designed a mobile phone
called MP-01 that is only capable
of basic functions: calling and
texting. Kind of like a phone he
designed in 2007. Actually… exactly
like that. Even though the only
difference is the shape of the keys,
it is praised for its “unique hardware
and software design, achieving new
levels of simplicity”. If you find
yourself trying to innovate, it might
help to remember that everyone
secretly loves picking their own 00’s
ringtone.

It’s all
about
aesthetics
It’s all about aesthetics.
To create sophistication, you need to
invest in quality. Staff at Hermès, the
brand that produces world’s most
expensive bags, glue and stitch every
piece of leather by hand. The Birkin
bag is carefully designed and gives
status to whomever can afford it.
This teaches us that quality in every
part of the process – from shape to
material, from assembly to branding
– brings true sophistication.
What you could also do is find
world’s shittiest wearable, say
slipper boots, and present a name
that accurately describes its ugliness,
say UGG. If you are Australian, you
could probably get away with selling
those for a small fortune. Not from
down under? Just come up with
your own unsightly footwear and
call it Crocs. If you have Heidi Klum
on speed dial, you might be able to
bribe her to wear your brand and
follow in Birkenstock’s footsteps.

Create
something
unique.
There is still room for inventions in
the 21st century; think of anything
from YouTube to autonomous
cars. As long as you know what the
competition is doing and use that to
your advantage, you will be able to
create something different.
Don’t be fooled. Some things have
been working for decades like
designing for babies, people with
Alzheimer’s or autistic children.
Plenty of projects involving
technology to keep your back
straight, your breaks on time or
your sleep uninterrupted have made
it to the DDW as well. Adding LED’s
to your design is also a popular
decision and can be combined with
the groundbreaking concept of
sustainability to create an interactive
lighting system. Maybe you could
even have it 3D-printed. Wait. That
reminds me of an ID project…

Text: Carola Brus
Lay-Out: Naomi Kool
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DIY Birth Control Methods
The disgusting history of having sinful sex

Birth control is getting more and more sophisticated. From simply preventing sperm to reach
a woman’s overies, we have come a long and disgusting way. We even moved birth control away
from our funny parts and into woman’s arms. A woman can get a flexible plastic match-sized
implant in her arm that releases the birth control hormone for about three years. It may seem
like birth control is a modern thing, applicable to modern life and emancipaction. However,
there have always been reasons to prevent pregnancy. In different times, there were different
(outrageous) methods.
One of the oldest methods and still
applicable today is the ‘Pull and
Pray’ method, a well timed withdrawal is even mentioned in the Bible. (Genesis, chapter 38)
However, this same Bible to some
people prevents pregnancy prevention itself, claiming it is a sin to
mess with God’s will to grant us with
children every time we lay together
as man and woman. These alleged
sinners have found so many ways to
cheat (giving) life.

One of them is, of course, the
animal-gut-based
condom.
Slaughtered animals leave behind organs that can very well be
strapped around a man’s baby-formula maker.
Not the most hygienic solution, but
as this list continues it should be
clear that hygiene was not a great
force to be reckoned with
throughout history.

For example, animal feces work as
spermicide (sperm destroyers) and
women actually used to smear that
shit on their fucking vaginas. Disgusting as this may seem, it can be
put into perspective. In some cases
women also smeared honey down
there, as it has an antibacterial effect
and recovers pH levels of women’s
sensitive area.
There were also other methods including lemon juice, as it also destroys sperm.
In China, drinking liquid mercury
rose to the service, but the curtain
closed on this method as it did not
only destroy sperm, but also brain
cells and you know, kill women
eventually. Further back, even Aristotle got involved and recommended women would mix olive oil and
cedar oil in their downstairs department.

Yes, we have come a long way since
then. Still, the second best way to
not get pregnant is anal. Maybe there
is a connection between anal sex and
discovering the spermicide workings
of feces? Anyways, the easiest way to
not get pregnant is (and always has
been) to not have sex at all.

Text: Meis Suker
Lay-Out: Zeno Kapitein
Illustrations: Paul Meulendijks
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in memoriam

Jeroen van der Meij

27 januari 1992 - 30 november 2015

To the ones who knew him, he was inspiring.
To the ones who knew him, he always will be.
He was empathic beyond words, but carried a heavy heart.
A heart of gold, however, that added to the weight on his shoulders.
Jeroen was an extremely gifted young man, but he was even more complex.
He knew so much, but forgot the most important thing in life. He forgot how to live.
Words can not capture his essence, or our loss, but they do mean something.
Words are all we have left to seize our memories and pass on his torch.
All of us who love him so dearly, we should never forget all the beauty and joy he brought
to this world. He was family to his family, but also to his girlfriend and friends. He was a
friend to strangers, most comfortable when diving into other people’s comfort zones. He
was one of the students that had the rare ability to modestly exceed his fellow students in
presenting truly valuable parts of himself through his projects. He tried so hard to read
others while learning to be an open book himself.
If only his story had a different ending…
Still we should never forget the beauty, the joy and the inspiration he brought us.
Even more so, we should never forget how much more he could have offered the world
and himself to begin with. In remembering this, we should never forget all that he taught
us. Especially his last lesson to the world; please do not live your life at the pace of others.
In loving memory of Jeroen van der Meij,
we live on.
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can focus on the basics: your product, service or creative process.

www.creatieveboekhouding.nl

FLY BY AND JOIN THE

INTERVIEWING
DAYS
GESPREKKENDAGEN 18-21 APRIL 2016
INTERVIEWS, LUNCHES OR DINERS
HOTEL PULLMAN EINDHOVEN COCAGNE
SUBSCRIPTION UNTIL MARCH 27TH

SVTN “J. D. van der Waals”

HITSZONE

Ook leuk anls zjein hebt!
gee

FUIVEN, SCHUIFELEN EN SCHUREN ALS IN 1999

VRIJDAG 13 MEI
EINDELIJK; ONTBIJTEN, ETEN EN
DRINKEN OP STRATUMSEIND
BISTROCALYPSO.NL

YOUR PLACE FOR UNDERGROUND CLUB MUSIC

Would you like
to advertise in
the UNiD?

ZATERDAG 26 MAART

MELODIEP
RICHY AHMED (UK) &
BEESMUNT SOUNDSYSTEM
VRIJDAG 1 APRIL

STRP SCENE #1
PEDER MANNERFELT
PHILIP JONDO
STRATUMSEIND 56 | EINDHOVEN

Get in touch with us!
unidmagazine@gmail.com
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www.lucid.cc
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study association industrial design

The UNiD is the magazine of Lucid, the study association of
Industrial Design at the Eindhoven University of Technology. A
committee of hard working students ensures four issues are
published every academic year, while even maintaining an online
blog on the side.

Lucid is the study association of Industrial Design. Every study
needs a platform to support the students in both their learning
activities and their social life. Lucid has a lot to offer its members
and provides them with workshops, creative activities, brainstorms,
excursions, parties and much more.

Our goal is to gather valuable knowledge and information from
inside and outside the faculty, and communicate that to the
students. The UNiD committee simulates a professional editorial
office where the teams of writers, graphics, and media are working
tightly together to ensure the best and most beautiful magazine
for you!

It is our goal to support as many members as possible. Therefore
we are in contact and collaborate with experts in our department,
alumni of Industrial Design and a wide range of companies. We
believe we can be of great help to each other, and we strive to
organize and collaborate in creative events with the members of
our network.

