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T

he biggest struggle ID students
seem to have is the reality of having a
body. There’s something in our nature
that can’t seem to stop us from starting
new activities, picking up new projects,
joining another committee, squeezing in
a party on a Tuesday night, and trying
to manage four courses a quartile. Our
educational system favours the ambitious,
our designs are never perfect, and
our friends are already waiting for us
at Stratumseind. But through all this
it’s important that you remember to
keep breathing.

The past semester has not been
an easy one for me, as combining Basic
Formgiving Skills with two websites
that needed building and a little glow
installation on the side turned out to not be
the best idea ever.
By the end of the semester I was so
flooded with deadlines that I simply did
not know how to finish it all and keep
myself alive in the process. My dinners
turned into trips to the snackbar, my
conversations became hurried ‘hellos’ in
between meetings. Then the Christmas
holiday finally came, and with it, some
much needed silence. Finally some time for
myself.
But that silence quickly grew into the
white noise of doubt. My brain needed to
get going again, that feeling of stagnation
kept me up at night. On the one hand, my
social life had been disappearing under
the workload I’d given myself. On the other
hand, my projects themselves had been
were suffering due to my workload too. I
felt increasingly unhappy with what I was
doing, even if they started out as very
enjoyable projects.

That’s when I took a break. I focused on
the things that truly gave me energy, which
were my friends, Netflixing in bed all day,
and a bit of design work here and there.
Now I’m back in that positive space again.
The balance is back, and I’m enjoying
myself more than ever in both my study as
well as everything outside of it.

“It’s far too common for
ID students to break down and
struggle with themselves.”
It’s far too common for ID students to
break down and struggle with themselves.
There’s just something in our brains that
makes us oblivious to our own breaking
point. We need to be aware of ourselves
and need to calm ourselves down every
once in a while.If you recognize this feeling,
I urge to do any, if not all, of these four
things:
- Read Too fast to think by Chris Lewis.
It deals with this exact feeling.
- Watch the video Sunscreen. It might
seem a bit hippie, but during dark,
stressful nights, this is the one thing
that calmed me down and put things in
perspective.
- Breathe. Simply don’t forget to keep
breathing, and focus on your breathing
a few times a day. It makes you aware
of yourself, clears your mind, and is
physically beneficial as well.
- Don’t be afraid to spend a night doing
the things you like most, even if they
aren’t the most exciting or productive
ones. And as a suggestion: this UNiD is
pretty entertaining itself...
Zeno Kapitein

Chief Editor

Colophon
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Bang & Olufsen is a Danish brand with a rich
heritage. Founded 90 years ago as a small company in
an even smaller town, they have grown into a trendy,
and internationally recognized brand. Led by a solid
design philosophy, Bang & Olufsen makes audio-visual
technolog y beautiful.
Sounds like heaven for designers, right?
3

4

Mikkel Venge is the design manager of
Bang and Olufsen sound systems for
premium car brands. We sat down and
spoke to him about whether his job is
as good as it seems. After finishing his
studies at the Danish Design School in
2007, Mikkel joined the Bang & Olufsen
team in pursuit of his passion for cars.
ID IN BIG COMPANIES
We interviewed Mikkel about his role as
a designer working in a big corporation,
and how, after ten years experience
working at Bang & Olufsen, his role has
evolved.
“A lot has changed from a business
point of view. The automotive division
of Bang & Olufsen was bought by
Harman, leaders in premium audio
and infotainment systems. Harman is
a technology corporation while Bang
& Olufsen is a brand-driven company:
this is what made it especially suitable
for the partnership.”
Harman is a huge innovative firm
devoted to simplifying technology for
the users, creating rich experiences
for the connected lifestyle. It sounds
really different from Bang & Olufsen,
but that is where Mikkel has his role. He
understands his job as being the bridge
between the two companies, making
them grow from their differences. He
understands both positions sustaining
the two philosophies, Mikkel, and as
a Bang & Olufsen designer explains:
“engineers tend to like technology
and new gadgets, but they don’t really
know what to do with it. Here is where
designers can turn things around and
start thinking from a user perspective.
The role of the designer is to ensure
relevance in any design decision”.
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“THE ROLE OF THE DESIGNER IS
T O E N S U R E R E L E VA N C E I N A N Y
DESIGN DECISION”

However, as a Harman designer, he
adds: “Harman has a lot of interaction
with innovative technologies, enabling
designers to think about new
possibilities for the user experience”.
Designing for luxury car brands adds a
lot more complexity to his job. This is,
in fact, what Mikkel Venge highlights
as his greatest challenge: “The biggest
responsibility I have is to convey
Bang & Olufsen’s minimalistic dna to
the car industry, which is much more
dramatic”. As an example of this, he
talks about how they carefully design
all the speaker grills. On the one hand,
they are what make the Bang & Olufsen
sound quality visible. On the other hand,
they have to be well integrated in the
interiors of the car, designed by the
automotive brand.
VISION, IDENTITY, AND MAGIC
Browsing through the Bang & Olufsen
webpage, is inspiring. It communicates
beauty, emotion and technological
excellence. However, it provides a stark
contrast to Harman’s site which is focused
on efficiency and connected/smart
systems. As TU/e students, we spend a
great part of our education developing our
own vision as designers. Both companies
have a well-defined identity. Is there place
for individual design visions inside these
companies? We discover that Mikkel, even
though he is inside the corporative world,
has a well-defined image of his work inside
these companies and he shares his vision
with us.

“The designs that I’m working on are
pretty special: they are created for
a very small range of people. I hope
that I contribute to give users magical
experiences that transmit passion,
passion that is uncompromised:
an uncompromised product that
communicates an unusual feeling of
satisfaction. My aim is sharing joy with
the people that can buy our products
but also with the little boys that dream
of buying a Ferrari or Aston Martin
someday. That’s my hope, to create
that kind of magic around the products
I design.”
Cars are clearly no longer only a mode
of transport. The automotive industry
is based highly on emotions. “Time
spent in a car can be a relief, such as
escape from a stressful daily living, or a
passion”. And it will be much more: the
car industry is evolving to autonomously
driven cars, which makes the market
for infotainment systems even more
important: users won’t have to focus
on the driving anymore. “This means
that car design will be all about the
experience inside the car: the users
have a lot more opportunities to pay
attention to details, such as the music
and its sound quality”.
SOUND, CARS, AND EMOTION
Mikkel narrated the ultimate experience
that he wants to build. With him, we
immersed ourselves inside a luxury car
with beautiful Bang & Olufsen speakers.
“The experience starts with a visual
input, the sound comes later. Your
expectations regarding the quality of
the sound are built on the visuals, the
tactile, the smooth interactions… Every
detail contributes to the experience.
But the main element is the sound:

“ S O U N D I S T H E S U B S TA N C E , T H E
CO R E O F W H AT W E D O. I T I S T H E
M A I N E X P E R I E N C E W E WA N T T O
FO CU S O N ”
And that’s how he creates magic.
6
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Column

“I WONDERED: CAN SCIENCE-FICTION
BE A DESIGN TOOL?”

A

sky filled with flying vehicles,
robots taking over our jobs
(and possibly our world),
life-prolonging medicines… Also,
worlds in which everyone is constantly
being watched, world leadership
(dictatorship maybe) and living
without emotions. Science-fiction
movies and books are crammed with
new technologies and new ways of
creating societies, which is probably
why I can always have a good
conversation at ID about any sci-fi
book or movie I have read or watched.
Science-Fiction intrigues most of
us designers, especially the ones
working on how to adapt complex
technology for society, the type of
designers our faculty tries to create.
Being impressed by the imagination
of the writers and producers of these
stories, I wondered: can Sciencefiction be a design tool?
I think that most of us can agree
that the world of Science-Fiction
is a wonderful inspiration source.
Also, looking back in history, we see
that engineers and designers have
probably been inspired by different
movies and books in their work. A
great example is the movie ‘Back to
the Future’, which predicted drones,
video-chatting and mobile payment
technologies. However, inspirations
like these are very technology
focused. What I myself find most
interesting, is how these stories create
worlds and societal developments
around these technologies. Not all
Science-fiction stories succeed
in this, but series like Black Mirror
greatly challenge our view on

7

technology and the consequences it
might have on our lives. The classic
stories from George Orwell and Isaac
Asimov do this in maybe an even more
subtle and convincing way.
In a way, the writers of these stories
can be seen as designers. They are
designers of whole worlds, worlds in
which every detail has to be correct
for consistency of the story. Therefore,
I believe that fiction writing can be
seen as a design method. Especially
when looking at speculative design it
makes sense to design the story and
society with your product. It is also
a method that can help us to take a
look at the greater effect our creations
might have, and make us understand
how people might feel about them at
a more abstract and society level than
user tests show us.
So, the next time you watch a movie
just for pleasure, try looking at it as an
extensive work of speculative design.
This way of viewing fiction might give
a whole new meaning to the concept
of storytelling, making it even more
valuable for design.
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Y

ou carelessly throw away 290
kilograms of garbage every
year. That’s because you are an
average college student, who goes
to a lot of parties with plastic cups.
You also have to live as cheaply as
possible. But you are an Industrial
Design student too, and most of those
are on Team Green. How to combine
this? Reading about sustainable
stuff of course, so you can use this
knowledge when you are successful
in the future. And maybe obey the
labeling on the garbage cans at uni.

GROWWISE

Urbanized

farmlands

9

9

Remember those desperate farmers
from the famous TV show ‘Farmer
seeks wife’? There is a possibility
they become even more desperate.
Agriculture is changing. The new
farmer is not a simple man with blue
overalls and woolen socks anymore,
but a smart guy with a white coat and
happy socks. You can find these smart
guys at GrowWise, a new initiative
from Philips in Eindhoven. GrowWise
is the largest indoor farming facility
for research and development. They
investigate urban farming. This is a
big thing, because cities are getting
bigger and bigger. The estimation is
that in 2050 there will be 2.5 billion
people living on this tiny earth, and
80% of them will live the urban life. Do
your calculations and you will get that
there is 70% more food needed than
now. So those idyllic farmlands are not
sufficient anymore. We need to stack
them.
At GrowWise they achieved to do
this. On the third floor of building 7
from the Philips High Tech campus
they have 234 square meters of
growing surface available. Seems
magic right? What they did is put
crops in shelves, similar to how we
put people in flat buildings so we
have more space. In these shelves
it is possible to control the weather.

Bad harvest will be history. The
quality of these futuristic farmlands
depends on how well the lighting,
climate control, software, sensors
and logistics work together. The
GrowWise researchers are now
optimizing the perfect growth
recipe for their plants. They are
trying to make vegetables even
healthier by increasing the level of
nutrients and vitamins (less sprouts
to stay a fit girl/boy!).

“THE NEW FARMER IS NOT
A SIMPLE MAN WITH BLUE
OVERALLS AND WOOLEN
SOCKS ANYMORE”
TECHNOLOGY

The lamps are the most important
part of the system. Philips has
developed a very special one called
the Greenpower led. It can function
as a replacement for the fluorescent
lamps or as an energy-efficient
supplement to natural daylight.
Sustainability fact: they save up
to 75% more energy compared
with fluorescent lamps. The fun
part is you can adjust the color
to optimize your crops. Blue will
make your tomato solid, deep red
stimulates photosynthesis and far
red (radiation that is at the edge of
our eyes’ visual sensitivity) creates
tomato babies.
“Darling, could you get some fresh
Kiwano Melons for me?” Instead
of flying to South-Africa to harvest
some, my partner would just walk
around the corner and be back in
minutes with my desired fresh fruits.
Besides, world hunger could be
solved. Technology is awesome.
10
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Want to know more?
Dr. Vassilis-Javed Khan
http://www.khan.gr
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T

he Christmas period is usually
accompanied by nice social
events. In such parties the
second most probable question
you would be asked by a stranger,
after your name, is “what do you
do” or “where do you work”. Until
very recently, people had a single
and straightforward answer to that
question: Company / Organization
xyz . However, that is not the case
anymore, and might increasingly be
so, especially for industrial and other
types of designers.

Column

Imagine the answer to the previous
question to be ‘today I worked for
Design2Gather.com, tomorrow
morning I work for Crowd.site and
in the afternoon for OpenIdeo.
com’. An increasing amount of
design work happens online. This
relatively new phenomenon is called
“crowdsourcing”.
Although there are different definitions
of what crowdsourcing is, I prefer
to cite the following encompassing
definition: “crowdsourcing is
an umbrella term for a variety of
approaches that harness the potential
of large crowds of people by issuing
open calls for contribution to
particular tasks”[1].
What crowdsourcing means for
design and how we can influence this
new development in the work we do
in our department, is a topic I brought
with me last year when I joined the
department again as an assistant
professor under the chair of Prof.
11

Markopoulos. I say “again”, because I
completed my PhD at the department
in 2009.

My research efforts found a
welcoming place in the Design for
Creatives squad and in one year we
have already shown the impact we
can bring to the topic. Projects in the
squad are responsible for redesigning
crowdsourcing platforms such as
Design2Gather.com, highlighting what
design can mean for crowdsourcing
during CrowdsourcingWeek.com
and disseminating our research
work in conferences such as chi and
cswc . Furthermore, in education
at the usi program we are already
exploring how the role of a designer
changes [2] when a designer can
execute a complete design cycle by
researching user needs at Prolific.ac
and Mindswarms.com, ideating with
the crowd at Tricider.com, competing
at Crowd.site, Design2Gather or
99designs.com, evaluating early
designs at UsabilityHub.com and
raising funds at Kickstarter.com or
Indiegogo.com.
Crowdsourcing is already impacting
several aspects of life, whether it is
design, funding, learning, teaching or
doing work. Now is the time to join me
to shape it to positively impact design
and society at large!
12

Interview

INNOVATION
BOOSTER
AN INTERNSHIP INTERVIEW

“I experienced a bit of internship stress, just as many
other students. You want to find a company that suits
you, does something you like and, of course, wants you as
well”. We talked to Lisa Sterre Stavenuiter, a third year
bachelor student who did her internship at Innovation
Booster. She explains to us how she got there, what she
does, and what she has learned.

Want to know more?
Innovation Booster
http://innovation-booster.nl
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“During the demo day, my current
supervisor at Innovation Booster said
I might be suited for his company.
Subsequently I sent my portfolio,
came in for an internship application
and that’s how I ended up here”. Lisa
explains. “An advantage of getting
an internship through the demo day
is that you are sure you’re working
at a company that fits your vision
and mission. During your first years
of studying, your vision stays a bit
fluffy and vague. It isn’t until you start
working, that you can really bring it into
reality. It’s something I could do really
well in this company”.

“At Innovation Booster we want to
make big corporations future proof” she
tells me. “This means we guide them
through transforming and adjusting to
the needs of their users and client”.
She explains that we are living in a time
where technology and globalisation
bring about many changes at high
speed. How do you cope with that as a
big company? That’s when Innovation
Booster steps in. We figure out how we
can bring innovation into the company”,
Lisa states.

I wrote down that I wanted to develop
my professional identity. Here I found
out that there is no such thing as a
‘perfect’ professional identity. If there
were, it would mean we all end up as
the same person”. She continues. “It’s
funny, I come across a lot of people, all
with different opinions and ideas. At
Industrial Design, we are all, in some
ways, the same people. We all live in
the ID bubble. Whether that’s because
we are creative or open-minded, we
all fit together. By putting yourself in a
professional context, that all falls away.
And that’s something I learned a lot
from.”
“Furthermore, I developed my
communication and presentation skills.
Try to explain your fantastic, fluffy,
wooly idea to someone who’s focused
on numbers and graphs. That’s why
I also learned a lot about graphics”,
she tells me. “Besides learning how to
make more beautiful things, I can also
make something that actually shows
data and brings across a message,
instead of just making a pretty image.
I’m more capable of showing things in
one glance”.

“What I’m doing now is no diehard
product design. Sometimes I miss the
sawing, drilling and polishing”, she
says. “Before starting this internship,

“TRY TO EXPL AIN YOUR FANTASTIC, FLUFFY,
WOOLY IDEA TO SOMEONE WHO’S FOCUSED
ON NUMBERS AND GRAPHS”
14
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It’s a well-known cliché: industrial designers living in a bubble,
oblivious to the real world and real business. And yet, there are
many startups with enthusiastic young people, determined to
succeed. One of them is De Jongens van de TU, a creative agency
that does marketing, media projects and various ventures into
spatial and product design. We sat down with them to learn their
dark secrets and to find out how to grow a little side-project into a
serious business.
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“IF YOU EVER PAY CLOSE AT TENTION TO YOUR
[COMPETENCY] COACH, YOU’LL NOTICE THAT THEY’LL NEVER
GIVE YOU ANSWERS, BUT RATHER ASK YOU QUESTIONS SO
YOU COME UP WITH THE ANSWER YOURSELF.”

hey look a little jittery as we
settle around a big wooden
table. Quinten Peuling is
seated at the corner, next to
him Toon Rooijmans and Marleen van
Bergeijk. At the other corner sits Rhys
Duindam, well-known for his coaching
role at the university and Tingle, another
startup that grew out of an id project.
He talks excitedly about De Jongens.
“So, it’s a company that’s been around
for a while, but then the original
founders quit. Everything was already
established and they already had
clients, projects and equipment,” he
recalls. They all agree that plunging
into an established environment like
that was challenging. After most of the
original staff backed out, Quinten and
Rhys took over and found themselves
in the middle of around twenty running
projects, including some very big and
complicated ones. Staying small was
simply not an option. “Clients were
getting angry because we couldn’t
deliver on time,” says Rhys. “Eventually,
we had to upsize.”
Rhys talks about the aspect of
luck that’s always involved in
entrepreneurship and mentions how you
just have to throw a lot of stuff at the
wall to see what sticks. “Basically, we
just started doing stuff and suddenly
the market responded with ‘holy
shit, we need more of this’ and new
projects just kept coming in. That’s
when you know your idea can grow.”
He refers to their decision to start
diversifying their services. The original
Jongens positioned themselves as a
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multidisciplinary marketing bureau,
but currently the company also takes
on product design, spatial design and
many different forms of media.
As he recollects their history, Rhys
analyzes that it’s all about listening
carefully and adapting quickly. “If
people don’t like it – move on and find
something else!” Having this sense of
flexibility is important, especially in the
beginning. Toon agrees and adds that
success usually has a clear tipping
point. “Nothing’s ever certain. But when
something works, it’ll feel like everything
falls in place and then [the clients] just
keep on coming,” he laughs.

think the solution is a website, but that
can turn out not to be the case.”
Rather than straight-up telling clients
that they’re asking for the wrong thing,
though, the studio guides clients
towards these kinds of conclusions.
Rhys draws parallels with coaching at
the university. “If you ever pay close
attention to your [competency] coach,
you’ll notice that they’ll never give you
answers, but rather ask you questions
so you come up with the answer
yourself.”

Aside from their approach, a focus on
building a relationship rather than just
finishing a job is a fundamental part of
how the studio got to this point. And
being a startup puts them in a position
where keeping the client happy always
gets the priority. Rhys: “Startups differ a
bit in this from established companies.
If a client comes to a big company and
says they want it done by tomorrow, the
company can say no. In our case... Of
course there’s a commercial aspect,
but what’s important for us is that aside
from delivering quality, we solve a

problem for a client and they remember
that.” This human aspect is what allows
you to build a company where one-time
clients turn into follow-ups and more
projects keep coming in long after the
initial ones. “We got a lot of projects
just via word-of-mouth from old clients
to other companies,” remarks Toon.

can have about 26 different meanings.”
They laugh as he vocalises different
intonations. The studio has tons of ideas
for this rebranding, including a dynamic
logotype. “It’s still under construction,
though.”

Recently, the company decided to
rebrand themselves as OOOH Studio.
“In the end, we want to incite emotions
for a client’s product,” Rhys explains.
“And Toon noted that the word ‘oooh’

One key element of what set De
Jongens apart, they all agree, is having
an analytic approach that sees the
bigger picture, rather than just what
the client is explicitly asking. Their
background plays a big role in this,
as both Toon and Rhys have had
educational roles at the university –
Toon at the faculty of Built Environment
and Rhys as a coach at Industrial
Design. “Because of our experience [in
education],” says Toon, “we can now
also coach our clients in developing
their vision.” Quinten nods and adds:
“It’s about a goal that a company wants
to achieve. And rather than just getting
some one-time exposure, we try to
develop a vision together with the client
and translate that to products or media.”
“The vision they have is usually not what
they think it is,” elaborates Rhys, “and
clients need to be assisted in figuring
out what they actually have in the back
of their minds. [...] They’ll sometimes
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Text: Eva van der Born
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Media: Veerle Teigeler

While enjoying a cup of
coffee in the foyer, I met Emile
de Bruijn, theater manager
of the Vue Eindhoven.
Enthusiastically, he told me
about the joint venture between
audio company Dolby and
Vue, that resulted in the first
Dolby Cinema in the world.
After insisting that a little teaser
might be helpful, Emile is willing
to show it in all its glory.
THE ROAD TO...

The experience starts even
before the movie begins,
so do not expect the usual
way of entering a cinema.
“Entering the cinema through
this tunnel will immediately
change your mindset,” Emile
said. Surrounded by a sound
shower and visuals of Rogue
One, we left the noises of
the foyer behind. As we walk
further, the tunnel becomes
almost completely dark and
quiet. “Did you notice a change
in your perception and mood?
You just got lifted. The blood in
your brain just dropped which
makes you calmer; you are now
ready for the big stuff.”
DOLBY VISION & ATMOS

I sat down in one of the chairs
in the front row, where I had a
perfect view on the enormous
white screen. The interior
is entirely black, so that any
reflecting light coming from
the screen will be absorbed.
Also, some unnecessary parts
of the walls are drawn inwardly,
to create more space for light
absorption. Dolby Vision is
equipped with two 4K laser
projectors that turns black in
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pure black, contrast reveals
details that were unseen before
and the brightness will make
a difference between white
and a universe of colours. The
result is a roller coaster of
sound that is all around you.
With 8 subwoofers, 63 speaker
channels and a tremendous
amount of speakers, it’s the first
object based sound system in
the world: Dolby Atmos.
Dolby Cinema not only worked
on things that are ‘in your
face’. After years of experience
within the field, they have
clearly developed an eye for
detail. Seamlessly integrated
stair lighting, no shimmering
backdoor signs and surely no
Bieber tunes at entry.
EXPERIENCING

Emile: “The word experience
is a bit tiring to me. Nowadays,
everything and everyone should
experience the best, and we
try as hard as possible to
comply with this standard. In
Vue terms, the total cinema
experience already starts at
the door. I clearly instruct my
workers that every visitor has
to come in with a smile, and
leaves with that same smile.”
Vue Eindhoven is already
orienting itself on alternative
content such as live streaming
sports, music and gaming
events. The digitalization of
the cinema has been a long
time coming, but still some
things will remain the same:
going to the cinema will mostly
result in a good night out. An
experience that will hopefully
be remembered for ever.
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Student project
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Lay-Out: Rick v. Wijk

Where most people see fungus as something nasty, Henrik
de Goffau took a different approach during his Final
Bachelor Project. He chose mycelium, the network of
fibres of a fungus, as central material for his project.
How did he come to this unusual approach?

I

worked on shoes before in the
elective ‘Digital Craftsmanship’
and my vision is focussed on
sustainability. So for my fbp I decided
to combine the two and try to make a
sustainable production chain of a shoe.

Mycosole
a sustainable footwear

“What if you can go from growing
raw materials to the end product in
use immediately?”
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Henrik explains about the production
process nowadays in which a product
contains lots of different materials,
which are being transported from all
over the world for the many energy
consuming steps of fabrication. Besides
that, a shoe is not recyclable because of
the different materials stuck together; it
is not one material which can be reused.
“I thought of ways to skip steps in this
production process. What if you can go
from growing raw materials to the end
product in use immediately?”
“I decided to grow mycelium as natural
material in a mould and directly form
a shoe sole. It is easy to grow and
form, easily accessible and is a strong
material.”
When realising that a mould would
maybe contain enough plastic to make
a whole shoe out of it he decided
to 3D-print it with biodegradable
filament. “The mycelium can grow in
the 3D-printed mould and stay there
when being worn. It gives the sole extra
strength and makes it less abrasive.”
But why not print the whole sole
then? “I want to minimise the use of
3D-printed materials because it is
energy and time consuming.”

“The 3D-printing makes it easier to
personalise the shoe to the customer
which gives the product added value.”
Henrik set up a product service system
through which customers make a 3D
scan of their foot to generate a perfect
fit. Besides that, customers can choose
the colour of the filament and follow the
growth of the so-called ‘MycoSoles’
online, which makes them able to share
it with their peers. When the shoes
have eventually worn out, they can be
buried in your backyard or thrown in the
compost bin so they can biodegrade.
“I am continuously switching between
how to make it and how the customer
feels about it. That is what makes it so
interesting.”
So what’s next? “My goal at the
start of this project was to be able to
continue with it after this semester. It is
a complex project but I do have some
contacts where I maybe want to do an
internship to expand my knowledge on
this material as a designer. I’m not a
biologist but I see it as my task to see
the possibilities of such a material and
truly make something of it.”
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The high-tech industry is increasingly opening its eyes to the possibilities that
designers have to offer to their businesses. But while it is already hard enough
for designers to position themselves amongst engineers at universities, we often
don’t hear about what that is like in industry. To shed some light on this
matter, we talked to designer Carl Conlee. Carl has worked for organisations
such as Boeing and nasa, and speaking to him was an invaluable opportunity
to get an insider’s look at what it’s like to work within an environment that is
heavily focused on engineering.
Subject:

C

Design
school

arl studied at the Rhode Island
School of Design, an art-based
design institution.
You might know the school from its
reputation as the leading arts and design
school in both the United States and
the world. “Design school helped me
develop an ability to communicate ideas
to others,” Carl tells us, “and to explore
and hone basic material craftsmanship.
All design programs are a little different,
and at the time I went to school, there
was little focus on digital design and
production methods. We often had to
hand sketch and render presentation
boards for our hand sculpted projects.
cad was an optional elective. At every
job, I have had to learn a new way of
doing things, and so the best way a
school can prepare its students for the
design world is to be skilled, adaptable
and open to change.”
The rigorous pace of learning at design
school made sure Carl was trained
to be both, a skilled visualiser and
conceptualiser, while learning to dive
deep into the context he designs for.
“My time at risd really helped to instil an

understanding of the context of design
in our culture, and realise its potential
relevance. It is where I first came to
understand that design is hard work,
but work that embodies the freedom
of thought and expression.” Like
Carl’s professional experiences after
school would show, it is that freedom
that, when communicated clearly
and effectively to engineers, has the
possibility to be of great value to the
high-tech industry.

Subject:

NASA

Because of risd’s renown and ties to
various businesses, Carl had access
to a great network. After being offered
an internship position at nasa from one
of his professors, he spent six weeks
at Johnson Space Centre. A few years
later, his old roommate had started
working there. Carl landed his job as
designer at nasa through him. “At nasa
and Boeing, you get to take part in
the process of developing the most

“ The best way a school can prepare its students for the design
world is to be skilled, adaptable and open to change.”
expensive and complicated machines
in the world - rockets and jets which
humans fly around. It is crazy to get to
be a part of that process as a designer.
It can also be really constraining,
creatively. It was like bare-bones
design. It was also a huge education.
When you work with engineers every
day, year after year, you get really
good at speaking their language. At
the space centre, you had access to
space ship parts, training mockups,
and fabrication facilities. There were
robots being tested. For me, the
biggest value has been learning how
to identify what a particular engineer
values and why. It makes the integration
of engineering and design a fun
challenge.” This sounded to me that, to
make cooperation between engineers
and designers a real success. Both
parties should be open to each other’s
fields and establish clear lines of
communication.

to make sacrifices in performance, to
accommodate human preferences and
needs in the name of usable design.
The most satisfying is seeing a good
project come together with a good
team.”

Subject:

Dreams

Since designers, and certainly design
students, tend to establish a clear
vision for themselves, I wondered
what this working relationship meant
to the freedom to implement your

grander ideas. “I think it is important
for everyone - not just designers. Our
dreams and aspirations continually
morph - being able to articulate your
values and ambitions allows you to
move forward with confidence.”
Confidence. To me, this word sums
up Carl’s message. Being a confident
communicator, both verbal as well as
visual will help you position yourself in
industry. Because the benefits design
has to offer to industry are not easily
quantifiable, stepping forward with
confidence can be a way to validate
our existence. Working skillfully and
professionally will make it so that
designers will be allowed to take a large
and valuable part in teams working on
high-tech products and applications.

KICKASS

C

arl studied at the Rhode
Island School of Design,
When asked about the variety of work,
an art-based design
Carl had the following to say. “There
institution. You might know the school
were a lot of projects. I was on the
from its reputation as the leading
Lunar Architecture Team, where we
arts and design school in both the
designed architectural solutions for a
United States and the world. “Design
permanent colony on the Moon - there
school helped me develop an ability
was the Lunar Lander Team, where
to communicate ideas to others,” Carl
tells us, “and to explore and hone basic
we had to build full-size mockups of a
material craftsmanship. All design
proposed lunar lander - and then for
programs are a little different, and at the
5 years I worked on what started as
time I went to school, there was little
a pressurised Lunar rover, and ended
focus on digital design and production
as a versatile craft for multiple gravity
methods. We often had to hand sketch
scenarios.” Is that really as exciting
and render presentation boards for
as that sounds? “The stakes are high,
our hand sculpted projects. CAD was
and there is little margin for error. TheSUBTITLE
an optional elective. At every job, I
toughest part was getting engineers
have had to learn a new way of doing
things, and so the best way a school
can prepare its students for the design
world is to be skilled, adaptable and
open to change.”
he rigorous pace of learning
at design school made sure
Carl was trained to be both
a skilled visualiser and conceptualiser,

T
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Student Culture
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TUNA
I

t’s a couple of minutes past nine
on a Tuesday evening when I
stumble into the Peapod, a café
at the Aalsterweg. As I am led by
the lady behind the bar to a room
hidden behind doors I can already
hear happy, cheerful music greeting
me. They keep on playing as I come
in and that gives me the time to look
around. Nine men playing different
Spanish instruments stand around a
big table with beers. The old radios,
guitars and beer advertisements
on the wall give the room a cozy,
somewhat retro appearance.
The mix of sounds coming from
the pandurate, laud, bandura,
accordions and guitars create
a special ambiance. The riffs
coming from the laud are happy
and optimistic, but after a while
they also start to play more sad
melodies. Even though not everyone
has the same skill, everyone fits in.
Playing instruments isn’t all they
do though. Spanish music isn’t
complete without some singing

CIUDAD
DE LUZ

After an hour and a half some
men begin to leave and around 11
o’clock the remaining people put
away their instrument and move
over to the bar. That’s where I
talk to Alex, a first year student
from Romania, who joined el Tuna
Ciudad el Luz with his guitar this
year. I ask him if it is difficult to join
a relatively small association where
most people already know each
other. “Not at all” he comments.
“Since we don’t have too many
members, you really get to know
each other and you create a tight
group”, says another member. He
plays accordion and happens to
live above the café. “Of course you
cannot be friends with everyone,
but when we don’t agree with
something, we just tell each other
face-to-face, it saves us a lot of
problems and keeps the ambiance
playful and carefree”. When I ask
if it is different at la Tuniñas, the
only-girls group that makes Spanish

“As long as you are motivated
and enjoy the music
you are welcome to join”
and dancing, and I’m pleasantly
surprised when they accompany
the music with their voices.
What strikes me is the way
they associate with other. The
combination of jokes, laughs and
beers and the seriousness when
discussing and rehearsing a song
or talking about the upcoming
performances is special.
29

music, he laughs. “My girlfriend is
part of la Tuniñas and she loves it
there. I think the ambiance is quite
the same there as it is here. We
are all still just a bunch of students
making music together”.
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IDEa
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VISITING

NEDAP
AN INTERVIEW WITH
WOUTER KERSTEMAN

F

rom Eindhoven to Groenlo does
not seem the most obvious step
to take. How did you end up at
Nedap?

Once upon a time, in a far-off
land, a company called Nedap was
founded. Nedap, short for Nederlandse
Apparatenfabriek (Dutch Devices
Factory), makes technology that matters.
Seven years ago, id graduate Wouter
Kersteman found his way from the
familiar Eindhoven to the far-off land
where Nedap is located, locally known
as Groenlo. To find out more about his
journey and what he does as a designer at
the moment, we followed the same path to
Groenlo and asked him all about it.
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I had actually never heard of the
company before, but then a fellow
student and friend of mine, Lissa
Kooijman, did her graduation project
here. She ended up working at Nedap
and after a while she called me and
suggested visiting Groenlo to see what
she was doing over there. So, just like
you did today, I took a train, another
train and another train, followed by a
bus, and I arrived here. My first thought
was “wow”. Big and open spaces;
interesting people, I was amazed to see
a place like this existed.
I ended up spending the entire day
at Nedap. Talking to people, shaking
hands, etcetera. At one of the
departments, they were contemplating
to either outsource the design for a new
project or to hire a designer. “When
can you start?” I was asked by the ceo,
to which I simply replied “Tomorrow”.
That same evening I got a call, asking
me to come back the next day. I went
back, talked to some more people and
before I knew it I was actually signing a
contract!
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“LEARNING TO DEAL WITH CRITICISM AND
SEEING IT AS SOMETHING VALUABLE IS ONE
OF MOST IMPORTANT SKILLS I LEARNED IN
EINDHOVEN.”
“WHETHER IT’S IN MARKETING, OR
PRODUCT DEVELOPMENT OR BUSINESS,
DESIGN-THINKING IS ESSENTIAL.”

Nedap is a company with quite a broad
selection of products and markets.
How do all those different products
come together in a single company, and
where do you fit in?
At Nedap, there are eight different
business units. These units, ranging
from Livestock Management to
Healthcare to Security Management,
operate independent from each
other, but there are similarities in the
technology we use. Nedap started
out 88 years ago by making semifinished products, commissioned
by companies. Over the years we
developed a specialization in rfid
technology. After a while of producing
semi-finished products, we shifted our
strategy from being a supplier to being
a producer; making products. So, what
33

kind of products can we make with
the technology we know about? From
there, the different business units were
formed. These units are able to support
each other, but other than that they
operate independently.
I started working at Security
Management, but that was pretty
much just fate. The business unit had
a huge design challenge at the time.
Their product, already on the market
for well over eight years, had an
outdated graphic user interface (gui).
Redesigning this gui would require
someone with a specific skillset.
As a result, they had been postponing
the project for years. Instead of
outsourcing the job, they chose to hire a
designer. I happened to be the designer
they were looking for.

Do you feel like what you’re doing here
is who you wanted to be as a designer,
what you pictured yourself doing?
Definitely. It’s scary how perfect
that fit is actually. When I started at
id in Eindhoven, we were told that
we would become the connecting
element between different disciplines.
I really feel like that’s what I get to do
here at Nedap. My job didn’t exist at
Nedap, I had to create it. Now, designthinking is seen as one of Nedap’s
key competences. Whether it’s in
marketing, or product development or
business, design-thinking is essential.
When you go to a customer to hear
what they have to say about your
product, there’s a huge difference in
having a designer hold that conversation
opposed to for example a salesperson.

Our advantage: We don’t need to sell
anything, we just want to make the best
possible product experience. To be able
to do this, all the feedback we can get is
welcome. Learning to deal with criticism
and seeing it as something valuable is
one of most important skills I learned in
Eindhoven.”

just so relaxed, it almost makes you
forget you’re walking through an office
space. There’s a whole lot to take in,
especially considering after that 30
minute tour we only saw about half the
company. Taking it all in is exactly what
we’re doing when slowly heading back
home: train, after train, after train, after
bus.

Before heading back to our own
projects to learn from in Eindhoven,
we’re offered a tour through the
building. From the open office space we
were sitting in, we walk to the prototype
room, where setups are built for testing
the system to the maximum. A labyrinth
of hallways brings us to the different
areas, passing endless amounts of
artwork, plants (including walls filled
with them), it almost feels like a surreal
place to be. The whole atmosphere is
34

Into the wild

a visit to
When choosing your Master’s, the possibilities
seem endless. Apart from pursuing a Master’s
at our own department of course, relatively
many ID students divert to Delft. Three brand
new master students at TU Delft (and former
bachelors at ID) share their experiences.
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STRATEGIC PRODUCT DESIGN
I wanted to choose a more specific direction. What I
really learned in Eindhoven was to make my own choices
and form my own design vision. I think this has been
very valuable. I really enjoy thinking at a conceptual level.
The beginning of a design process, where you come up
with a concept, and look at this through both a user and
business perspective. It is a lot more fun than expected!
I was a bit afraid the program would contain too much
business for me, but that wasn’t the case. For example,
right now I am only following one finance course.
Something I really like is that there is a lot of cooperation
with enterprise. Last semester for example, we worked
with large companies like Adidas, Ford and KLM. We
went to Ford in Germany to present our project. Things
like that are great to experience

DESIGN FOR INTERACTION
Something that I appreciate about ID is the way it
teaches you to make your own choices and find out
what kind of designer you are. I am very interested in
the user aspect of design, so I wanted to specialize
in that. Design for Interaction teaches me a lot about
design processes with a focus on the user and the
way they experience a product, so it fits perfectly
with what I wanted. I have already learned a lot about
design research. The structure of the program is slightly
different from what I did at ID, I needed to get used to
working on a lot of different courses at the same time.
What turned out to be very educational is the change
of scenes. It is fun to be in a new environment where
everything is yet to discover. It’s a good remedy against
tunnel vision. By working with people from different
backgrounds, you learn a lot about your own strengths
and weaknesses.

INTEGRATED PRODUCT DESIGN
I went to the IOB Delft (industrial design engineering
business fair), where I spoke to different design
companies. I learned that many companies ask for
practical skills like 3D modelling. I wanted to improve my
knowledge and skill in the phase where you go from just
a concept to a finished product. In this Master’s program
I learn about for example mechanics or technical
simulations.
I needed to get used to the setup of the program.
Compared to my Bachelor’s at ID there are more
deadlines, more specific requirements and I have more
lectures. I felt like I had to step up my game when it came
to sketching. At TU Delft students do a lot of sketching,
so I took an extra sketching course to get to a similar
level as my fellow students.
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&
Anthony Dunne

Fiona Raby

A new UNiD means of course a new book to read! In
this second book recommendation, we will be talking
about Speculative Everything, written by Anthony
Dunne and Fiona Raby. Put aside anything you know
about design for a moment and discover a book filled
with concepts, criticism and critical design.

I

f there’s one thing this book is good
at, it’s making you think. The only
problem I had with that, while reading,
is the fact that it makes you want to read
every sentence twice. Despite the book
being relatively short, 189 pages with
quite a lot of images, it took longer than
expected to get through. Nonetheless,
the time spent reading was worth it.
Somehow, in the world we ended up
living in now, one of the main focuses
of design (and of most designers) has
become being able to mass produce.
It has to be fast and accessible. Sure,
that’s a good thing, but there’s a whole
different side to design as well. That
different side is the world of speculative
design.

7

/10
I would recommend reading, but
take the time to let it all sink in.
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While the book itself already made
me think, one of the reasons to look
at speculative design is to get other
people to think. Sometimes, the barrier
between design and art becomes
really thin. The effects of design and
art however, are very different. When
people look at

art, they don’t expect it to be close to
them. Design however, is much closer
to them. This means design can be
used to actually make them aware of
something. It suggests that everyday
life as we know it could be different
by thinking through design rather than
through words.
Instead of focussing on one area of
design, the book covers pretty much
all important areas. From fashion to
architecture to product design, it’s all
mentioned. What I really liked is how
the writers show the different outcomes
of the design methods for these areas
of design. The many examples given
make it clear enough to keep up with
what is being talked about. At the same
time, they keep you busy with googling
names of designers and projects to find
out more about it.
All in all, this book is packed with
information. It’s definitely a good way to
gain insight into a totally different side
of design and start seeing the bigger
effects it can have on society.
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Tangible and Embodied
interaction; terms that are
well known to most of us.
It is what we do; we design
tangible objects all the time,
and we tend to hate screens
and apps. It isn’t for nothing
that the tei conference
(Tangible, Embedded and
Embodied Interaction) was
hosted by our faculty last
year. We have the expertise in
this area in house, as many of
our researchers deal with the
topic. To test our assumptions
and to see whether we agree
on what design for tangible
and embodied interaction
means, I dove into the
literature.

TANGIBLE INTERACTION, A DEFINITION
he term ‘tangible interaction’ is
used in several papers, but only
a few name a clear definition.
The one clear description I found
says ‘systems that rely on embodied
interaction, tangible manipulation,
physical representation of data, and
embeddedness in real space’ [1].
Added to that, you might say that they
are ‘systems that can be physically
manipulated by the human body’ [2].
When we at Industrial Design talk about
tangibility, we mostly tend to focus on
objects that we can interact with and
manipulate by touching. Often, we mean
that we use our hands for this, which
is a misconception; it is actually about
using (some part of) the human body,
and therefore definitely not restricted
to our hands. However, what might
be more important than the use of
our body, is that tangible interaction
is a much broader term than most of
us realize. Apart from using our body
to interact with an object, tangibility
is about the actual physicality of the

T

“ TANGIBILIT Y IS ABOUT THE ACTUAL

PHYSICALIT Y OF THE OBJECT, OR INDEED
‘EMBEDDEDNESS IN REAL SPACE’ ”
object, or indeed ‘embeddedness in
real space’. This doesn’t mean it can’t
have a digital component; in fact, it is
mentioned that ‘the key idea of tui’s
is to give physical forms to digital
information. The physical forms serve as
both representations and controls for
their digital counterparts’ [2]. Since the

39

40

term tangible interaction is mostly used
in the design of technological systems,
tangible objects therefore always have
a connection to the digital world. That
is also where the newness of tangibility
comes in; in design, we went from
mechanical (thus tangible) objects, to
digital products, to a combination of
both, which is exactly what we now call
tangible interaction.
ASPECTS OF EMBODIED DESIGN
Now that we understand tangibility in
design, the question that arises is how
embodiment fits in the picture, since
they are often used next to each other.
With embodied design, it is even more
the case that images dancing hands
appear in our heads, different types
of fluent and intuitive interaction with
objects (that also feels very impractical
sometimes). To again start of with
a definition, I found that ‘embodied

functions and understanding of the
world. Connected to that, performing
physical actions helps us to become
more creative and communicate better.
Second, the aspect of performance has
to do with ‘the rich actions our bodies
are capable of, and how physical action
can be both faster and more nuanced
than symbolic cognition’ [4]. When we
have used tools for many times, objects
tend to become extensions of our
bodies. One reason for this is the fact
that we have motor memory, meaning
that we are able to quite precisely
remember positions of our bodies and
specific ways of using our muscles.
Once designed artifacts become such
extensions of our bodies, actions can
be performed faster and more precise.

affordances tend to result in concrete
and specialized objects’ [5]. Using a
physical object versus a digital product
limits the amount of actions that can be
performed through an object, as well
as it being less flexible for change. The
latter is probably one of the reasons
why our faculty does research into
shape change; to improve the flexibility
of tangible objects.
Both the strengths as well as the
weaknesses need to be taken into
account while designing, to improve on
the advantage of using physical objects.

In conclusion, the field of tangible
and embodied interaction design is
huge, opening up many opportunities
for further research but also posing
challenges to us as designers. Through
this article, I hoped to give you a bit
more insight in these opportunities, but
I realise that one article is definitely not
enough. Therefore, if you are interested,
please look into the sources I have used
to compile this piece of text, as there is
much more to read!

IMPLICATIONS FOR OUR WORK
What do these definitions and
explanations mean for our work though?

“ USING OUR BODY IN PHYSICAL INTER ACTION
PROVIDES A RICHNESS, SUBTLET Y AND SATISFACTION
THAT PURE COGNITIVE EFFORT CAN’T GIVE US ”
interaction is interaction with computer
systems that occupy our world, a world
of physical and social reality, and that
exploit this fact in how they interact with
us’ [3]. This comes from a feeling that
using our body in physical interaction
provides a richness, subtlety and
satisfaction that pure cognitive effort
can’t give us.
Some aspects of embodiment directly
linked to interaction design are thinking
through doing and performance [4].
I will explain how these are relevant
to us designers. First of all, thinking
through doing is related to the fact that
our cognitive abilities stretch beyond
just our thoughts. From the moment we
are born, we constantly use physical
interaction to understand the world
around us, thereby greatly supporting
the development of our cognitive
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Of course, designing for tangible and
embodied interaction has strengths as
well as limitations. One of the strengths
is ‘that they can inhabit the same world
as we, and are situated in our lifeworld’
[5], therefore enabling people to remain
fully in the physical space. Because of
this, tangible and embodied interfaces
lend themselves perfectly for ubiquitous
computing, where they are influenced
by the space they are situated in, but
also influence this space by being
there. It opens up a very interesting field
of research where social and physical
mechanisms have to be taken into
account.
One of the limitations that we often
encounter while designing, is that
of versatility and malleability. As you
probably know, ‘iconic appearance
and use of physical form to create

Want to know more?
[1] Hornecker, E., & Buur, J. Getting a grip on tangible interaction: a
framework on physical space and social interaction.
[2] van Dijk, Jelle, et al. “Radical clashes: what tangible interaction is
made of.”
[3] Dourish, P. Where the action is: the foundations of embodied
interaction.
[4] Klemmer, S. R., Hartmann, B., & Takayama, L. How bodies matter: five
themes for interaction design.
[5] Shaer, O., & Hornecker, E. Tangible user interfaces: past, present, and
future directions.
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What’s in Your Box?
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?
As we wandered through the spaces of LaPlace looking
for the most interesting student box, we ran into
Krishnaa Seck, a second year bachelor student. Tools,
materials, prototypes, food, animals. Her box has it all.

“T

his is the first time my box is
totally empty, you know. I’ve
never had everything out at
once,” Krishnaa says as we look at the
contents of her box scattered out on the
floor. I wonder how all of it fits in there.
”Well,” she says, “I do have a lot of things
indeed and it only just fits, but I really
learned how to organize my stuff. It’s
quite useful!”.

“It’s not a mess!” Those are her words
when I make a comment about the
amount of, in my opinion, crap in her
box. “Everything that’s in one’s box,
can be used sometime in the future. I
never throw things away. These nails
for example, I’m pretty sure I will need
them again, then why not keep them?”
she says as she shows me a piece of
pink foam full of nails. “Even today I
added something: this leftover wire. And
this RAW vegan chocolate bar that I’m
keeping for a friend”.
I ask her why she keeps slime, as I look
at the little box filled with the green
content in my hand. “Well, I bought
that for a project. I needed materials for
a research to find out what materials
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people like to feel and so I chose this
because it seemed fun to me. As it turned
out to be a success, I decided to keep it.
Look, I even got this with it”. She hands
me a little miniature dinosaur. “It was
inside the slime. It’s my mascot. I think I
am going to call him Henry”.
“I got this from a friend”. She carefully
hands me something that looks like
some kind of animal made out of
aluminum foil. “It’s an elephant! It’s really
precious to me and I’ll cherish it forever”.
Krishna shows me a box with lights that
can change colors. “I made this last year
because I wanted to know how Arduino
works. Obviously I didn’t have enough
to do during my first year”. She laughs as
she continues. “Ah, this is fun as well. It’s
a plastic see-through ball and if you keep
your hands around it, the ball will light
up”. Not only the lightbulb impressed
me, I was fascinated by all the creativity
and richness that her student box shows.
I can’t wait to see what her box will look
like next year...
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Life at Lucid

A thrilling
treasure
hunt
underneath the grounds of
La Place

“THE MEMORIES THAT COME WITH THE OBJECTS
IN THE ARCHIVE IS THE BEST TREASURE THERE IS,
THE TREASURE OF HISTORY”
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Text: Valerie Gies
Lay-Out: Danvy Vu
Media: Veerle Teigeler

For this UNiD, your writer had the great honor
to go on a quest. Courage was needed to enter the
dungeons of Laplace. Bravery was necessary to
open the steal deterrent fence. All for a good cause;
access to the mysterious archive of Lucid.

W

hen I had overcome all the
fears, my treasure hunt
began. The big obstacles
left by some anonymous fellows
inside the cave gave some
difficulties, but nothing stopped
me in my search for treasures.
The first thing which caught
my eye was a box standing on
a high cabinet. With help from
my mates I managed to reach
the box and take a look inside.
When I opened it, I immediately
got blinded by the beauty of
the inside. Is there anything
more gorgeous than a stack of
chronologically ordered UNiD’s?
Not in this cave, in my opinion. I
was not able to find other things
as pretty as that heavenly box,
but there was a lot of other
weird, random and funny stuff
to see. A little bottle with blue
potion, old dusty bottles of red
wine, an old-fashioned flexible
spring you can throw of the
stairs, other toys, large patches
of fabric, plastic bags with
useless things… I discovered
that these objects were all given
to the great Lucid board by other
rulers during the constitution era.
Unfortunately, most meanings of
these objects will be forgotten
forever due to consumption of too
many beverages from giver and
recipient.

In the archive I learned how
to perfectly derive the age of
specific objects. On most of
them was a time-related mark
discoverable, in the form of a
board sticker. If you know the
sequence of the board colors
you can easily calculate for how
many years an object has been
underneath the grounds of La
Place. My best find with a mark
was a little red scooter, used by
the orange board.

“...an unsolvable
mystery?”
After looking around for a while,
seeing a sled above me, some
parts of the ancient Industrial
Design building and a mysterious
bottle hanging on the ceiling, I
had an realization. I did not find
a real physical treasure but I did
find another, more important, one.
The memories that come with the
objects in the archive are the best
treasures there are, treasures of
history. Some memories may be
forgotten, but who does not like
the romance of an unsolvable
mystery?
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Out of the Box

Text: Joch Jansz
Lay-Out: Joch Jansz
Media: Lieke Vermeulen

Oh, Robin, how your sweeping
skills swept swiftly across our
floors. Cleaning dust from night till
dawn, tracing drawers, chairs and
doors.
With your flawless skating skills,
the stage, our floor, was silently
yours.

ROBIN
ROOMB A
Not missing a single bit, the
swift movements of your swipes
swooned me more than I dare to
admit.
No robot runs as heroic in such
radiant red. Riding the night as a
silent knight, while the rest of us
restfully slept.
But alas, as you spend years
sweeping your stage, not even you
can outrun the dread of age.
And while your impact on our lives
might have been small, we shall
always remember the red marks
on the walls.
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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 three issues are published every academic
year, while even maintaining an online blog on the
side.
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!

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. 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.

