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projects as examples, so
naturally we tr y and follow
the breadcrumbs laid out
for us. There is absolutely
nothing wrong with learning
from prior work, but it’s
important to keep in mind
how you can differentiate
yourself from what has been
done. To be aware of the
bubble we are in, so you can
pop out of it.

A

fter two years of
study I am starting
to notice a few
patterns in the workings of
our faculty. In particular,
there seems to be a certain
common outcome of many
Industrial Design projects.
The stereotypical project
focuses on improving the
[social inclusion / health
/ environmental impact]
of [children / elderly /
students] using a smart
[garment / picture frame
/ steering wheel / app], is
named after a wordplay on
the most prominent shape or
feature (hexagons, anyone?)
and includes a prototype
that is able to survive
exactly one day (if you’re
lucky).
Of course there are
differences, but surely a
number of similarities can
be found here. This cookiecutter style is largely an
effect of the environment
we’re in. We are all working
inside the ID microcosm,
where our shared mindset
and knowledge leads to a
number of similar outcomes.
We all learn from the same
set of coaches and we are
shown the same types of

One of the greatest things
about this place is that
the bubble can be popped
here. Something else that
is more and more apparent
to me about this faculty is
how much freedom we get
here. As much as there is an
expected style of running
your project, when you come
up with your own idea(s), in

waters and just strive for a
good grade within project
guidelines. We will surely
conquer the world through
design when we are working
actual jobs, or so we hope at
least. I get all that. But the
more diverse, inclusive and
differentiating you strive to
be, the easier it will be to
think outside the box in the
future and stay motivated
as a designer. Plus, projects
you’re actually satisfied
with will often look better
on your CV too.
So think about what you’re
doing, dare to change some
things around. Dare to
say yes to a weird inkling.
Contact your own client
if you have one in mind.
Find your own place for
lasercutting and 3D
printing if the ones
here do not suit you.
Use whatever means
you have available to
yourself to make the
project inside your
head a reality. Spice it
up. Pop that bubble.

“The stereotypical
project includes
a prototype that
is able to survive
exactly one day“

Zeno Kapitein
Chief Editor

most cases you’ll be given
the opportunity to go out
and do it all yourself. When
you persevere with your
idea, there is plenty of room
for you to do your own thing
- and stumble. There is no
handholding here when you
do not need it.
It turns out it is ver y
difficult to truly think
outside the box while also
tr ying to validate all these
new assumptions and even
have a working prototype
at the end of it. Of course,
you shouldn’t tr y to change
the world and be the next
Steve Jobs immediately.
What we are doing here
remains university work
and we are here to learn,
and it’s easier to stay in safe
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TALKING
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KEVIN KELLY
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as long
“
as we have
human bodies,

it’s useful to
have an object
that we can
manipulate

”

As he states in his personal webpage, “there are probably about
100,000 guys in the world by the name of Kevin Kelly. Like probably
most Americans, I actually went to high school with another guy
named Kevin Kelly and have worked with several other Kevin Kellys
more than once. Yes, it is confusing.” To clarify, we had an interview
with the Kevin Kelly, who is the co-founder of Wired Magazine; the
visionary that created the year 2050 for the movie “Minority Report”,
the traveler that sees the world with optimism and knows how to
read the technologic trends for the future. Last March, one of his
stops was Eindhoven and he visited our university. We discussed
the vision our faculty of Industrial Design has and chatted about the
future role of designers in the Digital Era.

At our faculty, we have a strong interest in rich,
tangible interactions that respect the body as
a whole. However, our society lately has being
growing into one in which mind is valued over
body with increasingly cognition based UI’s. Do
you think there’s room for our approach?
“I think that your hunch is correct: as long as
we have human bodies, it’s useful to have an
object that we can manipulate: our hands are
extremely smart and very powerful in that sense.
We’re highly evolved to think like this, it’s a very
intuitive way of dealing with the world. So the
idea of trying to put a digital life into physical
things is really the way of the future.”
Taking into account the flourishment of Virtual
and Augmented Reality, to what extent do you
think we will end up living in a dematerialized
world?
“We have very intuitive interfaces, like a
controller or a steering wheel, and I don’t see
those going away: this idea of steering or moving
your finger, grasping something, turning it, that’s
powerful to us. We don’t have to think about it. I
see a future for making physical things smarter,
rather than making them virtual.”
However, in some of your talks you mention
that these smart IoT objects are evolving into
the Internet of Experiences. What do you think
is the difference between interacting with
technology and experiencing it?
“What I was trying to emphasize with that
paradigm is the idea of experience as a different
type of interaction. In a movie, when Mickey
Mouse throws a ball there’s no movement:
there are 24 still pictures in a row and our brain
invents the motion. We really feel like there
is motion when really there isn’t. Something
similar happens in VR: it’s a trick on our visual
system to make it feel as if it was really there.
It’s convincing us that it’s an experience when
there isn’t. This experience is real, even though
it’s virtual. You don’t remember it as having seen
something, but as having been there.”
I must tell you that IoT is kind of the perfect
world for an industrial designer: it’s about UI’s,
gadgets and systems that need to be designed.
How do you think designers could fit into this
change towards Internet of Experiences?
“In 20 years from now there will be people that
will call themselves Experience Designers.
What will their work look like? I don’t know. But
here’s an example of the challenge: part of our

experience on the screen is that we have a highly
defined interface: folders, windows, clicking…
Those are things that we’ve learnt, a convention
that helps us navigate through that world. But
I think that we don’t have a good interface to
present a thousand experiences to the user. How
do you navigate through them? How do you link
to an experience? None of those things we know
how to do and those will have to be invented and
designed.”
Our generation is already highly engaged with
information, connectivity and sharing moments.
We’re dividing our attention continously. Are we
looking at a future where we interact with our
environment through only micro moments?
“I think it’s true that some of the social media
facilitates a shorter attention span in other
activities, but I’m not convinced that the
attention span has shortened overall. There are
certain media like these long TV shows (think of
Game of Thrones) which are extremely complex:
they last years, you have to really keep up with
the story and remember all these names. That
requires a lot of attention span!
Moreover, I do think that shortening the attention
span is often an appropriate response: we live in
an environment where things are changing really
fast and a lot of things are happening at the same
time. Responding to things by displaying little
bits of attention is actually appropriate.”
To wrap up, in this world that is continuously
changing, what advice would you give to design
students that are going to be in the business
world soon?
“I would say that the skill that you really have
to concentrate on is the skill of keeping to learn
skills. That’s better than any skill you could
acquire because those will go obsolete. I often
expand this advice a little bit by saying that
it’s not just about keeping on learning but also
about spending as much time as you can in
understanding how you personally learn. Each
person has his own way of learning, so what you
want to uncover for yourself is how you best learn
to optimize your learning style. The job that you’ll
have in two years doesn’t exist today.”

personality
rights
“What is sauce for the goose is
sauce for the gander”, a policy
that our university has applied
since Modernist times.

O

Most recently, this was
illustrated by the outrage
caused by architect Fons
Verheijen. Verheijen claimed
that his 1998 design for the
Naturalis in Leiden would be
mutilated by the currently

renovating architect Neutelings
Riedijk Architecten, so he
invoked his rights of Dutch
copyright laws. This act secures
the designer’s right to resist
potential derogations of their
work by the operating party.
Eventually the parties settled
in favor of Verheijen. But of
course this conclusion leaves
people unsatisfied, as most
would consider a building to
be a material object that can
change hands in the same way
a piece of furniture can. They
feel that an architect should not
be able to influence a building’s
renovation, because the
architect is not, and has never
been the owner of the physical
property. But the architect still
is the owner of the intellectual
property.
Verheijen’s actions become more
understandable when we view
buildings as publications. If he
feels that NRA’s design for the
renovation undermines and
blights the original intentions
of his work, why would he not
resist against that? Compare it
to a painting: is the owner of a

Karel Appel painting allowed to
change it?
Interestingly, Dutch architects
condemn the actions of Fons
Verheijen; they apparently do
not consider the integrity of
an architect’s body of work
to be important. Even the
code of conduct of the Dutch
Architects Union (BNA) states
that the original architect of a
building will not resist against
the changes made by another
architect.
I wonder how your department
deals with this issue, as
Industrial Design is also a
design-based department in
a university operating with a
more traditional approach to
science. Maybe the settlement
between Verheijen and
Naturalis Leiden will lead the
university to devise a differing
policy sauce for design based
research, but that seems
farfetched. Perhaps we should
follow Amsterdam’s example
and occupy Metaforum (Ector,
2012)?
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ur faculty of the built
environment too operates
accordingly; it has
equal expectations for every
educational compartment. Each
should conduct research that
results in scientific publications.
Problems arise when
architecture too is asked to act
in the same way, as one cannot
make architecture as a result of
theory and a scientific process:
architecture happens intuitively,
based on experience, and
theory emerges later, as part
of reflection. This is a cyclical
process, a building’s design is
the result. In that sense the
design process is one of research
and the building acts as
publication. Unfortunately this
is not the conventional way to
view architectural production,
neither for our university nor
the general public.

UX designer at Google

Google Search

Text Ana Torralba Layout Giulia Caleca
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“I work in the local search team: it’s an overlap
between Google Search and Google Maps. Let’s
imagine you go on vacation and you want to
look for a restaurant. What information do you
need in order to choose between the different
options? I take care of the entire user journey:
from selecting the elements you are shown,to
the order, the layout, the amount of information
needed... In the end, I work for the interaction and
interface design of the product.”
research + strategy + programming
Ten years ago, every Google product team had a couple
of designers that added a layout after the programming
was done: the company was focused on efficiency.
Nowadays designers are a cornerstone of the company:
“As a UX designer I’m in the middle of every
other team. I need to speak a little bit of all
those languages. With the research team, I do
a lot of user tests within the browser as well as
research about, for example, decision making.
Even though Google’s business needs are pretty
straight forward I also work with the ads team:
it’s basically creating a balance between selling
ads while continuing to be useful for the user.
Lastly, Google is still an engineering-centered
company and as designer I’m in the middle of
all of them. I’ve been learning how to work with
engineers in the last 6 months and now I have a
different approach to each one: I know that for
some of them it is okay to just approach them at
their desk and for others I have to plan a meeting
in advance.”.
the most (and least) colourful sides
We have all heard great things about working at Google:
the spacious offices and the good vibes. Indeed, they
are a multinational that manages to be always a top
employer in different rankings. How does working at
Google actually feel?
“I really like my job, because search is still the
biggest part of Google. This means that what I do
has a lot of impact: everything you change easily
reaches millions of people. “We’re constantly
doing try-outs to see what works and what
doesn’t. It’s really interesting to see that even the
smallest changes, as it can be the shade of blue of

in a sentence

“ Working at

Google is totally
awesome. I feel
that everything I
do has an impact.
You really make
a change with
everything that you
do. There are not
many companies
in the world that
have this impact ”

More
a link, could affect the amount
of times people click on it.”
However, if it comes to a
moment where I say “this is not
the project for me, I want to
switch to YouTube”, I just have
to do an internal transfer and
they are fine with it. It’s a really
transparent organization.
If I have to say something
negative about my job it is that
I can’t share what it is actually
about, not even to my family.
It’s a competition at the end,
although I never think about my
job in that way.”
the google family
Google grew from a technological
company to an organization
that creates beautifully designed
software by having a really strong
team philosophy: everyone works
together to create something big.
“Even though Zurich is the
biggest engineering office
outside the US (around 2500
employees), we’re a small design
team (6 people) so we strongly
support each other. It does
really feel like teamwork! It’s
not like you design something
and bring it to the client, but
here you’re a little piece of the
puzzle. That is why we can build
such a great, important thing.”
Building a team of 70.000 people
(current number of employees at
Google) doesn’t seem like an easy
task but they manage to accomplish
it anyway: working in Google isn’t
just a job but a different way of life.
“What they do is that you only
need to focus on your job and
they will take care of everything
else. You can have a complete life
inside these walls, which is why

there’s a risk of staying
inside a Google bubble.

However, if that happens, they
will push you to join other
activities outside the office
like another gym, language
lessons… And the company
pays the fees.
My regular day is coming to
the office at 8 to go to the gym.
Sometimes I meet with my
personal trainer who gives me
advice regarding my diet and
exercise. I have breakfast and
start working at 10. I eat here 3
times a day (sometimes I want
to cook something for myself
with my roommate, but it isn’t
the usual thing). Last week I
went to the Google hair dresser,
next Monday I’m having a
massage... I work eight hours a
day but I’m here many more!”
However, in such a big company,
isn’t there a risk of feeling like a
small piece inside a really big puzzle?
“That was super hard for me at
the start. My team is huge: it is
situated in Zurich, Tokyo, New
York and San Francisco (which
is the main office). If you look
at my daily live, I have calls
with each one of these offices
because if I change anything
in the design, another team
gets affected, so you need to
discuss it with them. At the
start I thought ‘what can I
change here?’ – I saw myself
as this tiny inexperienced
designer – ‘so what do I have
to say about Google to these
people?’ But if you think about
it this way, of course you aren’t
going to change anything. You
are the one that needs to push
your own ideas and make your
position important: people need
to be aware of you. My advice is:
show what you can offer.”

“Nowadays, some
companies want
to use IoT in
connected juicers.
Juicers...”

Text Charlotte Kuijpers Layout Rick van Wijk

The
Incredible
Machine
A visionary design consultancy

It’s great that so
many
technologies
are available today,
but how can we use
those ethically and
responsibly? For Luke
Noothout, intern at the
Incredible Machine, it’s
just that question that
he finds interesting. We
talked to Luke to find
out how this complies
with his internship and
the company of The
Incredible Machine.

T

aking a break from his studies, as
he did not know what to do next,
Luke found himself an internship
at The Incredible Machine. You may know
them from the Devious Devices expo at
Veemgebouw, during last year’s DDW. They
are one of the authors of the Internet of
Things Design Manifesto, and are involved
in the Just Things Foundation.

“For example, imagine a city approaching you,
a designer. They want to innovate on the waste
collection services within the city, putting
sensors on everything to make everything
better and connected and efficient. The
Incredible Machine could say: wait a minute, a
redesigned collection schedule can make a huge
difference, let’s start with that.”
Doing projects for Lego, Zodiac Aerospace and
Alliander, this four man company definitely
does not always think small. Luke joined their
company-visit to Shenzhen design week, “to talk
to other designers, companies, visit fablabs, to
see what the possibilities are in what you can
call the Silicon Valley of Hardware. Some of us
will also discuss our latest project, BikeBug,
which is a connected bike renting service,
making use of blockchain technology, in which
all bikes are their own owner.”

Although the Incredible Machine presents
itself as “a design consultancy for products
and services in a connected world”, they
might not always go for the IoT option.

The great thing about working in a small team,
which it is, with four employees and one intern,
Luke thinks is the way he makes part of it. As
there is no true hierarchical structure, his role
as an intern is quite large. “Simultaneously, big
responsibility comes with having to work hard.
But it’s very motivating to be an almost full
member of a company. ”

“Companies do not really seem to know how
to use Internet of Things (IoT) for the better.
Some will use it to create a connected juicer.
No one wants that. What bothered me for a
while is that I was working with technology,
making things intelligent, without ever
stopping to wonder why, and whether we
can do without. This is what I really needed
to be able to do within a company, especially
one that is not pushing technology in places
where it is not needed.”

Starting the internship, Luke became familiar
with his collegues’ way of working rather
quickly, as it is not unlike the ID taught manner.
However, there are some differences. “Working
with real clients, real money, can of course
increase the pressure on projects. There’s no
room to think for two weeks about whether
or not to prepare that certain user test. It
was a true crash course in decision-making.
But finishing a project with a happy client is
amazing.”
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T

wo halfpipes, a violist,
a cellist and twenty
streetwise people
with all different expertises.
All together on the stage
of Parktheater Eindhoven.
These are the components
of ISH, a dance collective
which connects street skills
with existing art forms. And
ISH delivers only one of the
interesting performances you
can see at our very own and
diverse municipal theatre.
Parktheater gave me the
opportunity to visit one of
their shows for UNiD. I was
really glad about this, because I
actually never visited a theatre
in Eindhoven. Honestly, I did
not even know there was such
a large one. When going there
it struck me that apparently I
share this ignorance with many
other students. In between
bouncing middle schoolers

others. Students must like
this too. For instance, I found
the artists from ISH very
inspiring. At Parktheater you
often have the chance to talk
to the performers afterwards. I
talked to the baseball trick guy
and he inspired me with the
following statement: “When
you put discipline and love
into something you will reach
amazing things. When I was
young I practiced baseball 8
hours per day, now I am doing
a show. This applies for all
different work areas.”
The passion from this artist
can also be felt at other
people working at Parktheater

“Band, musicals, cabaret, dance,
drama, it all comes by.”
and adults older than 50 was
a clear gap in the audience.
No students attended this
show, except for me and my
companion.
Which is odd. Going to a
theatre gives you many
beautiful things; it lets you
escape from reality for the
time being, gives inspiration
and shows the hard work of

Theatre tips June:
Festival love and history lessons combined.
Toneelgroep Maastricht will play a tribute to
the famous festival Pinkpop.
Talented dance students of Fontys start their
tour every year in Parktheater Eindhoven.
They will show Eindhoven a mix of dance
styles before they fly out to the professional
dance world.

Eindhoven. Carla from
Marketing & Communication
tells us lovingly about the
diversity of people and
performances at Parktheater.
“Everyone is welcome here
and for everyone there is a
show they’ll like. We choose
our shows with our broad
audience in mind. Band,
musicals, cabaret, dance,
drama, it all comes by.” And
to make it accessible for
students, Parktheater offers
a special student deal. If you
buy a ticket last-minute it
will only cost students 13,50.
Personally, I think this suits
the spontaneous lifestyle of
students perfectly. And it costs
the same as a movie at Pathé,
so why not?

Text Lisa Frissel Media Lieke Vermeulen Layout Minerva Loos

He seeks risks and adventure, being attracted to challenges and
adrenaline. He is mainly known from the fourteen years he hosted the
television series Mythbusters and his never changing appearance. We
talked to him about the role of technology in the future. Are we going
to end up in an utopia where technology and humans live side by side
like a happy couple or are we standing at the beginning of a spiral that
goes down and ends in a catastrophe?

“We should go full speed
ahead”, is Jamie’s comment
about the possible confusing
and duplex role of technology in
the future. “Technology is what
we decide to make of it. It’s not
something that exists outside
of us or exists in a vacuum”.
He continues: “So if there are
problems with technology, it’s
our fault and it’s our choice as to
whether it has a good, positive
effect on us or not. I don’t
think there is any particular
benefit in burying our heads
in the sand. It’s something we

need to embrace in technology.
And if it needs to be restricted
because it’s having negative
consequences or something, we
should be aware that it is our
responsibility to stop that or
change that”.
When people use the word
technology, they tend to think
of smartphones and apps
only. Jamie believes there is
much more than just digital
technology. “Technology is
an application of science and
engineering to make products

that people use. We rely on it.
I think it’s a wonderful thing
that needs to be embraced,
but I would like to see people
embrace it more”, he explains.

y

x

Jamie explained the importance
of failure, the whole point of it
being there is learning. He says
asking questions is the only way
to figure things out. “Curiosity
is exploration and adventure is
science. You need some kind of
risk involved.”
Jamie encourages people to try
new things. His advice is to
just survive the first t ime
e
you’r
doing
somet hing
new.
Then
you
no ma
ke
t
a n es
d
n.

That is Jamie’s advice. The
goal of myth busters was
exploration, adventure, science

and engineering. They just tried
to answer questions about the
physical world and in some
ways, it’s very comparable to
what we learn here at our very
own faculty: we experiment and
figure out.

r
lea

“I get asked very often what we
should keep an eye on in terms
of technology. I can point to
bioengineering. We have seen
what digital technology does
and now artificial intelligence,
and it will continue to advance
rapidly and produce surprising
results”, Jamie says. “We have
only just begun to practice
what is our relatively new
understanding of genetics, our
ability to control genes and the
effect on our bodies”.
“As I like to point out: we get so
caught up in our understanding
of technology and our
communicating with each other.
But we have to eat to survive,
we still get sick, we get cancer”,
Jamie concludes. “We live in
a real world and the impact
of our ability to go directly to

the mother lode or source, the
things that make us kick as
biological creatures, our ability
to manipulate that in some
sense, is just mind popping”.
“Myth buster is almost a cliché
now”, is Jamie’s comment to
the question if we are currently
dealing with any myths around
technology. “It’s a term we
mention and it seems to have
resonated with people, but
at heart it was about rational
investigation and critical
thinking. And I think it’s really
important for people to be
encouraged to maintain the
ability to have critical thought”,
he says. This is where the
creativeness comes in, this is
where you do new things and
learn.
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What is it like to move away from your own
country to a larger one? To leave all behind and
join a complete new university for a semester?
What are the similarities and the differences in
education? How does your way of living change?
Caitlin Foo, a third year bachelor student from
Singapore, will tell us all about it.

C

aitlin’s study back home (Industrial Design
at National University of Singapore) is
built up a little differently from what we
as Industrial Designers from Eindhoven are used
to. Their first year is a foundation year, in which
students learn the basic skills to understand
what design actually is. Year two, three and
four consist of projects about different
topics. Caitlin tells us that the
Singaporean student lifestyle
has twice the pace of the
Dutch student lifestyle. In
Eindhoven students have to
do one project per semester
while Singaporean students
have to do two while also
taking electives. To top it
off, a Singaporean semester only takes thirteen
weeks. “Back home I stayed at school from ten
o’clock in the morning till eleven o’clock in the
evening. We even got sleeping bags in the studio
during the finals. Sometimes the security turned
off the lights to make us go home. Fortunately, we
were prepared with flash lights.”

“The Singaporean

To stay on campus in
Singapore it is compulsory
to join activities. Students
have to earn enough
points to have the
permission. In return
all meals are prepared
for them. Often Caitlin
and her friends got to a point at which it was
hard to imagine that they also had a life outside
campus. She finds the Dutch student lifestyle
more relaxed. Dutch students can balance leisure
activities and their school, while in Singapore
it is all work. Now Caitlin can plan a lot of trips
with her friends, as she happens to have twice as
much time.

student lifestyle has
twice the pace of the
Dutch student lifestyle”

While Caitlin is used to a rapid lifestyle, she was
surprised by the speed of cyclists in Eindhoven.
“Everyone is so fast. And everyone is on the
right side of the road, very confusing. Back home
I could just walk to university because I was
staying on campus.”

Besides the contrasts in education and lifestyle
there are also some notable differences in
design. For example, Singapore has, due to its
size, less expertise than the Netherlands in
the field of production. Therefore it is more
focused on research and education. It’s design
research is mainly focused on elderly, while
in the Netherlands it is broader. The reason
for this is that there is an increasing amount
in elderly people. Although many people in
Singapore are old, design is still quite young. Not
many people know what design is about, while
in the Netherlands it is more clear. This gives
Singaporean students the chance to be pioneers
in the national design world. This is one of the
reasons Singapore is very innovative. Just as
Eindhoven is known. So, Caitlin is not from such
a different country after all.
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Prof. Dr. Ir. Loe Feijs

There’s
a new
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SRC The Elephants is
Eindhoven’s very own
student rugby association.
It’s a small club, consisting of
two men teams and a ladies
team, and it’s a tight-knit group
of friends. I spoke with Harm
Campmans and Hendrik de
Pecker about what it’s like to be
part of the Elephants.
Although ESRC The Elephants
is a relatively small association,
they are growing. New members
are often also new to rugby.
During the introduction weeks
they get to know the club and
want to try it out. Harm played
a bunch of different sports
before he joined the Elephants:
“I love rugby because it’s a team
sport. I also love the rugby
mindset, on the field we want to
achieve, but after the game the
atmosphere is very relaxed.”
Do you have to be tough to play
rugby?
Harm: “I pour a lot of my
frustration into playing rugby,
pushing your shoulder into
someone’s stomach is just very
effective for that. You need just
to find that fire within yourself.”
Hendrik: “Some use frustration,
others are just big! The big guys
just crash into the defence like
a big led ball, they make use of
their size to gain meters. One of
our members, Bart, is really like
the ‘Big Friendly Giant’, both on
and off the field. My girlfriend
also always calls us a bunch of
big teddybears.” Harm: “But she
doesn’t have to compete against
us!”

Sounds dangerous!
Hendrik: “Well, this year has
actually been a year where
many people got injured. At
the start of the season there
are always about 50 people. Of
course some people quit, but
then it’s also been ‘concussion
here, broken collarbone there’
and now we are struggling to
get a full team together for
our final matches. Last year,
shin splints seemed to be the
trend. This year concussions
are popular. Rugby isn’t actually
that susceptible to injury, but
you take a good hit every once
in while and you need to know
your limits. For this reason it’s
usually people who are new
to the sport who get injured
more often. During training we
teach how to keep stable when
you get tackled, and when you
fall, how to fall properly. If you
perform a tackle you need to
learn how to get up quickly and
you always need to make visible
to the referee that you let go of
that person immediately. It’s not
just a bunch of guys running
into each other, there’s a lot
more to it than first meets the
eye.” Harm: “What I really like is
that there is apparently enough
team-spirit for anyone who

“Last year,
shin splints
seemed to
be the trend.
This year
concussions
are popular”

is injured to still come to the
training. When I had shin splint
last year I would still come
watch my teammates train,
they’re still your group of guys.”
And what about the group
mentality outside the field?
Hendrik: “What I like best about
the atmosphere of the club is
that there is a lot of respect for
each other. Outside the field
there is no macho behavior and
when there are problems they
are openly discussed.”
Morale is also boosted with
plenty of drinks. Every four
weeks the Elephants get
together in their favourite bar
Kafee Kix (jacket and tie - but
not necessarily pants - required)
and there is an annual weekend
abroad called Trip, where most
legendary stories within the
club come from. Harm: ‘Our
club has some unwritten rules
that work like an all-yearround drinking game. There
is one ‘chosen one’ appointed
as Commisaris Olifant
(commisioner elephant) who is
in charge of these rules. You’ll
never see an Elephant point
at something for example and
since I’ve joined the Elephants I
have a lot of trouble saying the
verb ‘to think’ aloud.’ Hendrik:
‘The girls tank just as hard as
the guys, board member Merel
brings up the everage quite a
bit!’ Another rule is that for
every official Elephant activity,
members have to wear a jacket
and club tie. Hendrik: ‘But pants
aren’t explicitly required, and a
jacket could also be a bathrobe
or adidas jacket.’ One shouldn’t
take themselves too seriously I
suppose.

The Student Sport Centre

Do you get all your
physical excercise from
walking to VERTIGO and
back?
Are you worn out after
walking upstairs for
lunch?...
Does your mom
think you should
get in shape?

Join the Student Sports Centre and
get a sports card!
Whole year
From 1 January
From May 1st
Until 31 January 2017
Month
3 Months

€88,€69,€35,€55,€20,€45,-

Text Joch Jansz Media Lotte Sluijs Layout Ana Torralba

n i d
to
go
a w
a
y

How do you make a magazine?!
Think about that for a second.
The process behind our beloved
UNiD goes mostly unnoticed
to our audiences. There’s a
smouldering passion present in
every page, and frankly, it shows
in every facet. This magazine
is not just a booklet related to
our faculty. It is, in all aspects,
a carefully crafted piece with a
design process that takes weeks,
sometimes months, to finalize
before it can be send to the
press to end up in your hands.
the subjects
It starts with the subjects.
What do we write about, and
why? We work from our vision,
which was formulated with
only one thing in mind: you,
our reader. We contact alumni
to tell about their stories after
they graduated, we ask students
to talk about their projects,
internships, workspaces or
thoughts. We cover and review
books and design theories.
We write about local trends,
places and student culture. We
interview major designers and
visionaries to talk about their
vision on technology and design.
One of our members traveled all
the way to Copenhagen for an
interview once. Talking about
dedication!

the process
The birth of an issue takes place
way before her older sister is
released. This moment, lovingly
dubbed ‘UNite 0’, spawns the
first ideas for articles through
good company, food and wine.
Soon after, the whole committee
is summoned. At UNite 1 all
articles are divided between
the members. A text, media
and graphic triangle is formed,
and over the next several
weeks, articles are ideated,
conceptualised, build and
finalised.
A highlight in this period is
the UNiD Weekend, where all
committee members come
together to spend a weekend
working in close collaboration
on their articles. This kind of
creative pollination is what
powers the UNiD. The amount
of creativity and passion that
occur in these instances is
stunning.
After the weekend, weekly
feedback meetings and
iterations make the way for
UNite 2. This marks the end of
an issue, and what remains are
the finishing touches before it
is send to SNEP, our press. By
that time, we will already have
started on the next issue.
the result
What you have in your hand
is not just an association’s
paper. It’s something we can
proudly distribute throughout
Eindhoven, show companies,
our parents, and each other.
There’s a tremendous amount
of aptitude in this committee.
Who knows what form the UNiD
will have in 5 years? Suffice
to say, here is something that
I, personally, am immensely
proud of, and I hope you are as
well.
Thanks for 4 amazing years.

KTH

Interactive
Media
Technology

This semester I’m doing my exchange at TUe Industrial Design, and I
love it, but during the fall I will continue my master in Interactive Media
Technology at KTH or the Royal Institute of Technology in Stockholm.
That sounds cool, right? I think you should check it out too!

M

y master programme,
Interactive Media
Technology, offers four
technology specializations:
Visual Media, Sonic Media,
Physical Interaction Design, and
Human-Computer Interaction.

If you, like me, like to work
creatively with the newest tech
I recommend the Visual Media
or Human-Computer Interaction
tracks, since they offer courses
in the Visualization Studio
VIC. VIC houses cuttingedge Interaction, VR, AR and
Graphics technologies for
students and researchers.
The studio’s centerpiece is a
184-inch, 4K stereoscopic
screen that includes gesture-,
touch- and voice-based
interaction. The courses are
usually connected with the
industry or you get to showcase
your projects at game- and
tech-conventions, for example
Comic Con Gamex, which has
50 000 visitors annually.
I believe that KTH is a great
place to study, not only because

it is the top rated technology
university in Sweden, but
because Stockholm is a great
and beautiful city to live in
(I have lived there my whole
life so I’m totally not biased).
There is a quite informal and
non-hierarchical structure and
environment at KTH and you
can have a friendly conversation
with the teachers. The students
are very ambitious which means
a lot of hard working days and
some nights since student
have access to the buildings
at night and on weekends.
There are a lot of study spaces
and computer rooms all over
campus for any student to use.
The program of media
technology is quite small,
about 60 students per year. The
smaller size makes it possible to
get to know all your classmates
and students from other years
since we all belong to the same
chapter. The chapter has it’s
own space where you can have
your lunch (in Sweden you have
a hot meal for lunch so there are
about 20 microwaves), study or
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party with your fellow students,
quite similar to Lucid here.
There is a rich student life
at KTH so if you don’t want
to join the chapter there are
30+ associations, open for
students from all programs.
Some examples are the
choirs, the beer brewing
club, sports teams or if you
want some really valuable
project work experience you
can join Quarnevalen, the
student magazine Osqledaren
or the career fair Armada.
Associations organise both
social and professional events,
theme weeks such as equalityor health week and of course
parties. All the Chapters also
have a pub with very student
friendly prices since they are run
by students. If it is a quiet day, it
is very practical that the campus
is centrally located in Stockholm.
So no matter what the
rumours might say, it is not
that expensive to get a beer in
Stockholm, you just need to
know where to go!
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Our eyes are aimed at the future. But why not look at the past?
Dresses from the roaring twenties, tv’s from the fabulous fifties,
posters from the swingin’ sixties, weren’t they pretty? Using them
is what retro design is about. Take the aesthetics of the old, the
comforts of the new and you get a unique design. Look, this is
what we found!

R

THE RETURN

E T
NOKIA NOSTALGIA

ART ABUNDANCE
Need some artistic inspiration
from the past? Designers can now
download and use artwork from
Metropolitan Museum New York
legally.
Source: www.metmuseum.org

Remember those minimalistic Nokia
T200 phones? Users of complex
smartphones are now craving for
that nostalgic simplicity again. So it
is back, in a new form. And now you
can talk to it.
Source: www.2-la.com
Photo credit: 2 LA Design
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TRENDY TYPING

Typical retro, a mechanical keyboard
inspired by typewriters. Those
satisfying sounds are back with this
nicely colored keyboard.
Source: www.lofree.co
Photo credit: lofree

BENNET + GAGA
Old goes cheek to cheek with the new.
You can hear this synthesis while
Tony and Gaga are doing their duets.
Source: www.cheek2cheek.com
Photo credit: Interscope Records

BEAUTIFUL BULB
Plumen’s designers renovated the
invention from Edison. They changed
the technique and pattern of the
filament, but their lamp still looks
like a nostalgic light bulb.
Source: Wilbur bulb by Plumen
Photo credit: Plumen

Text Emmie Knoester Media Veerle Teigeler & Team RSVP Layout Daborah Pulles

ATLAS
moving forward

or moving back?
We are going back to Atlas, a.k.a. Hoofdgebouw. The multidisciplinary
Team RSVP has made a design where two departments, together with
staff and some general services can work happily side by side. An
easy task? Definitely not. Put on your yellow helmet and follow me on
this tour from the top throughout the building!

A

t the top we see all the general services.
We take the red stairs to walk to
the department floors with our own
department at the south side, the side of the
pond, and IE&IS (Industrial Engineering &
Innovation Sciences) at the north side. At the
south side you will notice your helmet matching
the spaces. Each department gets his own colour
accent, which will be yellow for us and blue for
IE&IS.
We see different workspaces, lecture rooms and
other places when we lower further. The stairs
connect the layers as common thread (“rode
draad”) in this design concept of the architects.
Arriving at the second floor, we find the board
rooms of the study associations all close together
which can encourage more collaboration.
Then we walk into the grand opening hall. A
high room with light everywhere due to the
large windows from floor to ceiling, which are
implemented at each floor in the new frontage.
The large open space has a food court and two
lecture halls, which can be added together to
one big hall, and should invite for different
expositions or activities.
We can drop by the Lucid-space which is settled
in the basement of the building but still with
daylight due to high windows.
At the end of this tour you’ll probably still have
some questions.

What about some storage?
There will be cabinets for our boxes and the
architects evaluate with the department whether
the capacity is large enough.
What will the workplaces be like?
Around the red staircase contact among students
and staff is promoted with open flex spaces.
Nearer to the edges of the building it will get
quieter with some soft carpet to support the
ambiance.
Throughout the building, Philips Connected
Office Lighting will be implemented. This makes
it possible to personalize the lighting in each
place and the system keeps track of crowdedness,
temperature and humidity.
And the different labs?
Those will move with us. The architects have
made generic places so that labs can adapt to
future needs.
Now it’s up to us as well as the department to
personalize the locations of our squads. In that
way we will be able to find each other in this
large building. We with our inventive minds have
to make sure we move the Lucid ambiance with
us. Around the staircase we could showcase our
work. The bar, hang-out place and board room all
in one very central place will unfortunately be in
the past. However, we get a great new Lucid-space
directly visible from the ‘Groene Loper’ in return.

ABSTRACT
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“A

bstract: The art of
design” contains eight
episodes in which
you become familiar with the
broad range of design. Netflix is
not yet known with industrial
designers but that is soon
forgiven seeing all the design
fields they cover: illustration,
footwear design, stage design,
architecture, automotive design,
graphic design, photography
and an interior design.
Each episode has an established
designer as the main character
explaining how they got in the
positions they are in now. It’s
inspiring to see the work of the
designer evolve throughout
the episode and to see them
climbing up and getting more
recognition for their work.

a sensational view
The series is definitely of
high quality. In a good pace,
beautifully shot images of the
work and the designer speaking
alternate, accompanied with
suitable music. The designer
hereby takes you with them into
the passion for their job. They
continuously look at the bigger
picture of how for example
graphical promotion work can
contribute to the success of a
theatre or how a shoe design
tells a deeper story.
With the Dutch down-toearth mentality it can seem
a bit exaggerated, but it does
sell their vision. It makes you
enthusiastic and gets you in this
bubble of watching.
a way of life
While some fields seem less
related to ours, it positively
surprises and opens up your
eyes. You have to make sure
that at the end of the series you
don’t have eight new possible
future jobs in mind.

The UNiD book club has undergone
a change. As the UNiD writers are
devoted readers, we realised
others might not have this
trait. So now we’ve broadened
our view to other media
and hereby present
the first ever series
VOTE
recommendation!
And what is better
way to start then
with a series
/10
from the highly
appreciated
label ‘A
Netflix
For me it was inspiring to
see how their way of working
Original’?

8

resembles ours. They don’t have
their ‘work’ life that clearly
separated and let it blend over
into their daily lives. It becomes
this continuous iterative process
where they meet clients and
specialists and try to match
design requirements with
technological possibilities and
their personal vision.
To conclude, yes, you should
watch this series. Take your
relaxed evening as couch potato
to watch some episodes about
the “The art of design” instead
of watching yet another simple
sitcom. Or demand others to
learn something about design.
Some episodes have a more
engineering focus they are nice
to propose for an intellectual
version of a night with
housemates from the TU/e.
Others are more art focussed
and would more appeal to Design
Academy students. There is
something in there for everyone.

Blockchain:

buzzword or design
opportunity?
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Some people have heard of the word, for other it just raises
question marks: blockchain. If we say ‘the technology behind
Bitcoin’, it might ring a bell, but that doesn’t really mean people
understand what it is or what the possibilities are. Since the
technology is quite complex too, we can wonder: is it a mere
buzzword, a techtrend, or actually a design opportunity? Can we
as designers understand what it does and create value with it? I
think we can, and in this article, I will try to explain to you how
blockchain works, what current applications are and how we as
designers might use it.
how does it work?
A blockchain is a decentralized
system. This means that it
consists out of several nodes
that all act autonomously
according to a set of rules, but
don’t have a big entity watching,
checking or controlling their
behaviour. They basically
check each other, making sure
everyone sticks to the rules
through a mechanism that you
can view as a kind of social
pressure.
In more technical terms, a
blockchain is a distributed
database - a database stored in
several connected computers
- that contains a continuously
growing list of blocks. Each
block is identified by an
encrypted id and contains a
timestamp, which is the time
at which the block was created
or last edited. Essentially, these
blocks save data of transactions
between computers. A chain of
these blocks is created because
each block contains a reference
to the identity and timestamp of
the block before it. [1]
Every time two members of
the network (two connected
computers) interact (in the
case of Bitcoin for example
that means transferring

money from one member to
another) this transaction is
announced to all nodes in the
network. The nodes then try
to verify if a transaction is
valid by performing several
mathematical equations.
The first one to verify the
transaction by solving the
problem, usually receives
some reward. [2] Once it is
then deemed valid, it is added
to the chain as a new block
of information that can’t be
changed. As this information
is stored in all members of the
network, everyone should agree
on the data in the blockchain.
While these concepts are
still quite hard to grasp, this
hopefully gives you an idea of
how the decentralized system
makes sure all the nodes stay
in line.

application stage
The blockchain technology was
invented for Bitcoin, but it’s
current applications can roughly
be divided into three domains
or stages: digital payments
(blockchain 1.0), contracts
(blockchain 2.0) and applications
beyond currency, economy and
markets (blockchain 3.0). [3] By
explaining these applications,

I hope to give you a general
feel of how blockchain can
become more than an abstract
computational concept.
The reason why it was initially
designed for digital payments,
is because it gets rid of the need
to trust any party involved
in a transaction. In regular
digital payments, a transaction
should be checked by a central
intermediary, which has to
be trusted. In blockchain,
transactions are verified
because nodes compete with
each other to be the first to
show it is valid. No one needs to
be trusted; they can all check
each other. Even though this
kind of system is slower than a
traditional one, it is much less
susceptible to fraud. [2]
If you generalize the system,
it doesn’t have to be for the
transfer of money only. It can
transfer many other assets,
which in this case can lead to
for example smart contracts.
The decentralized way of
performing transactions can
be used to register, confirm
and transfer all kinds of
contracts and properties, such
as marriage certificates, land
property, but also hotel rooms or
rental cars. Besides that, digital
identity can be confirmed by
securely saving passports and
driver’s licenses. [3] In general, it
simply assures that information
like this is safely secured and
transferred between people. A
more design related application
of this can be in the Internet
of Things, assuring a safe
communication and transfer of
data between different objects.
The last stage looks at the
system from an even higher
point of view, attempting to
see how blockchain might be
implemented in basically all
systems in our society that

have anything to do with
resource allocation or maybe
even all ways of organizing
human activity, to make
it more efficient and less
regulated and centralized.
[3] The decentralized system
ensures a kind of uncensored,
unbiased system of justice, in
which everyone and everything
controls each other.

the design possibilities
Since the opportunities seem to
be so wide and vast, someone
needs to think them through.
That is what the task of us
designers can be; looking at how
society would react to certain
high-level implementations
of the technology, and how to
design it in such a way that it
will be beneficial. Blockchain
technology allows people or
objects to interact with each
other without any centralized
authority mediating or
controlling that interaction.
That is a concept that is
interesting for systems design
in general, a topic that our
faculty aims to focus on, but
that can even be relevant to
social design. How do social
mechanisms change once we
remove the central authority?
Any time you are designing a
system, whether it is a digital
system or it contains humans
somewhere, blockchain is a way
to set up the architecture.
Since the technology is a very
abstract one that can be applied
to many contexts, maybe we
should not see it as a design
opportunity necessarily, but
more as a design challenge.
What kind of contexts can we
come up with that might use
blockchain to change the way
the system works? Give it a
thought, and maybe we will be
redesigning the future with this
technology.

[1] Christidis, K. & Devetsikiotis, M. Blockchains and Smart
Contracts for the Internet of Things
[2] Ammous, S. Blockchain Technology: What is it good for?
[3] Swan, M. Blockchain, blueprint for a new economy

WHAT’S IN YOUR

BOX?

While some would say less is more, this
definitely doesn’t fit the philosophy of the box
we found in the ‘marbles’ space. To be honest,
it didn’t even fit in one box. Senne Friederichs,
a first year master student, managed to get hold
of three boxes. “Maybe not a very social move”,
she laughs.
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the tinkering box
What immediately sticks out is
one box overflowing with tinkering
material. “This is the result of two
years of buying random stuff.”
“When I began my bachelor, I wanted
to have everything perfectly in my
head before I started making. I found
out that it doesn’t work for me to just
sit and think. I like to work hands
on so you can immediately see your
ideas, to translate something in your
head into something visual.”
“I use tinkering for project brainstorms
and it’s useful for co-creations as well.
It maybe looks stupid since it is just
some simple
material, but
actually
I
don’t really
care. It works
for me and
probably for
others
as
well.”

We found for instance a large testtube. “Someone thought it was a
glass dildo.” And a very big nail. “It
almost looks as if I was going to hang
someone but I actually needed a
magnetic core for electromagnets.”
“The well-known bag you make at
wearables” she says when picking up
the self-made bag which is made to
get to know the machines in the lab.
And a cat toy. “We were searching
for round shapes during my previous
project.”
is there something missing?
“I like to make quick prototypes. For
this project
I have made
a shapechanging
object to
visualize the
emotion of
music. The
more emotion
in the music,
the more open the shape becomes.”
“That’s what I would like to have
more in my box, these quick
lasercutted prototypes from the
start of a process. It’s nice to have
stuff like this that kind of works and
evolves during the project. It’s useful
to iterate with in other projects as
well.”

“every squad should
have such a box with
tinkering material”

		
the
research box
In another box a legit library is
growing. “These are all the papers
I used during my research project
so far at Seamless Interaction for
Everyday Life”, she explains. “And
I have a stack of Linda magazines,
which I use to make mood boards.”
And of course there are post-its. “I
use a lot of post-its to write down
my thoughts, real life-savers those
things.”
		
and
this is a...?
Then there is still lots of other stuff
hanging around in all those boxes.

And if it’s up to Senne, “every
squad should have such a box with
tinkering material. Then people
can just grab some stuff and start
making. I think secretly more people
would like to have this stuff.”

Humans of

Laplace
A collection of short stories
from interviews with students
walking around in LaPlace.

“

”

I can never fully love my future husband,
because 99% of my love is already used for
captain Jack Sparrow.

“

Ever since I was four, I have Arachnophobia. It
is different from just being afraid of spiders.
It’s a phobia, not a fear, those are two
different things. Fear is what your mind tells
you whereas phobia is more a subconscious
reaction, so your body reacts to it, not your
mind or thoughts. I am actually fascinated by
spiders. I like seeing spiders, but afterwards
my body reacts to it, so I become hyper or
something. I still have it, although I can
control it a little bit. Small spiders won’t
do me anything. If I see a spider, I look at it
until it’s far away, look how it moves. And
then afterwards I’ll just be super active so
you have to leave me alone. When you talk
to me at such a moment, I will sound really
frustrated. I have to go punch a punching
bag. But it doesn’t stop me from being
fascinated by spiders.

”

“

Any superpower? Initially I would say flying is
the best option, because flying is amazing you
know. Then I thought no, reading minds is
probably better, but that’s also a terrible idea
because if you can read everyone’s mind, you
would go crazy. So in the end, the best idea
I think is that when you snap your fingers,
you start tripping balls. I think that’s a good
superpower.

”
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“

I wrote letters to my grandfather to keep in
touch with him. I always forgot to post them
so I drew a little envelope on my hand to
remind myself of it. When he died, I decided
to tattoo it on my wrist.

”

“

I miss the food from my country.

“

My first childhood memory is celebrating
my birthday at the hospital. We celebrated
it there because my sister was born the day
before I turned two. I did not realise she was
a person, I just thought she was my gift.

”

“

”

”

The first memory I have is me driving a
go-cart in the street where we used to live. I
remember feeling very happy.

NÄPEN

19.94

mannequin

NÄPEN mannequin 19.94
Comes only in black.

SY IHOP
sewing
machine

336.78

Ikea names. We’ve all seen them,
we’ve all gloriously tried to
mispronounce them, but how are
those Swedish designs actually
named? The founder of Ikea,
Ingvar Kamprad, struggled with
remembering product codes.
Together with his sister, he came
up with a naming strategy to make
it easier to link a name to the
actual item. From boxes and bowls
to sofas and tables, every category
has its own set of names. In kitchen
accessories for example you find
descriptive words or product uses,
but all garden furniture is named
after Scandinavian islands.
What would happen if we were to
look at one of Laplace’s often used
spaces, the wearables lab, using
these categories? Is a set of rules all
that’s needed to make something
feel somewhat Ikea-ish?

01 SY

sewing
thighs
02

SY sewing machine 336.78

Sometimes, however, putting something together
requires a bit more than just a few knots. Nothing
to worry about, with a bit of time and your helpful
guidance, this machine will put it together.

1.54

01 SY sewing thighs lila 100 % Nylon
02 SY sewing thighs red 20% Nylon /
80 % Wool

Wherever there’s fabric, needles and scissors,
there has to be something to tie it all back
together.
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W

hen walking through
the Laplace building,
there are quite a few
labs, all with their own purpose.
Perhaps one of the most used
spaces is filled with fabrics,
yarn, a 3D printer, showcases of
work, sewing machines, a heat
press, you name it. Whether
you consider the combination
of all those things in one place
to be overwhelming or chaotic,
once you know your way around
the wearables lab it is definitely
worth it.

SY KELDA

Sewing machine

1.749.

53

SY KELDA sewing machine 1749.53

TILLVERKARE
3d printer

2.294.

99

SY BRODERA
embrodery
machine

5.699.

23

TILLVERKARE 3D printer 2294.99

most of the times, this machine is working on creating yet another
intriguing prototype. Most of the times, its exact results remain a
mystery to all but the creator.

Cover Emma Disbergen Media Jeroen Cox Layout Rick van Wijk & Loek Hendriks & Joch Jansz Special Credit Sloppop www.sloppop.nl

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.

