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editorial

So, what’s new?
New year, new students, new
projects and new UNiD editions.
And with these new editions
comes a new editor, me. I joined
the UNiD media team in my first
year, and for my third UNiD year
I will this year take on the role
of editor. As editor I hope to be
able to continue the great work
that has been done before. The
UNiD is a great magazine that has
been worked on and organized
by people who were very good
in doing so. This means that for
me there is no reason to bring on
any big changes, only to follow
the footsteps of the prior chiefs.
The UNiD is doing very well, and
throughout the years we have
grown to be a proud and good
looking magazine. The prior chiefs
have created such a stable base in
terms of the UNiD concept that
can be built on for a long time
and I feel proud to represent the

UNiD. I know that, together with
the wonderful committee, we will
let the UNiD blossom just like it has
done in the previous years, creating
wonderful and interesting articles.
The feeling of having to change
things up, as I had a little when
starting as editor of the UNiD,
is I think a common feeling at
Industrial Design. Within this
faculty I feel there is a great
drive to always create unique
concepts that stand out like no
other. However, maybe this is
not always necessary. Thinking
out of the box is of course a great
way to boost your creativity, and
there are definitely very cool out
of the box projects. Even though
it is awesome to come up with a
completely new concept, creating
a meaningful one is just as
rewarding and nonetheless very
important. Creativity and genius
can lie in combining or rethinking

“Creating an out-of-the-box concept
should not be the main focus,
creating a good one should.”
concepts that already exist, and
creating something that just makes
sense. We as industrial designers
are able to create meaningful
products, and we focus on topics
such as usability or user experience
while working on and with new
technologies. This is what makes
us and our products valuable and
unique. To be a unique designer
your concept does not necessarily
have to be out of the box, and
creating an out of the box concept
should not be the main focus,
creating a good one should.
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We sat down and talked technology, discussed design and
shared stories with Nadine Sterk of AtelierNL. AtelierNL is
an Eindhoven-based design studio lead by Nadine Sterk and
Lonny van Ryswyck, both graduates of the Design Academy.

As an ambassador for the Dutch
Design Week, having a strong
vision on design is probably
very important. How would you
describe your vision and what
you want to reach with it?
I think it’s our responsibility
as designer to make the world
better on a certain level. It’s
about consciously wanting to
communicate something in
your own way. There’s also a
social aspect to it. Different target
groups should all be able to be
involved with a design, a design
should be approachable. Most
important in this is involving
non-designers in design.
Being able to involve nondesigners also enables you to let
people look at their environment
in a different way. While not
having a background in design,
a lot of these people are actually
potential local experts. By
constantly involving people and
finding new local experts, we can
make a connection between local
experts and science.

4

What we do is perhaps more
designing stories and giving
those stories a shape, instead of
designing a finished product.

With a vision that links back
to the earth and its history so
much, we can’t help but wonder
how a view like this relates
to the design of technological
innovations. Do you feel like
your vision would still be
applicable in those situations?
There’s nothing wrong with all
the technological developments
going on, it’s very interesting. It
is, however, important to keep
asking questions. Why is this
interesting? What does it do
to people, what does it mean?
Another important factor is
the feedback to humanity. You
should always watch your
environment critically and if
something doesn’t seem to make
sense, ask yourself: “Why on
earth are we still doing this?” It
is a way of looking at all kind of
processes, technological or not.
It’s also about analysing certain
situations.
During the Dutch Design Week,
your work received a design
research award. Design research
reminds of perhaps more exact,
scientific projects. How does that
relate to your work?
We don’t necessarily work

i n s i d e at e l i e r n l
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“Design is more than creating an
aesthetically pleasing product.”

according to scientific methods,
but we do try to collaborate
with scientists whenever this is
possible. At the start it was quite
difficult to get into contact with
academics. They had to start
realising design is more than
creating an aesthetically pleasing
product. As our projects went
on, researchers started seeing the

point of it as well. Our accessible
approach to topics that fascinate
scientists as well made them see
our work as a way of reaching
a much wider audience. It is
mostly a visualisation of scientific
work, that would otherwise just
be a published paper and would
never reach someone who isn’t
extremely involved in the topic. It
also provides us with opportunities
- when for example chemists or
geologists visit our exhibition, they
can analyse our work and add
knowledge too.
It might seem that your work
balances a bit on the border of art
and design, which is always an
interesting topic of discussion.
Why would (or why wouldn’t) you
consider what you make design?
The products we make might fall
in the category of art, but I would
still consider myself more of a
product designer than of an artist.
The main difference I think is the
way you handle the designing
process. Despite considering
myself a product designer rather
than an artist, I think the story is
too important to just be a product
designer.
When looking at what to call art
and what to call design, I consider
design the sellable, usable products
instead of the museum pieces I
consider art. In our products, this
means having a translation of a
story in the shape of a sellable
product.

A lot of projects at our study,
while not having storytelling
as main topic, do revolve
around storytelling. Do you see
storytelling as a pivotal aspect of
design?
Of course there is no need to have
a story behind every product out
there, but I really appreciate seeing
designs with a story woven into
it in some kind of way. It goes
further than designing the perfect
product. Having a design with
a story behind it can also lead to
more attention for objects and the
environment. This way of thinking
however didn’t originate from
a principle of sustainability, but
from a personal fascination.
Lastly, if you would give one piece
of advice to design students, what
would it be?
Try to define your own role to
play as a designer in this world.
Find out who you are and strive
towards that - you don’t want to
be working towards something
that doesn’t fit you and won’t
make you happy in the end. It is
also, independent of the area you
work on, helpful to constantly
keep reflecting on the real world.
It’s easy to get absorbed by your
own vision, but by reflecting and
involving people you can keep
a clear sight on what you are
actually doing - don’t get stuck in
your bubble.

Next to spending the past edition
of the Dutch Design Week as
ambassadors, Nadine Sterk and
Lonny van Ryswyck also won the
Dutch Design Award on the topic
of Design Research.
7
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DESIGN IN
In 2002 I moved from nyc to
Florence for a yearlong study
abroad. I stayed there until I
moved to Eindhoven in 2014.
Florence has been a design
capital since the Renaissance.
The design, art and culture of
Florence is constructed with
companies, cottage industries,
artists & artisans that all share
a vision of craft. The history
of the Renaissance survives
today as Tuscany develops
new technologies such as new
ways of making fibers, yarns,
cloth and clothes. Like ddw, the
Pitti fashion fairs in
yarn, children’s and
men’s fashion provide
moments of great
fanfare throughout
Florence. Pitti is not
as known as New

York, Milan, and Paris Fashion
Week, but Pitti is about fashion
for fashion designers. Florence
serves as the heart of Tuscan
fashion, art, design, robotics and
pharmaceuticals. My experience
started as a Fashion Designer for
Mauro Taliani, who was the head
designer of Hugo Boss, Calvin
Klein, and Jean Paul Gaultier
Jeans. Florence serves as the heart
of Tuscan fashion, art, design,
robotics and pharmaceuticals. In
a style typical of the area, I opened
my own studio to create fashion
projects for Calvin Klein, Panerai,

Nolita and Dan Ward. It may
seem strange to switch between
clients, but design is often done
with studios over a three year
cycle to keep collections fresh and
interesting. Key to Florence is a
material understanding. Hours
are spent visiting suppliers and
creating perfect materials. To make
a leather hand bag you would not
only visit the tannery where the
leather is made, but also see the
farm where the cattle is raised.
What did the earth smell like?
Then to tan the leather, you go to
understand the tannins that come

“Florence serves as the heart of Tuscan fashion,
art, design, robotics and pharmaceuticals.”
from chestnuts neat Sienna.This
means a visit to Siena in the fall to
understand the color of chestnut
that year. Where is the water from
and how it treated afterwards? The
process is long and odorous, but
to be a designer in Tuscany is to
understand the whole process.

8

Finally, the key to understanding
anything in Italy, but especially
design, is dinner. No idea is valid
until you’ve had a conversation
about it at dinner. There is a
common phrase ‘c’e avete cenato
sopra’ that literally means ‘did you
talk about it at dinner?’ Dinners
in Italy serve as a sounding place
of ideas in a room full of experts.
It is done in a social context that
connects you to the others in your
field in amazing ways.
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Would you like to design printers?
Most people within our department
would probably answer no to this
question. Printers are boring, right?

That is exactly what Joey van Dun
thought as well, before he first
read the vacancy for Interaction
Designer at Océ. Since he has been
working there for five years now
and isn’t planning on leaving,
we imagined that printers might
actually be much more exciting
than you think. I interviewed him
to find out what exactly makes it
a perfect fit for Industrial Design
students.

interested in complex problems.
As Joey explained: “Something
that I did not realize much at the
time, but that I learned while
working here, is that it is actually
very interesting to make devices
like production printers. Your user
generally is poorly educated and
uses your product for forty hours a
week, instead of occasionally. That
means that even though their education wasn’t extensive, you can
still teach them complex use. The
interaction design, or smart design
of a use concept greatly contributes
to this.”

Ending up with Printers
“When I was at the beginning of
my M2.2 semester, graduation
came closer, so I had to start
thinking about what I wanted to
do after that,” Joey explained when
I asked how he came to work at
Océ. “At some point, my coach sent
me the vacancy for Interaction
Designer at Océ, and I thought, no,
I don’t want to work there, because
printers are boring.” However,
when he started reading through
the description of the function,
it appeared to him that it could
actually be exactly what he was
looking for. Océ, a large hightech company, was looking for
someone who could find their own
way through the design process
instead of following set protocols
and procedures. According to Joey,
this is “of course exactly what
you want as an ID student”. Also,
they wanted a designer who was

The Role of the Interaction
Designer
After a quite extensive procedure
of interviews and assessments,
which is quite usual for such a
large company with a separate
HR department, Joey got the job
right after his graduation. So what
exactly do you do as an Interaction Designer at Océ? According to
Joey, it depends on your interests:
“Within this company, you can
do interaction design in different
ways, and there are two types of
designers that you could give this
name. One of them is called Interaction Designer, the other one is
Visual UX. The latter, which is not
what I do, works on the interaction
mechanisms, think of how buttons
work, and the visual, graphical
aspect. The Interaction Designers
typically do more work on use concepts. That can be in the late phase
of a project, when the ideas are
11
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already there, and you coordinate how that will
be engineered. It means working out the concepts
to make sure they end up in the final product.
It can, however, also be in the early phase of a
project, during which the concepts are developed.
It means translating vision into concepts. While I
have done both of these, the early phase is where
my heart lies.”

12

Giant Projects, Small Steps
“What the process of such a project looks like,
differs greatly. You have to know that the
projects are usually done with a project team
of 150 people, and it lasts many years. It might
take between three to six years before a product
is brought to the market. However, in the early
phase, we usually start the project with a small
team of three to ten people. Usually this small
team consists of a project leader, some technical
architects, people from business and marketing
and me, to look at the user. We then for example
start by visiting (potential) clients, to get a view
on what they want, but also to step into the shoes
of the user. I try to join a printer operator for a
day, carry paper like he does, to truly understand
his perspective. Next to that, there are some technological developments that you need to analyze,
to see what they mean for the next generation of
products or for something completely new. Eventually, we try to summarize all these findings by
visualizing them in a vision for new use concepts.
The technical people that I work with are typically not visualizers by nature, so my contribution is
to make the ideas tangible. This also means that
I have quite some influence on the final ideas;
whatever you draw will be discussed. As an
Interaction Designer you are not the person who
makes the decisions, but you are close enough to
the people who do, meaning that you do really
have a big influence.”

“It is
actually very
interesting
to make
devices like
production
printers. Your
user generally
is poorly
educated and
uses your
product for
forty hours
a week,
instead of
occasionally.”

M
“As an Interaction Designer
you are not the person who
makes the decisions, but
you are close enough to the
people who do, meaning
that you do really have a big
influence.”

jo e y v an d u n

Placing Paper
While I started to understand why
this job is more interesting than we
might think, I still found it hard
to imagine what kind of concepts
would come out of this process.
Joey showed me an example of
an older concept, that has already
been implemented in the current
printers. One of the problems that
many people encounter when
printing on paper that already
has some template printed on
it beforehand, is that it is quite
hard to determine how the paper
should be placed in the printer.
The concept Océ came up with to
solve this is called Paper Logic. This
means that in all their printers, if
you put the paper in the machine
in a certain way, that is also how
it will be printed on and how it
will come out. As Joey said: “This
sounds so simple, in terms of use
it is a real no-brainer, but it has
many consequences for the tech-

K

nical architecture of the machine;
for example how often paper needs
to be turned. So you need to work
closely together with the technical people. You need to be able to
understand the problems they see,
and make them see the advantages
of new concepts.”
To make projects like these a success, according to Joey, you really
need to be a ‘spider in the web’,
daring to make, build, draw, visualize and express your opinion.
Doing iterations and understanding the language of the technical people, but also conducting
qualitative user tests, to see if new
use concepts truly work. During
the interview, I got the feeling that
Industrial Design is the perfect
preparation for Joey’s job, and the
other way around, Océ seems like
the perfect place to use all our ID
skills. I guess designing production
printers is quite exciting after all!

13
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an interNship at raft
As much as we may love what we do at ID, many students feel a
desire to ‘pop the bubble’ and explore the world of companies,
clients, and corporate culture: many of us become interns! Amongst
these students is Derek van der Ploeg, the first ever intern of RAFT,
a relatively small and young digital design consultancy. Do not let
its size fool you though: our own ID-intern aside, this is a company
with senior designers picked from Frog, Intel, Microsoft, and Philips.

We asked Derek what happens when suddenly the
emphasis is no longer on process, reflection, and
growth, but on client requirements, deliverables and
strict deadlines: What happens when money is to be
made?
“I wanted to intern at a place where they would make
something that would actually end up out there,”
Derek begins. “The digital products Raft develops for
its clients can be seen back on the streets, or at least
that’s the goal of a consultancy.”
“When you are working in a consultancy, you notice
how much of a playground the university can be”,
Derek explains. “Everybody just lets you do your thing
at your own pace and you choose what’s important to
you. At Raft, people have budgets, requirements, and
deadlines, people tell you what to do, and people thus
have certain expectations, also of the intern.”
“Sometimes it’s this screen with these dimensions
by this time,” he continues. “I feel like an employee,
but that’s great because the more people count
on me, the more I get done! Besides, working with
set requirements can actually be rather liberating.
Ironically, it gives you the freedom to properly focus
on other things such as the details of the digital
interaction.”

“Another thing I noticed here is that projects move
faster,” he mentions. “At ID we can easily spend
four weeks just on thinking of a concept. We tend to
overthink: but what if this? But what if that? But what
if… - Sorry, but that’s overkill’’. Don’t overthink, but
go make, go test, and go find out! That’s something I
am learning here: continuously making that next step
that comes after the concept.”
Derek elaborates: “I think part of the reason that
Raft does not get stuck with concepts alone, is that
they can make concessions on what already exists
and what already works just fine. So what you made
another app? People like apps, people understand
apps. Great if your tangible and haptic interface feels
‘rich’, but are people really going to pay extra for this?
At the end of the day, it’s about making an impact by
making sure your product ends up in the hand of the
user.”
So what is the main lesson you can learn from Raft?
Don’t reinvent the wheel? Learn to love digital
applications? Don’t overthink? Fixed requirements
can be your friends? Don’t dodge deadlines? They all
have their merit in their own context, but I think the
main insight here is equally valuable for industry and
ID student alike: If you want your product to make it
out there, you first must actually make the product.

15
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here & now

YOUNG ART

The melodic sounds of timely
tapping on a touch-guitar echo
around the room, while an
impromptu dance act breaks
into the scene. A few friends
gather around to admire each
other’s temporary tattoos, while
sipping on a nice chilled beer.
Over in the next room soft, subtle
poetry floats in the air only to be
abruptly deposed by hypnotizing
bass, looping guitar effects and
electronic drums. The aromas
of a scent composition, inspired
by the artworks of the museum,
waft through the building.
Youth abstract over spectacular
fashion prints and get lost in
some stunning photography.
An overall mighty clash of the
senses in the arena that is the
Van Abbe. This is Young Art
Night.
Young Art Night, organized by
the Young Art Crowd of the Van
Abbe Museum in Eindhoven, is
an annual event that celebrates
design, art, music and culture.
It is aimed at young artists and
designers, but is open to anyone
interested in art, music and just
having a good time; including
the visually and auditory
impaired.
”The event is all-inclusive: the
deaf, hard of hearing, blind
and visually impaired are all
welcome. Especially aimed at
them, but also applicable for
others, there are tours during the
night that will focus on touching
and that will sharpen your
senses. In addition, there will
be sign language interpreters
joining in on several activities
and the music programme
will be accompanied by music
interpreters.”

“A fun and interesting
way to experience a
museum differently.”
“We open up the museum during
night time; to give you a nice
dose of young, aspiring artists
who will show their work in
the museum, music, workshops,
performances and other cool
things in the museum. Every
time a new Young Art Night
approaches, we put in all our
creativity, hoping the visitors
will like it and visit again”, says
Manon Vosters, a coordinator for
the Young Art Crowd.
The Young Art Crowd organizes
activities and programs, and
work on refreshing ideas that are
in line with Van Abbe’s vision
and have gained more and more
freedom over the years – catering
to the future visitors of the
museum. “Usually, visits to the
museum are quite stiff in nature.
This is a fun and interesting
way to experience a museum
differently. I definitely think a
night as the Young Art Night
can be a positive influence for
young people in Eindhoven:
an evening where one can get
a more cultural experience in a
low-key way”, says Manon.

edition of the Young Art Night.
“The combination of the event,
the people and the vibe for
me personally meant a lot of
inspiration, and it was a really
good event for developing my
Professional Identity & Vision.”
When asked what her most
memorable exhibit was she said:
“During yan #7, they opened
“Yellow Interior in 11.620 Parts”
by Marie Lexmond. The subject
of trauma that was translated
into this environmental art
piece, I found both astonishing
and overwhelming. The
experience of the changing
environment addresses the
right vibe for these subjects in
a confronting way. The familiar
yellow cleaning towels both
soften and evoke confrontation.”
“Young Art Night gives a stage
to emerging, young artists who
will show their work in the
museum”, says Manon. “It’s
really special for young artists to
see their work between the big
names that are in the collection
of the Van Abbe Museum.”

So what does this event bring
to us budding designers? “Well,
it is a valuable chance to meet
people who have similar
interests and to have good
conversations”, says Rosalie
Oomen, a final year bachelor
student who attended the 7th
17
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history of design

RULES OF
ABSTRACTION

HOW A STYLE BECAME DE STIJL

“Right… this was awful,
let’s try something new!”
De Stijl – which is Dutch for
‘’the style’’ – could be seen as the
Netherlands’ most important
contribution to modern art
and design. Never before did
artists create work that was this
abstract, yet with clear vision,
rules, harmony and guidelines,
almost to an obsessive level. The
works of De Stijl masters such
as Rietveld and Mondrian with
their iconic primary colours, their
horizontal and vertical lines, their
asymmetric yet perfectly balanced
compositions are instantly
recognizable today, not just as a
style, as De Stijl!
But although we all know a
painting of Mondrian, or Rietveld’s
famous red and blue chair – or at
least we know we should – we
don’t always fully understand
the work. Especially Mondrian’s
compositions of red, yellow and
blue could perhaps look a little bit
‘reproducible’. I mean, it takes less
than a minute to recreate these
compositions with the bucket tool

in Microsoft paint – yes I tried!
Even better: our faculty’s own
Loe Feijs created an algorithm
that can automatically generate
the most complicated Mondrian
Masterpiece in under a second.
So what exactly is the genius
behind yet another combination
of a few brightly coloured abstract
rectangles? What is the genius of
De Stijl?
I think that in order to understand
De Stijl, it is important to review
it in its own historical context: a
Zeitgeist with a global trauma from
WW1. It was then that artists like
Picasso and Mondrian began to
experiment with distorting and
abstracting reality. After all, it was
this ‘reality’ that had led to war
and destruction on a scale never
thought possible. As a response,
the avant-garde of the time used
art as a way to rethink and reshape
reality all together in a more
‘universal’ and ‘objective’ matter.
In other words: this was the time
when artists looked at the world
and wondered ‘right… this was
awful, let’s try something new!’
You can clearly see this reshaping
and rethinking in Mondrian’s early
works on trees. His first painting
of a tree pretty much looks like
a tree, but he iteratively made it
more abstract, eventually ending
up with a sort of mathematical

19
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“Having too many cooks in the kitchen
does not always lead to a perfect meal.”
extraction of a tree that looks more
like the structured rectangles that
we are used to seeing from him. As
if it were a creative programming
elective, he managed to turn
the complexity of reality into an
abstracted and aesthetic style
with a clear and visual structure.
In a way, Mondrian created an
idealized and universal harmony,
bringing about a new manifesto for
how society should be reshaped.

20

Shortly after Mondrian found his
style, other artists, designers and
architects joined the manifesto,
and founded De Stijl movement in
1917. This did not just bring more
variety to the work, it literally
added an entirely new dimension:
space. The famous house and chair
of Gerrit Rietveld for example, are
almost like three-dimensional
Mondrian paintings and
beautifully play with continuing
straight lines to create a feeling
of endlessness. With the addition
of these new members, De Stijl
movement rapidly gained global
recognition in art, design, and

architecture, becoming one of the
major influences of the modern era.
Still, collective manifesto or not,
having too many cooks in the
kitchen does not always lead to
a perfectly coherent meal. Let
alone cooks with an obsession
with perpendicular straight
lines, a fixed colour pallet,
and a mathematically perfect
composition.
To illustrate the point: We have
De Stijl co-founder Van der Leck,
who initially did not even sign
the manifesto, and left the group
within a year due to artistic
differences. We also have De Stijl
co-founder Rietveld, who’s red
and blue chair – often used as
the icon of De Stijl – was never
planned to be red and blue in
the first place. His fellow De Stijl
members had to convince him to
paint his beech wood chair with
the appropriate colour pallet.
And then finally we have De Stijl
co-founders Van Doesburg and
Mondrian, who heavily debated if

they could also use diagonal lines,
apart from horizontal and vertical
ones. Mondrian did not just firmly
reject Doesburg’s diagonals, it
lead him to leave the movement
all together. What makes this
even more typical, is the fact
that Mondrian often worked
on diamond-shaped canvasses,
which if you would turn them 45
degrees, would technically change
all his horizontals and verticals to
diagonals anyway.
Although De Stijl movement
might not have been particularly
structured and harmonious itself,
the work is brilliant in bringing
order and structure to our messy
realities. Sure, you could probably
use the paint-bucket tool to
recreate this structure yourself.
And yes, some can even code
algorithms that automatically
creates these structures for you. But
the fact that we did, the fact that
this style is still worth recreating
precisely a decade later, makes De
Stijl worthy of its name.
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student project

USI

While most of you
might be familiar with
the term PhD,
a PDEng is quite
unknown.

After ID
After my Industrial Design studies, I
started my first job as a UX designer in a
start-up. I didn’t see myself as user experience designer at first but did recognize
myself in the role description. The term
Industrial Design can be misleading in
what we’re educated to do.
In the company, I ended up doing more
technical tasks such as front-end development rather than UX design. Since it was
my first job, I didn’t really know what I
had to offer and experienced difficulties
in communicating this and collaborating
with people from different disciplines
who spoke a different ‘language’ than I
did.
PDEng
Eventually, this was my motivation to
leave the start-up and to start the PDEng
User System Interaction (USI) where
you’re educated as UX designer and
researcher.
USI is basically a traineeship in which
you do design cases for companies (the
industry) together with following training on different topics of User Experience.
For instance, we had a module about
evaluating mobile applications which we
applied in the design case for Marktplaats.

banaz
palani
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PDEng stands for ‘professional doctorate in engineering’ which focuses on
the direct needs of the industry. So now
we’ve got that out of the way, let’s take a
look at the experiences of Banaz Palani.
She is part of the PDEng ‘User System
Interaction’ and gained experience with
UX design in companies.

UX Design in Companies
In companies, you often see that business
owns most of the decisions and the
programmers try to deliver the functionalities for the business’ needs. It is the role
of the designer to be the voice of the user

“It is the role of the designer
to be the voice of the user and
challenge the requirements of
the business.”
and challenge the requirements
of the business. This means that
sometimes you have to fight for
UX. USI took a huge part in learning how to convince others on the
decisions that you make.
A Beginning and an End
Part of the USI program is a ninemonth industrial assignment
which you do in a company. Currently, I work as a UX consultant at

Capgemini and have an assignment at Johnson & Johnson as a
UX lead. I experience that I know
better what I want and am more
confident. It was my dream to lead
a team which I am now able to do
in this senior role. After this last
USI assignment, I can continue
this job here. It happens a lot that
USI students start at a company
this way.

The most valuable thing I have
learned at USI is communicating.
In USI you work in a diverse group
of students with different study/
work backgrounds and cultures.
You’re always involved with people. Sometimes it’s the user, sometimes your colleagues. Being good
at your profession is one thing,
being able to communicate about
it can take it to the next level.
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Prof. Dr. Ir. Caroline Hummels
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leisure interview

NATURE
BEST

with Ingrid de Pauw

Imagine a kid’s toy. It consists
completely of biodegradable
materials and is created using
renewable energy. The toy is only
available occasionally and even
though it is a throwaway item,
it manages to have a positive
impact on the environment. I am
talking about nothing more than
a withered dandelion (blowball).
This is the perfect example of
what products should be like,
according to designer Ingrid de
Pauw. An everyday product, with
no negative, but a positive impact
on nature. “With my designs, I
want to improve the quality of our
environment.”

degree at tu Delft in 2015.
Her research mainly focussed
on how bio-inspired strategies
can help designers to create
sustainable products. As for now,
she combines her work at ideal&co
with lecturing at tu Delft and the
University of Utrecht. She prepares
students for a shift towards
designing sustainably. “I see a
change in the role of designers
from designing only the products,
to also designing a sustainable
system around these products.”
Biomimicry is one of these
bio-inspired strategies, recently
named as one of the top 5 trends
for innovation
according
to Fortune
Magazine. The
term was first
mentioned by
Janine Benyus,
who defined
it as learning
from, and
then emulating nature’s forms,
processes, and ecosystems to create
more sustainable designs.
Advocates of biomimicry see
nature as a catalogue, you could
say, which holds efficient technical
concepts that have proven to
survive the test of time for over
3.8 billion years. The most wellknown examples focus on the
material and shape of products.
George de Mestral invented
Velcro tape in 1955, which was
based on the adhesive qualities
of the burdock plant. A more
recent example shows how wind
turbine blades could be optimised
by adding tubercles on the edge,
based on the shape of humpback
whale flippers.
The whale uses this unique shape
to make better turns in the water.
Biomimicry thus uses natural
designs as its example.

KNOWS
How can designers achieve the
perfect product? Over a cup of
coffee, Ingrid explained how she
uses bio-inspired design strategies
to get closer and closer to this
utopia of production.
A Nature-based Design
As a design student at tu Delft,
Ingrid discovered quickly that
she didn’t want to participate in
the creation of products that are
doomed to be wasted. By that, she
means product development for
fast and cheap mass production.
After graduating, this led her to
founding ideal&co. This company
specialises in sustainable design
solutions. “I thought, this problem
is actually a great design challenge
and a way for a designer to
contribute something.” Next to
her company, she also took the
opportunity to dive deeper into
the matter by obtaining a PhD
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Steps to Sustainability
Using a biomimicry approach
doesn’t imply that a design solution
is sustainable, “you could just as
well design a very aerodynamic
bomb using examples based on
nature’s principles”, Ingrid says.
However, when Ingrid uses
biomimicry, it is not about mass
destruction. Her aim in design is
clearly sustainability.
Practical tools that assist designers
in using biomimicry are quite new
and still need development. “At
ideal&co we are also still figuring
out how to make best use of it.”
An example future concept that
they created to explore this is the
´Eco-positive lodge’, a recreational
concept that does not harm, but
instead enhances the quality
of the nature around the lodge.
“We carefully analyse the specific
location of our client, and –
together with a team including
architects ánd ecologists- develop
a solution in which the lodge and
its users are part of the ecosystem;
interacting and contributing to its
biodiversity.”
Looking at biomimicry from a
strategic perspective, a good and
useful example that Ingrid created
with her company is ‘the circular
pathfinder’: a free online tool that
helps you find out which circular
design strategy is best applied for a

specific product you want to design.
Interactive products are not
the speciality of the company.
“Biomimicry specifically addresses
the use of feedback loops as an
effective principle to realise
sustainable behaviour. The value of
interaction design, I believe, comes
forward when designing attractive
feedback loops to stimulate such
behaviour. The ‘Power Aware
Cord’, that visualises the amount of
power that is drawn from a power
socket through light, is a nice
example of integrating feedback.
I would be very interested to see
what we can learn from the many
feedback systems in nature.”
How do you translate your designquestion into a biological one?
“First you need to consider what
the actual function is that you
want to get from nature”, Ingrid
explains. She sums up a few helpful
steps. “Radiators, for instance, don’t
exist in nature, so you’ll have to
formulate your question in a more
general way: How does nature
raise the temperature in a closed
space?” After that, you try to find
organisms that have the abilities
you’re looking for. There are some
online tools that can help you
with that question. For example,
Encyclopaedia of Life (eol) and
AskNature, a database of biological

intelligence organised by design
and engineering functions. Since
no biologist has all the knowledge
about every organism, it is great to
use tools like these to find out what
expert you can contact to really
get the specific details for your
innovative design.
According to Ingrid, it is a smart
step to invest time as a designer
to learn to use biomimicry and
other bio-inspired strategies for
creating a better future for all of
us. Nevertheless, she remains
sceptical about the capability of
mankind to quickly transition
towards such a future: “Although
sustainable business is gaining
more and more importance, I
believe the Action store recently
became the most popular shop for
the third year in a row. Apparently,
we love buying cheap rubbish”.
That sounds negative, but the
field is also relatively young. “I
remember participating in the
first biomimicry course ever given
in the Netherlands in 2010.” So,
even though we are not yet able
to create toys as perfect as a simple
dandelion, Ingrid believes that
biomimicry can be a powerful
design strategy to move us in the
right direction.

“ T h e v a l ue o f in t e r a c t io n d e sig n ,
I b e l i e v e , c o m e s f o r w a r d wh e n
d e s i g n i n g a t tr a c tiv e f e e d b a ck
l o o p s t o s tim u la t e s u s ta i n a b le
b e h a v i o u r. ”
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student culture

You might have seen the blue
and yellow caravan with a
mermaid around: it belongs to
Nayade, the TU/e swimming
association. It is a true sports
association: they have trainers
who prepare students to go
to competitions. However, for
them, being a sportsperson also
means knowing how to relax.
That’s why they organize many
leisure activities to bond and
have fun.

Nayade offers two activities:
Swimming and Waterpolo.
Originally, it was founded as a
swimming association, but later
on they switched to waterpolo. At
the end, they offer both activities.
Trainings are twice a week and
focused on working towards
competitions.

There are five swimming
competitions each year, always
in Netherlands. Every other
year, Nayade organizes one in
Eindhoven. This year is in April.
The waterpolo teams play a game
almost every weekend!

n
a
Hosted by the citie’s association in
their own house: sometimes this
means that they sleep 10 people in
the same room. Very cozy!

y
d

a
Nayade is one of the biggest
student associations, so they have
a fancy house in the heart of
Eindhoven. Great staircases, big
rooms and a smelly ambient that
reminds of the great times.

e
Paint the bikes yellow. Drink
yellow water. Jump in the lake to
get clean. Go to the house to have
some beer, pop quizzes and party!

Every Wednesday, the members
go to the Sports Centre Canteen to
have some drinks together. Some
of them even have some KFC
chicken, not without feeling guilty
about it (sports people...).
31
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“You start with a white page, and it is up
to you to decide what to draw on it.”

student Kristaps Politis shared
some interesting insights into
what goes on behind the doors
of de Witte Dame (the White
Lady building). One of the things
mentioned captures, in my
opinion, the essence of studying
at the Design Academy: “you start
with a white page, and it is up to
you to decide what to draw on it.”
da

Eindhoven - the design capital of
the Netherlands. Before starting
my studies here, I had never
looked at it like that. I had also
never visited the Dutch Design
Week, nor was its existence even
known to me. Flashforward to the
ddw 2017 and I find myself looking
at the exhibitions of the Design
Academy.
Of course it makes perfect sense
for a place like the da to be located
here. It also makes perfect sense
to offer a program in Industrial
Design at the tu. Students
from both places are generally
considered to be designers. So
where does the difference come in?
What makes the Design Academy
the Design Academy, and makes
us us? Luckily, the Dutch Design
Week also provided plenty of
opportunities to get a grip on this
question.

Where our first year provides a
base of university-wide knowledge
with the Bachelor College courses,
a first year at the Design Academy
means trying out everything and
exploring. After that, the study
splits up in various departments
with their own focus. While
providing a main focus, these
departments don’t constrain
students in what they want to do.
This sounds like it could get quite
chaotic, which I am affirmed

it does. So, with freedom to
explore and a limited amount
of constraints, what is actually
being taught? The answer to that
is perhaps the most logical and
obvious: the design process. How to
see the overall process, and how to
control it.
Yet still, no matter how familiar
that sounds, looking at the
exhibitions of the Design Academy
makes it feel a lot further away.
When walking around at one of
our demo days, I feel like I am
actually walking around and
understand what’s going on.
At the Design Academy, it feels
a bit more like floating around
between projects, trying to grasp
their meaning. And perhaps that is
exactly the case. We all learn how
to design, but what design looks
like is not defined by rules.
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look what we found

Droog in
Retrospective
t
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INTERESTING DISCUSSION OR USEFUL INNOVATION?

The 90’s were the time of the
very luxurious Italian design:
fancy, beautiful materials and
high style. In that context, a
Dutch design movement was
born. It’s a rebellion against
functional and beautiful design:
they propose design as a
method to raise questions.
Gijs Bakker and Renny Ramakers are the brain
of Droog: they think of a project and directly
contact a specific designer. What makes Droog
such a rich movement is the ever-changing
network of collaborators that work behind it.
At the beginning, Droog provided a platform
to make young Dutch designers’ ideas come
true by liberating them from the industry.
Nowadays, Droog collaborates with designers
from all around the globe. However, they
still have a lot of ties with Dutch design, even
though young designers have quite a different
perspective than the one young designers
had in the 90’s: they expect design to address
reality and conceptual design is scratched out
as unreal. The intellectual approach seems to
be fading away. Nevertheless, that doesn’t stop
the Droog movement to continue embracing
new projects: they have a design-studio and a
store in Amsterdam.
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At the end, it’s a design movement that is still
alive, which makes it difficult to categorize:
they’re still creating and evolving. What I can
say is that their trademark is to recreate and
reinvent known products in order to convey a
story. You can see something familiar in their
designs that, in the end, is not that familiar.
This means that they touch upon topics such
as sustainability, DIY and sociopolitical commentary. This article is a catalogue of the most
relevant designs for each of the “Droog topics”.

ReUSE

“Chest of Drawers”
ATELIER REMY, 1991
20 old drawers. The designer provided a new wooden
casing for each one and a jute belt to tie them loosely
together. This piece not only “criticizes the excess and
the consumer mania that pervades the world” but is
also a “protest against the increasing complexity of the
design profession.”

Re-

Co-

Create

UNITE

“Knotted Chair”
MARCEL WANDERS, 1993
Knotted Chair, a macramé variation on the campaign
chair. It’s part of the project Dry Tech, which consisted
in pairing high tech materials with ‘low tech’ production methods. In this case, carbon and aramid fibers are
knotted and impregnated with epoxy resin.
It’s the first Droog project and it’s a collaboration with
the Faculty of Aviation and Aerospace of TU Delft.

“Do Hit Chair”
MARIJN VAN DER POLL, 2000
This design is part of a series of objects: Do Hit, Do
Break and Do Cut. They communicate in a provocative
way that the user should be part of the design. “You
buy an experience: it is what you do to the object or
what the object does to you that counts.”
Once more, they brought discussion and people reacted in so many ways.

t

“Paper Bone Chair”
JORIS LAARMAN, 2006
The one-off piece is an example of ‘antique high-tech’.
For both chairs, Laarman uses 3D soft kill optimization
software used in the automobile industry to literally generate the shape of a chair as an evolutionary
process.

“Highchair”
MAARTJE STEENKAMP, 2003
Once more, the user is asked to be an active part
regarding product functionality. The older the child
gets, the lower the chair is needed. Sawing the legs of
the Children’s Highchair is as definitive as the fact the
child will never get smaller again.
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ReUse

ReUNITE

"Accidental Carpet”
ATELIER REMY, 2008
20 old drawers, each one of which he outfitted with a
new wood casing, and the bunch tied loosely together
with jute — not only “criticizes the excess and the
consumer mania that pervades the world” but is also
a “protest against the increasing complexity of the
design profession.”

"Mesh Chair”
CHRIS KABEL, 2005
One of the favorite Droog creations, exhibited in
MoMa:

"Rag Chair”
ATELIER REMY, 1993
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The chair is layered from the contents of 15 bags of
rags. It arrives ready made but the user has the option
to recycle their own discarded clothes to be included in
the design.

Mesh Chair by Chris Kabel (2005). After ten years, this
chair recalls the idea behind the Knotted Chair. It’s
manufactured like a piece of clothing. The diamond
shape parts are cut out of a sheet of metal mesh, which
are joint together again by welding them along the
seams. This results in a shape that becomes rigid because of its three-dimensionality.

CoCreate

"Red Blue Lego Chair”
MARIO MINALE, 2010
The designer wanted to make iconic design accessible
for everybody, making a stand against copyright. To
convey this message, he open sourced a guide to build
the Red and Blue Chair (Rietveld) with Lego Blocks.

"Downloadable Design”
STUDIO MINALE MAEDA, 2011
Droog opens a platform to upload CAD designs and
produce them locally. It can be either produced digitally, let’s say digital printing, or you can just build it
yourself.
Most of the designs are from Minale Maeda, a studio
based in Rotterdam. (Check their website if you are
into the maker movement!)

Nowadays

“Social Design”
Social City is a project dedicated to explore how the
diversity of citizens’ dreams and desires can shape the
city of the 21st century. They collect data with street
interactive installations.
Another related project is Droog/OSCity, a research
on youth in the Dapperbuurt (a neighborhood in
Amsterdam). For example, they developed a playful
online survey that spoke to young people in a similar
way they express themselves online. The campaign on
Facebook and Instagram to fill in the survey reached
11,500 people.
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www.muziekkompas.com

POPEI

POPEI

You can also post a message on
our website! For more information
go to:

POPEI
POPEI

FOOD AND DRINKS
Next to that, it’s also a cosy
restaurant with delicious food
with fresh ingredients from fair
and sustainable farming.
It is a place for everybody who
loves a fun, warm, open and
artistic vibe. This also makes it
a hotspot for both students and
musicians.

REHEARSAL SPACE
No room or opportunity to practice
at home? popei has 19 rehearsal
spaces that you can use to make as
much noise as you need without
being disturbed. As a band or solo,
with a subscription or separated
sessions. Students even get a nice
discount.
Do you want to perform in popei?
We have a number of fixed
programs on which you can also
play. It does not matter if you are
never finished: popei is there for
talent development. So why not
give your performance in popei!
Are you a bit further and do you
publish an ep or album? Then you
can organize your release party for
free in popei. Check the website for
more details!

POPEI

MUSIC
Nothing beats taking time to relax
from your busy study schedule.
Music connects, so you can use it
to meet new people as well! popei
has a lot of visiting musicians
and music lovers. There are music
related activities throughout the
week. View the agenda on
www.popei.nl.
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POPEI
POPEI
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POPEI
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POPEI

Are you a student and a music freak? popei is the meeting spot for everybody
who loves music. Are you also a musician? Then its very well possible you’re
looking for a place to practice. As we all know, making noise without any
problems in a student room is nearly impossible. Or perhaps you’re looking
for a band or band members to play with?

POPEI

POPEI
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POPEI

POPEI

are you a
music freak?

POPEI

POPEI

POPEI

POPEI

POPEI

POPEI

POPEI
Klokgebouw 300
5617 AD Eindhoven
(040) 243 14 44
www.popei.nl
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POPEI

POPEI
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DOES DESIGN RESEARCH
SOUND INTIMIDATING?
design or design research for that
matter don’t always fit within
the methods-template of other
disciplines. However, the fact that
we are unique doesn’t necessarily
make us wrong. Being the new
and different one is always hard.
I believe we should see that as
a challenge: it is our job to gain
some respect for the practice,
to show others how valuable
new insights in design can be.
So, are you curious? Do you like
digging into a topic and figuring
it out? Then probably you do like
research, even the very academic
type. Because you know what,
design research is still the most fun
research discipline. We still get to
make stuff. Let’s go and show those
critics that they can’t do without
academic design research!
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It’s probably a topic heavily
debated not only within our
faculty, but university wide: is
(Industrial) Design Research even
academic? Should a department
specializing in this area even be
part of a university? I think that
one of the reasons for this problem
is the fact that design research or
design science is still a fairly new
discipline. It only emerged in the
1960’s. What the terms mean is
still up for debate; last year a paper
was published on the Design
Research Society conference with
the title ‘Design Research: What
is it? What is it for?’ (Margolin,
2016) Margolin states that we miss
clarity, a unified set of methods
and goals, leading to extremely
diverse approaches that ignore
some of the potentially relevant
topics. This might be the core of the
problem. People do many different
things that they might call design
research, causing no one to know
what it is and isn’t. Also, it makes
it hard to build on existing work.
Within ID, people are working
hard to provide us with this
clarity that we are apparently
lacking. Because design research
is so new, we actually have the
power to shape the practice. We
can do research through design
and build the most amazing stuff,
as long as we can justify why
it matters, why it has value for
furthering the field and improving
the world. Since we already know
that design matters, it shouldn’t
be too hard to imagine why
research into it matters. With this,
we can build up trusted methods
and methodologies that new
generations can build on as well.
Some people might think that this
is not enough to make it academic.
This is an argument that is very
hard to win, since the methods of
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recommendations

Elective
Freedom, choosing your own path, pick your own courses, sounds so much fun right? But
browsing through the list of electives can soon let this enthusiasm disappear. Designing for
the everyday? Multidimensional design? Every title raises a lot of questions.
But that is what the description are for! You browse to the descriptions, read it, and…
Are left with more questions than when you started. Those designer descriptions are very
creative and all, but sometimes you just want to be able to put it all in Google translate and
get in plain language back of what it is about. Sounds familiar? The UNiD is helping you out.
We’ll look through some electives together. No designer trend words, just clear answers
and experiences.

Review
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Trends and Forecasting
Deliverables
Design DNA from a fair (visited with the whole
elective)
Design DNA from an established designer
Presentation, had to be ‘memorable’
Reflection
Conversation about the reflection in a small group
with the lecturer
Experiences
“Tip from Skalska: Make sure that as women you can
talk about cars. It’s probably one of the first things the
conversation is going to be about at a company.”
“Although Skalska, has a sick job, she’s still very
down-to-earth and open to teach us as students. I
really respect that.”
“You get a lot of practical tips, since Skalska had a lot
of experience in well-established companies.”
‘’By analysing ‘design-DNA’ you really learn how to
crawl in the head of a famous designer. Do this for
2 weeks straight however, and the designer will get
stuck in your head. As of today I am still triggered by
anything related of Tom Dixon. ‘’
‘’Above all, this elective was great fun: that is a
Skalska guarantee’’

Bachelor Course
Lecturer: Zuzanna Skalska
Description: By analyzing
and researching trends in
different fields you can see
certain trends and learn to
apply this to own designs.

A Designerly Perspective on IoT;

a Growing System Approach
Deliverables
Read 16 papers to apply in the assignments
Make a videos of affordances
Designing rich interaction: Choose a theme, design
a product that you implement the rich interaction
paradigm
Designing a growing system: Combine your design
with a second theme and merge together
Report + videos of your designs

Bachelor Course
Also known as: “Joep’s course”
Lecturer: Well, ehm, it’s Joep
Description: The course focusses
on connected designs and how
to give these a rich and physical
interaction while still allowing
flexibility for the system to
grow and cover more elements.

Experiences
“It opens the perspectives of students to explore. You
read a lot and make a lot and hereby get learn about
the designing rich interaction for growing systems.”
“Go away from touch screens and buttons!”
“It was very interesting but too short and too much
for those eight weeks.”
“I’m gonna apply it in the future but in a more
minimalistic way. Sometimes it’s just simpler to just
use buttons, for example in your laptop I don’t find
it troublesome to use a keyboard. However, this is
partially because you’re already adopted to this.”

Basic Formgiving Skills
Deliverables
Power socket
Material exploration
A square shape and a round shape
Power strip
Some drawings in between to iterate
And a report with reflection of course!
Experiences
“Almost community building when you arrive at
Vertigo at 8.30 AM only to see there half of your
BFS buddies already caringly working on pieces
of MDF.”
“I felt a bit tyrannized by Joep and Bart. It was
funny but scary as well.”
“The objects still stand in my window-sill.”
“Important learning point: What you sanded off
you can’t sand back.”
“It was quite stressful but it was worth it. I really
did get something out of it.”

Bachelor Course
Also known as: “Shaping objects,
an OCD perspective”
Lecturer: Bart Hengeveld, Joep
Frens
Description: Learn about aspects
of formgiving and the effect it
has on designs while gaining
practical prototyping skills.
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design trends

DATAISM
How data and algorithms are replacing
human sacredness

“Believe in yourself.” It’s a sentiment so ubiquitous
that seeing it written out is almost cheesy. But
regardless of what you think about the quote itself, it’s
message is embedded deeply into the way you think
and act, and our society is fundamentally shaped by
it. Because behind the words there is an assumption
that is so deeply embedded in your worldview you
might have never realized it was an assumption, yet
it is one we follow religiously: you are the highest
authority in your own live. And as is the case with
every assumption, it is not an unwavering truth.
The Gospel of the Algorithm
As historian Yuval Noah Harari explains in Homo
Deus, our human-centered worldview has a name:
humanism. We Westerners live by liberal humanism,
which is built on the believe that nobody knows
you better than yourself. It is why we get to vote
on who we want to lead our country (democracy)
and decide what products we want to spend our
money on (capitalism). This wasn’t always the case.
Before Humanism rose to dominance during the
renaissance, not you, but the Gods where the highest
authority. “What should I do with my life?” wasn’t a
question you asked to yourself, but to the priest of the
church you belonged to. And, as Harari stresses, just
like the humanistic religion replaced the theocentric
religions, humanism itself could soon be replaced by
a new religion: dataism [1].
Humanism is being debunked by contemporary
science. According to science we have for instance no
such thing as free will. Rather, we are increasingly
understood as a complex collection of algorithms;

intricate systems of cells, hormones and neurons.
As we are starting to unravel these algorithms, we
are starting to understand what constitutes human
experience. In time we will be able to understand,
predict and even shape human feelings - the only
thing we’ll need is enough data. In other words, not
human experience but data is becoming the highest
source of authority.
This relationship with data is becoming increasingly
apparent. Whenever you go online, your data is being
collected to learn about what you like. Some of the
biggest tech companies in the world don’t charge
any money for the services they offer - the only
thing they want in exchange is data about you. And
thus we provide them with huge amounts of it (ever
downloaded your Facebook data?) It’s not just our
online behavior that is being quantified: wearables
monitor your biometric data, and if you partied on
Stratumseind recently you have most likely become
an (anonymous) datapoint in the Eindhoven Living
Lab. However, data is only one side of the story. It is
meaningless, unless processed by an algorithm.
Algorithms are a hot topic. And with good reason.
Everyday we interact with a multitude of algorithms
and the impact they have on our lives is increasing.
The algorithms of for example Facebook and Google
heavily curate what we get to see when we are
online. And we are trusting them more and more. In
Harari’s words: we are slowly accepting the religion
of dataism. If this trend continuous “What should I do
with my life?” could no longer be a question you’ll ask
to yourself but to Google.
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Designing Intelligence
So how is dataism relevant for designers? Well, you
are likely familiar with terms like “smart devices” and
“intelligent systems”. But where does this “smartness”
and “intelligence” actually come from? You’ve guessed
it: algorithms and data. These algorithms do not
magically appear out of nothingness, but need to be
designed. And as Ian Bogost so poignantly points out:
data is not collected but created [2]. We designers know
all too well that design processes are driven by decisions,
and it is in this understanding that we can start to
expose the difficulties and even dangers of dataism.

The same holds true for data. What data you
collect and for what reason are important design
decisions. One of the problems of predictive policing
(letting algorithms decide how police departments
shoulddistribute their activity) in the U.S. is that it
amplifies rather than diminishes social inequality.

“ B ut w here does t h is ‘ s m a r tn es s ’
and ‘ intellig ence’ a ctu a lly co m e
f r om?”
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As Ed Finn explains in What Algorithms Want,
algorithms are commonly seen as a (repeatable)
method for solving a problem [3]. Note that this
requires two definitions: one of a problem and one of
the solution. Now consider who is defining these two
aspects. It is not the user, but the designer that makes
this decision. As a designer of smart and intelligent
products and services you are embedding your
values into the user experience. Given the blind trust
people are placing in algorithms these days this is a
big responsibility. A lot of people get their news from
Facebook, but Facebook’s algorithm isn’t optimized for
truth - it’s optimized for keeping your attention. This
mismatch between perceived and actual intention
allowed for infamous Fake News stories to influence
the U.S. presidential election. Facebook’s algorithm
doesn’t care about truth, and if conspiracy theories
keep your attention it will show you those. But if you
are under the impression that these conspiracy theories
are true they will affect how you view and and act in
the world.

Black neighbourhoods are traditionally policed
heavier, resulting in higher crime rates. This data
is interpreted by algorithms as a higher risk of
crimes occurring in those neighbourhoods, issuing
instructions for heavier policing. In the U.S. there
has already been heavy debate about these “racist
algorithms”, but as Cathy O’Neil points out in
Weapons of Math Destruction in this case it is the
skewed data that is to blame [4].
The Responsibility of the Designer
Algorithms and data are often interpreted as objective
and unbiased operators, but the truth is that they are
not. These examples are extremes but not uncommon,
and as algorithms continue to permeate our society
through smart devices and intelligent systems it
becomes a necessity for designers to be aware of this.
The rise of smart products comes with an entirely
new set of challenges for designers. If we are going
to give authority to other entities than humans we
need to critically assess the ethical implications. We
need to be careful about what values and intentions
we impose on the users of these devices. We need to
be selective in what data we deem representative
enough to base decisions on. All of that starts with us,
the designers. How we should do this is a question
that cannot (yet) be answered by Google.

[1] Yuval Noah Harari - Homo Deus - 2017, [2] Ian Bogost - The Cathedral of Computation - 2015, published at www.theatlantic.com
[3] Ed Finn - What Algorithms Want - 2017, [4] Cathy O’Neil - Weapons of Math Destruction - 2016

I. t = argmax ∑ δ(ti , C)
II. y(x) = argmax p(Ck|x)
III. y(x) = argmax ∑λmφm(x, Ck)
IV. y(x)= argmax wTφ(x,Ck)
V. y(x) = ∑Nn=1 λntnxT xn + w0
VI. argmin ∑Nn=1∑Kk=1 rnk||xn−μk||
L(x, π, μ, Σ) = log p(x|π,
II. p(x(i), z(i)) = p(x(i)|z(i))p(z(i))
Σ(log Zλ(x) − λmφm(x, t))
λn+1 = λn − η∆L
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Hidden at the back of the Lucid space in Laplace lies The
Boardroom, the mysterious space where most of the ‘behindthe-scenes’ of the study association Lucid take place. Many
boards have come and gone, yet there is a certain atmosphere,
a vibe that remains in the air. We gained full access to this
exclusive place, and asked it’s occupants – current and past –
why this space is so special to them.

The

Boardro

An Old Token Reader
Joris: “This ancient token reader
used to belong to Paul and has
been in the boardroom ever since.
I texted him recently to ask him if
he wanted it back – he said: ‘yeah,
hold onto it, I probably will’.”
Lucid Briefcase (Top Secret)
“The contents of that fancy
briefcase are top secret and highly
confidential!” says Joris with a
cheeky grin across his face.
“Boardroom” and “In Vivo”
Signs
“We just ripped the signs off the
ceiling when we had to leave
the old building – take a bit of
Hoofdgebouw with us” Mitchell
says.” The “In Vivo” sign was stolen
from the bar of Pythagoras” says
Kevin.
Robin Roomba
Our beloved Roomba sadly
doesn’t work anymore – or at
least not fully since it suddenly
has acquired the soul of an
angry German woman yelling
commands!
Label Maker
“We made sure to allocate some
money in the budget for this label
maker – and it is fantastic – we
now print random things and stick
them everywhere” *points to label
on the safe saying “NOT A SAFE”
“The sign that says “we don’t make
a profit here” is a gentle reminder
that we are a student organization
and we aren’t meant to make any

profits - although sometimes we
technically do” says Janita.
“We always get random things
from other boards and other Study
Associations and we really enjoy
them - like this Unicorn– so that’s
probably why things never get
thrown out!”
Speaking of the infamous
‘tostimaker’, Marit recalls: “ The
tostimaker in the boardroom
made the most delicious breakfasts
and lunches! I think all the board
members lived on grilled cheese
sandwiches that whole year!”
Joris: “I love the Post it note
saying ‘Nee Peter!’”. Peter from the
previous board says he was locked
out one day and he threatened
to smash through the door with
a wooden pallet (refer to Lucid
Instagram for proof). “Ever since
then, the name has just stuck.
Everyone started calling me Peter
Nee”. It remains on the wall as a
running joke to this day.
Janita: “My favourite thing is the
Lucid doormat (Lucid, dat ben jij!)
because it gives a homely feel to
the room, since we spend so much
time in here I wanted to make it
feel like a second home.”
Lisa: “I have this ‘Rolodex’ on my
desk – it has all of Lucid’s contacts
over the years so when I want to
find someone we have worked
with before I have a quick scroll
through here.”

Naomi: “I remember stressful days
would eventually get the best of
us and we would end up throwing
grapes and candies at each other,
yelling and screaming, singing
songs, drinking Vodka shots and
just dancing. Dank memes played
a big role in the boardroom too Mitchell and I would get carried
away and just cover the entire
room with them!”
Mitchell ‘The Farter’
Naomi and Marit: “Mitchell’s farts
were sometimes so intoxicating
that we have had to evacuate the
boardroom, whilst crying, and
relocate our meetings elsewhere.”
Tara ‘The Light Bulb’
Marit: “Tara was sometimes a little
slow in getting jokes. So we got a
lamp and we hung it above her
head - when she was thinking
about the joke we had just enough
time to turn the light on for
enlightenment!
“The boardroom is a place where
we were locked up in for an entire
year and this creates a strong bond
with fellow board members. It’s
the place where we laughed, cried,
gossiped and above all, made and
executed big plans for Lucid!
“Fun fact: It was nice when people
came by for a chat! The boardroom
isn’t only for the board members
but also for all the Lucid members!
So come by and say ‘Hi!’”

47

48

text emmie knoester media jori van der kolk graphics zeno van doren

out of the box

O T OF
THE BOX
With a bright yellow room and
nicknames such as ‘colourqueen’
and ‘rainbowbear’, it’s fair to say
I’m a colour enthusiastic. I just
love those bright intense colours
which can have such energy.
However, applying colour in
design can be difficult. So, as
colour enthusiast, I dove into
the wonderful world of colour to
provide you some insights.
The variety of colours is enormous
and as small nuances can have
great impact, describing colour
can be confusing. Almost poetic
descriptions were found in
old dictionaries. For example,
“begonia, a deep pink that is
bluer, lighter and stronger than
average coral”. Luckily we have
RGB systems now with precise hex
codes that avoid these confusions.
Another factor of miscommunication is that perception
can differ greatly among cultures
or personal preference. For
example, the colour red is in the
Western world associated with
anger, as well as importance (think
of the red carpets). However,
in Africa it is associated with
AIDS awareness due to the RED
campaign and in Eastern cultures
red is worn on wedding days
and stands for prosperity and
happiness.

In different design fields, the use of
colour differs greatly as well.
In high-end designs, it can be quite
minimal. Classic artists saw colour
as a distraction, it was subordinate
to the greater aspects such as
the shape. The writer Herman
Melville wrote that colours are
“nothing else than subtle deceit,
it’s not a part of objects but only
layered over it from the outside.”
In religious communities there
was little use of colour as well,
where black and white presented
modesty and severity. Henry
Ford, a strongly religious designer,
refused for a long time to give his
cars another colour than black
although consumers requested it.
In branding however, flashy,
bright colours are used thoroughly.
As colour is related to persuasion,
myriad studies were done to
identify how colour affects
consumers. The main take-out was
that there was no universal effect
per colour as it depends on the
context in which it is applied. It
is especially about a ‘fit’ between
the colour and the product as it
influences how customers view
the personality of the brand.

cover design minerva loos

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.

