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Editorial
The user. One of the most important competency
areas of the Bachelor course and a specialization of
the Master course of the Industrial Design faculty has
to do with this individual or target group. Within the
faculty we rely on the existence of the user.
Therefore this first thematical issue of the Unid is
dedicated to the user.
We have tried to meet the wishes of the reader, you;
our user, regarding the content and the looks of this
issue of the Unid. You could consider this issue as a
user test. If you happen to read this piece of text, at
least part of our mission is accomplished!
If you have any comments, remarks, questions or
if you just want to encourage us to go on like this,
please let us know through email: lucid.unid@tue.nl
The Unid committee
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Text by Prof. dr. ir. Berry Eggen

User Centered
Engineering
At our faculty, students are trained to
identify relevant societal problems, to
generate innovative design solutions
through creative ‘out-of-the-box’
thinking and the application of
advanced interaction technologies.
Challenged by visions on intelligent
systems, products and related
services, this often leads to innovative
design concepts that show great
promise towards everyday life in the
(near) future.

The department’s mission states that people
should play an important role in this design
process to ensure that the intelligent systems
and products developed indeed serve the needs,
wishes and desires of targeted end-users. But, who
are these people? What interaction skills do they
bring along? And what really drives their behavior?
To adequately explore these questions, students
need to learn how to apply the most recent
user-centered-design tools and methods to bring
true user requirements to the surface. Only then,
the designs show a proper balance between the
relatively fast changes in people’s social, cultural
and technological environment and the much
more slowly evolving human sensory skills and
basic psychological and social needs.
Within the department, researchers from the
User Centered Engineering (UCE) group take
responsibility for the educational content of the
‘User Focus and Perspective’ competency area.
One of the goals of the educational activities
offered is to promote and teach a systematic usercentered design approach that goes far beyond
the often-encountered educated guess at potential
user needs or the obligatory once-only informal
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user test. Professional designers know that true
user involvement can be achieved in all phases
of the design process and that a wide variety of
validated methods and tools is available to make
user involvement tangible.
Next to user involvement, the user centered design
process can be characterized as a cyclic process.
Early iteration cycles are more exploratory by
nature. Cultural probes studies or focus groups,
for example, can be used in such early phases
of the design process to analyze the context of
use and/or help to refine the problem definition.
Participatory design methods can be applied
to generate design solutions, pencil and paper
prototypes to visualize design proposals and
heuristic evaluations and/or expert reviews to
evaluate early design concepts. Subsequent cycles
become more focused and deliver more detailed
information necessary to proceed towards the
final design. These cycles can include methods like
detailed user modeling, high-fidelity prototyping
and formal user testing.
A third characteristic of the user centered design
process is its multidisciplinary nature. The design of
complex industrial systems or products, nowadays,

involves the integrated efforts of professionals
with different disciplinary backgrounds including
psychologists, engineers and designers. It
is interesting to note that the professional
knowledge and skills of the current UCE staff
members mainly cover the areas of experimental
psychology and basic engineering sciences. But
they all have ample experience in applying these
competencies in the design of interaction styles
for different (special) target groups and in different
application domains. Nevertheless, one of the aims
of the group is to acquire more design skills by
teaming up with talented ID students, strengthen
and extend the close collaborations with our
colleagues of the Designing Quality in Interaction
(DQI) group and through links with external design
groups.
Currently, the basics of human processes, the user
centered design process and interaction design are
taught in the Bachelor course. Advanced topics,
more specifically targeted towards the design of
complex intelligent systems, are addressed in the
Master course. Topics like end-user programming,
persuasive technologies, tangible interaction,
speech-based and multimodal interaction,

awareness systems and qualitative and quantitative
research methods are all closely linked to the
research program that is currently being carried
out in the UCE group by its nine staff members,
two post doc’s and fourteen PhD students.
As said before, the main goal of UCE’s
educational activities is to offer students a
learning environment in which they can acquire
professional knowledge and skills in the ‘User
Focus and Perspective’ competency area. But it is
equally important for us to raise serious interest
with students for our research program. We are
therefore extremely happy to see that through
our educational efforts we increasingly encounter
talented and motivated ID students who are
willing to join and work in our research group.
Together we can advance our knowledge on how
to bring together technology and insights from
cognitive and social psychology in the design
process.
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Text by Joris van Gelder

Project

Magical
Interaction
During the first year of the Master course of Industrial Design two projects have to be carried out by the students. In one of these
projects Joris van Gelder defined a new approach towards interaction design; Magical Interaction. MI proposes that design leaves
room for imagination and stimulates users to use imagination in the interaction with the design. The approach is materialised
through the design of an interface to control lights in a home. The emphasis in this project lies on the elegant use of technology
because Joris’ amazement about elegant technology led him to explore the paradigm of magic.

The inspiration for my first master project comes
from my fascination for physical phenomena.
The thing that fascinates me about physical
phenomena is the moment when I see something
beautiful and powerful and I can’t understand
what is going on. I figured that this moment
of attraction and disorientation could best be
described as magic.
It was exactly this magic that I missed so much in
the Human Computer Interaction paradigms. The
result of these interaction paradigms is that the
user has a well defined idea about what is going
on and there is no room at all for the imagination
of the user.
Magic is the predecessor of modern science and
religion. In ancient cultures magic was a collection
of events or objects that people couldn’t classify
in their daily world. So they invented another
world, a parallel reality typically known as a
magical realm.

Inspired by the principles of magic I focussed on
the fairly mundane activity of switching on and off
a light. When you think about it, controlling the
illumination in a room is something magical. The
problem is that the interaction is so boring that it
does not invite to imagine at all.
I asked several students how they would turn on
and off a light in a magical way. This resulted in
very expressive and personal interaction. Despite
of the huge difference in interaction styles there
was a common denominator in all the interactions:
people would move their hands towards the light
when they wanted to turn it on and away from
the light when they wanted to turn it off.
I wanted to bring the physical elegance, which
inspired me to start this project in the first place,
into the design. I looked for the simplest, most
elegant working principle to detect a hand that
moves towards or away from the light. I found the
Doppler Effect most suited for this. The Doppler
Effect describes that when a sound source moves
towards a receiver, the receiver will perceive a

higher frequency that the sound source has send.
Also the receiver will perceive a lower frequency
than the sound source has send when the two
move away from each other.
The final design consists of a bracelet that sends a
steady ultrasound signal and lights that can count
frequencies. When a light received a frequency
above or below certain thresholds it turns
respectively on or off.
I ended the project with a short user study where
I demonstrated the interaction to test participants
and invited them to try for themselves. The
results of the user study confirmed I was on
to something interesting. My favourite reaction
was when one of the test participants told the
interaction felt like being superwoman.
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Observe and empathize with potential end users
and analyse and interpret their needs.
The applicant must have empathy for the user.
The applicant must know qualitative and quantitative research methods.
The applicant must know the papers with the best
reputation.
The applicant must involve the user throughout the
whole design process.
The applicant must have a hands-on-approach and
go out to meet the user in the field.
The applicant must investigate the user in context.
The applicant must integrate the gathered information in a structured design process with the focus
on the end user.
The applicant must create optimal behaviour for
products, systems and services within the context
of their use.
The applicant must design elements that create an
experience for the user.

Anyone without an
opinion can
apply
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Available for young designers whithout ambition
but with a passion for anything on wheels, a fully
equiped design studio in a slightly messy but creative
surrounding .
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CHIL Project

CHIL Project
Meetings. Whether we enjoy them or not, we all have them. Meetings have had comparable
setups for ages: a chairman leads the meeting and a secretary makes minutes. Could technology
support these kinds of meetings? Could it take over the task of making minutes or even the task
of the chairman? Could it influence the social relations between participants?

These are all questions that have been asked by
researchers in the CHIL-project. The CHIL project
focuses on Computers in the Human Interaction
Loop and is funded by the European Union. Around
100 researchers of 15 universities and research
institutions from different European countries work
on this project, including Janienke Sturm, Anke Eyck
and Kelvin Geerlings of the User Centered Engineering research group at the Eindhoven University of
Technology (TU/e). In the CHIL project, which is
rather technology focused, the TU/e team is in
charge of bridging the technology and the end-users. They help their international partners in setting
up and conducting user research and perform user
experiments in Eindhoven.
One of the experiments that was conducted in
Eindhoven evaluated a system to support social
aspects during a meeting. It measures the time a
participant is talking and at whom he is looking.
This information is visualized for each participant
and shows if they might drop out of the meeting,
or speak too much. This way, the participants get
a better insight in their behavior and can adapt it
if necessary. Other services that are developed in
the CHIL project include intuitive sharing of digital
documents, an intelligent communication system
between participants of the meeting and others
and ‘memory-jogs’ that provide information such as
minutes of previous meetings or prepared presentations, based on the topic of the meeting.
One of the international partners in the CHILproject is the AIT (Athens Institute of Technology).
Though the researchers in Athens are very capable

of creating intelligent technological prototypes,
setting up user experiments is not really their cup
of tea. Therefore, Eindhoven’s CHIL team was
recently invited to Athens, to consult on user research. Together with their Greek colleagues, they
set up and conducted a focus group experiment,
giving them new insight in ways to link technological progress to user needs.
The CHIL-project and Eindhoven’s share in it, illustrates the need to involve the user into the design
research process and also the fun of it. A project
like this offers a very diverse job that allows using
new technologies to suit the end-user needs.

CHIL Project
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Kelvin Geerlings

Janienke Sturm
Janienke studied linguistics and graduated on
speech recognition. She did a PhD in user studies on
information services for train passengers. As a postdoc, she is now working in the CHIL-team. Janienke
particularly likes the international aspect of her
job. It does not only lead to many business trips,
also it offers a large budget which allows shifting
from theory to practical tests and experiments.

Kelvin studied social computer sciences and followed the post master course user system interaction. In this sense, Kelvin is more into technology
compared to his colleagues. In the CHIL-project
however, the rolls are not divided that specific. In
some cases, Kelvin takes responsibility for small
technology parts, but other professionals are hired
when extensive technological prototypes have to
be built. For Kelvin, this results in a varied and very
fun job.

Anke Eyck
Anke studied psychology and also followed the
post master course user system interaction.
Anke really prefers to be working at a university
rather than at a company; ‘during an internship at
Vodafone, I experienced that there is always the
pressure of money. When working at a university,
the goal is not to earn money, but to get interesting results.’
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Photography by Jesper Schwachöfer

HEMA Design Competition

KOOKMOK

FLOX

‘AMSTERDAM’

RECMAG

The kookmok (Boiling Mug) is
especially aimed at, but not
limited to, people who work at
home. It’s a small mug that can
be used with an induction hub.
Together with the mug comes a
small platform on which the mug
can be placed to make the water
boil. This saves trips to the kitchen
and wasting water compared
to filling a normal-sized cooker.
It also enhances the desktop
atmosphere by introducing a
modern yet cozy product.

This very sleek-looking lunchbox
(with a just as sleek-sounding
name) was designed to make
more efficient use of spare space
in bags. Present lunchboxes
are often too high to fit in a
bag easily; the FLOx is roughly
laptop-sized, making it easy to fit
in a schoolbag or notebook-bag.
Because the inside is divided in
several resizable compartments,
it also addresses the problem of
slices of bread transmitting their
scent and taste to each other.

A cube – not the shape you’d
immediately come up with when
designing a new cooking pan.
Combined with the glass cover
however, the result looks really
modern and chic. The four upper
corners have a small hole in
them to make draining a lot easier
(though the project team itself
acknowledged that it might give
trouble with rice) and the grip
of the cover has an integrated
kitchen timer.

A bear-shaped fridge magnet –
with voice recording and playback
functionality. This product was
developed as a more personal and
friendly alternative for the oldfashioned written notes with an
emphasis on semantic correctness:
for example, pulling the ears of
the bear will make him listen
to you, while pressing its nose
or mouth will make it read the
message.

Project

HEMA, the Dutch department store, celebrated the twentieth anniversary of their annual design competition with a particularly
broad design case: design a new HEMA-Hero; a landmark design that is easily identifiable with the HEMA. An excellent
opportunity for the brand new Industrial Design first-years to show what they are worth. Eight teams set out to create a product
with an impact like the iconic smoked sausage (rookworst). Since the design case was so broad, the results were very different;
ranging from desktop appliances to educational toys, each team came up with a very different target group and concept. As the
final judgment of the HEMA Design competition is only due for March, it is up to you to decide who the winner is:

ALARMPILLOW

ENDLESS CUBE

WKKR

DRUPPEL

A major disadvantage of common
alarm clocks is that they are so
loud they wake up everyone in the
room – very annoying if you have
to get up early, but your partner
does not. The vibrating pillow
addresses this by means of a small
rubber mat you can insert into
your pillow. Instead of playing a
loud sound, the alarm clock will
start vibrating harder and harder
when it goes off.

Children love building toys, such
as LEGO or PlayMobil, but are
often limited by the small amount
of bricks they have. The Folding
Toy offers an easy way of drawing
the outlines of a folded-out 3D
object such as a triangle or cube
via adjustable stencils; children
can then easily cut it out and fold
their own objects. The stencils
are made in such a way that
reproducing several copies of the
same outline is very easy, allowing
children to build on endlessly.

The WKKR is a very small kitchen
timer that you can easily clip on
your belt or pocket and then take
with you to, for example, the TV,
while your meal is boiling up in
the kitchen a few rooms away. It
has three different timers in it, all
labeled with a colour to match
them with a certain kind of dish;
red for meat, green for vegetables
and yellow for potatoes. The
round shape makes it fit into the
hand of the user, while the large
display offers more readability
than the often analog wheelsystem of present kitchen timers.

Everyone will probably recognize
it – the annoyance of wanting to
fill a cup with a specific amount of
water, but putting in just slightly
too much, then taking just slightly
too much out of it, refilling again,
etcetera. The Druppel (droplet)
is a small device you attach to
the tap of your faucet. You can
adjust the wheel on it to set the
amount of water you want to get.
Then just turn the faucet on; the
Druppel will make sure you only
get the exact amount of water
you want.
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The /d.search-labs are the playing field
of the faculty of Industrial Design where
research, education and innovation
join together in exciting and innovative
design projects. To facilitate promising
projects and realize the outcomes the
/d.search-labs offer a well equipped
prototyping facility, studio-environments
and multiple contextual spaces for
researchers, designers, students and
guests from industry as well as society.
The /d.search-labs collaborate with
NUS in Singapore, RMIT in Melbourne
Australia, and CMU and Georgia
Tech in the United States. A talk with
coordinator dr.ir. Stephan Wensveen.

Contextual spaces
Since the late 1990’s researchers around the
world have been sharing a vision about an ambient
intelligent world. In this world everything in our
surroundings is equipped with small powerful chips
which are able to create an environment that is
sensitive to the presence of people and responsive
to their needs. An ambient intelligent environment
will be capable of greeting us when we get
home, of judging our mood and adjusting our
environment to reflect or soothe this mood. Thus
far it is still a vision but it is no longer the domain
of researchers only: the industry and education are
also joining in. In fact, it is the foundation for the
Industrial Design faculty.
To make this vision on ambient intelligence more
tangible, one of the facilities of the /d.search
labs is a context lab. This context lab is a former
class room which has been remodeled into a
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small apartment, complete with a living room
and two bedrooms. In this lab researchers and
students have the opportunity to test their
ambient intelligent products in a real ‘home-like’
environment. A contextual test setup like this
is not unique for the Eindhoven University of
Technology: at the former IPO department several
rooms which resemble living spaces were set up as
well, especially designed for conducting user tests.
The uniqueness of the /d.search labs is in the
melting of a test laboratory with a design studio.
Next to the context lab is a studio-environment
which enables researchers and students to make
adaptations to their product while experiencing
the actual context. By working in this cycle of
testing, adapting, testing, et cetera, it is possible to
make more iterations in the design process.

International collaboration

Future

Technology has made the world ‘smaller’.
Producing intelligent products is no longer a
local affair: products can be designed in Europe,
assembled in Asia and sold in the USA. This
globalization also has its influence on the
educational level. The ambition of the Industrial
Design faculty in Eindhoven to be more than just
a local faculty has lead to Eindhoven playing a key
role in the international collaboration between
the universities of Melbourne, Singapore, Georgia,
Pittsburgh and Eindhoven.
This collaboration does not only give all the
participants the opportunity to learn about the
cultural differences. For Melbourne it is also
a possibility to get in touch with the industry,
the university in Georgia got inspired by the
educational model of the Industrial Design
faculty in Eindhoven; each partner gains from this
collaboration.

At this moment the international collaboration
mainly consists of the exchange of staff members
and students. The highest achievement would
be to start an international project which would
run 24 hours a day. In the morning it can start in
Melbourne and through out the day it will pass
on to Singapore, Eindhoven, Georgia, Pittsburgh
and finally back to Melbourne where the team
can pick up the project again in the morning. A
project like this will demand a lot of adaptations
to the traditional design process. Mainly the
communication will be of huge importance: only
passing on the end result will not be sufficient.
Detailed information on the different steps taken
need to be transferred as well.
All these issues seem to be resolvable. The only
question which remains is: will the Eindhoven
University of Technology be the initiator for the
first global design project?
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Van Abbe Museum | www.vanabbe.nl | € 5 (students)

Calendar

January
Eindhoven

Alan Murray
recommends
Winter/Spring 2007

The Van Abbe Museum might be an obvious choice, but
being a design student in Eindhoven you have to go there
regularly. Go on a Thursday evening after 17.00h (after
the Ludic Drink and before beer at Stratumseind) and
get in for free. Alan especially recommends the Plug In
exhibition, which has a new approach to exhibiting the
collection of the Van Abbe.
Free entrance on Thursday evenings till April 30th 2007

Master track co-ordinator Alan Murray gives Industrial
Design students tips on what to do the coming months.

April
Tilburg
Museum De Pont is a small, but very interesting museum
on contemporary art, based in a great building with a
garden gallery. There is a temporary exhibition on work of
Keith Tyson, Turner Prize winner of 2002, which exists of
300 sculptures which are combined to enlarge reality.
The ‘Large field array. Keith Tyson’ exhibition runs from
10th of February till 17th of June.

Museum De Pont | www.depont.nl | € 3 (students)
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Groninger Museum | www.groningermuseum.nl | € 9 (students)
Centraal Museum | www.centraalmuseum.nl | € 5 (students)

De Appel | www.deappel.nl | € 4
Stedelijk Museum | www.stedelijk.nl | € 4,50 (students)
Frozen Fountain | www.frozenfountain.nl
Droog Design | www.droogdesign.nl | free entrance

February

March

Groningen
Utrecht

Amsterdam

It is a three and a half hour train ride from Eindhoven, but
according to Alan the Groninger Museum is worth it. The
museum has an extensive collection from archeology to
contemporary art.
On your way back, make a stop in Utrecht to visit the
Centraal Museum which has the largest Rietveld collection
in the world.

In Amsterdam, Alan especially recommends De Appel, an
institute for contemporary art which provides space to
artists for projects, installations and research.
And while you are there, try to visit the Stedelijk Museum
and Bureau Amsterdam. Design shops like Droog Design
@home and the Frozen Fountain are also interesting

May

June

Rotterdam

Maastricht

In the Kunsthal, visit the two main exhibitions of the
International Architecture Biennale ‘Visionary Power’ and
‘Project Holland’.

The Bonnefantenmuseum is located near the Maas in
a unique building by Aldo Rossi. It has two collections;
old masters and contemporary fine art. Alan especially
recommends the Sol LeWitt exhibition.

While you are in Rotterdam, also go and see the Boijmans
van Beuningen Museum on old masters and contemporary
art, the Dutch Architecture Institute, the new Dutch
Photo Museum, and the Witte de With, with exhibitions on
contemporary art.

Kunsthal | www.kunsthal.nl | € 5 (students)
Boijmans van Beuningen | www.boijmans.nl | € 8
Photo Museum | www.nederlandsfotomuseum.nl | € 3,50 (students)
Dutch Architecture Insitute | www.nai.nl | € 5 (students)
Witte de With | www.wdw.nl | € 1,75 (students)

Being in Maastricht, you should visit Conflict as well; a
design shop with affordable design by Marcel Wanders,
Tord Boontje and many others.

Bonnefantenmuseum | www.bonnefanten.nl | € 7,50
Conflict | www.conflict.to
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Text by Eva Deckers, Eva Hopma; Photography by Eva Deckers

Eva and Eva abroad
As part of the curriculum of the

Two third year students, both named

Bachelor of Industrial Design third year

Eva, took this option and share their

students have to do an internship of

experiences; Eva Deckers went to

at least thirteen weeks. This internship

RMIT in Melbourne and Eva Hopma

can be at a design company, but

went to the NUS in Singapore.

students can also choose to study a
related course at a university abroad
for one semester.

Outside

Eva Deckers at RMIT
Melbourne
As students at the faculty of Industrial Design at
the University of Technology in Eindhoven we focus
on thorough and in depth development of concepts.
It is said the approach is new and innovative as we
pay special attention to ‘integrating technology’ and
‘user focus’.
At the faculty of Industrial Design at RMIT
University Melbourne a more classical approach is
used and therefore there is a big difference between
the two courses at the different universities.
Students in Melbourne are educated in several
areas that relate more to art than engineering. In
the semester I studied in Melbourne, third year
students could choose from different kind of
subjects like jewelry, furniture, sports and lightning
design. Next to those different classes about design
for sustainability were offered. In contradiction
to the number of projects and assignments in
Eindhoven, there was just one assignment that
involved interaction design.
Where students in Eindhoven put a lot of effort in
making things work, in my opinion they fail to make
products beautiful. In Melbourne they do make

beautiful products, but in function they are not
more than a black box.
A preference for one of those two approaches is
just a personal opinion, but it is definite that the
two are a great addition to each other. It is up to
you to decide on finding a balance in using the both
approaches for your design problem.
My main reason to go to Melbourne had everything
to do with the difference between the courses. I
felt I lacked practical skills and was determined to
decrease the gap between concept and an actual
product on the market. In a sustainability class, a
model making class and a bigger sports design class
I got what I wanted, but to be honest I kind of
missed the electronics lab! ;)

Eva Hopma at NUS
Singapore
In contrast to Eindhoven, Industrial Design at the
NUS Singapore is not an engineering course: the main
focus is on idea generation and on the aesthetics of
a product.
Within projects the students focus on idea
generation and the aesthetics of the final concept.
In the idea generation phase of the design process
the students are left free: they spend a lot of
time sketching, experimenting and trying. In the
end phase of the design process they use their
eye for refinement. The students deliver their
concepts in great detail and their skills in rendering
are extremely high, which provides a high level of

professionalism. But in between the idea generation
phase and the refinement of the aesthetics of their
final presentation or prototype, there is almost no
space for integrating technology or user testing.
Where students in Eindhoven are spending time in
the electronics workshop or setting up a user test,
the students in Singapore sit behind their laptop to
improve their shiny 3-D model.
The faculty itself is very small, the space is deep,
but narrow. In the back there is the workshop with
the usual machines, but also with advanced tools,
like SLS systems. Everybody is free to use them: you
only have to pay for the amount of powder you
have used.
The first thing that attracts your attention when
you enter the studios is that there are people
sleeping everywhere: on their desks, on the floor
or on a chair with the head on their knees. The
students like to work during the night, so during
daytime you often see them taking a nap. Although
the students have this strange rhythm, they are
extremely hard workers. It may be not always
efficient, but they are continuously busy with
school.
The different focuses in the design process
contribute to the cooperation between Singapore
and Eindhoven. We differ so much in our skills, that
we can easily complete each other. It is absolutely
sure that the integration of their experience
in aesthetics and our knowledge about the
possibilities of technology will provide high-level,
professional and innovative results.
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Text by Tijn Kooijmans
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Who are YOU? Most often the answer to this question would be a name or ‘a human being’. Thinking to know oneself is often
based on the conscious perception of the self. But is that all there is to it? The goal of Tijn Kooijmans’ individual bachelor project
was to create an interactive experience that encourages people to reflect on their self-concept. The story ‘Alice’s Adventures in
Wonderland’ by Lewis Caroll, which is the context of research project ‘ALICE’, seemed to be a promising narrative to address this
issue.

Assuming the role of Alice, users can go through
an interactive installation of ‘wonderland’ and
experience a series of events that correlate
with the original narrative as much as possible.
Tijns project focussed on the stage ‘Advice from
a Caterpillar’, which was brought forward to a
working prototype. In this installation, a humansized robotic caterpillar immerses you in a verbal
as well as non-verbal, symbolic dialog, where
challenging questions of the caterpillar yield
confrontation with your self-concept.

Changing the self-concept
A caterpillar was chosen because it embodies
the symbolic reference to one of nature’s
most mysterious metamorphoses: changing
from a slow-moving, fat and ugly creature to a

colorfully winged, beautiful butterfly. For this
reason, Tijn predicted that the staged experience
has an unconscious effect towards individual
metamorphosis of the user. By employing the
‘implicit association test’ method, which is
designed to measure the strength of association
between mental representations of objects in
memory, a significant effect in change of implicit
self-concept was measured with a group of 20
people.

Exciting research
Tijns work was done in collaboration with the
Designed Intelligence research group at the
department of Industrial Design, which started
the ‘ALICE’ project under the initiative of professor
Matthias Rauterberg. This collaboration as well as

his coaching was a great way of achieving academic
and intellectual depth in a project of a short
time-span. Tijn wants to encourage colleagues to
find interest in the exciting research that is being
conducted at the department of Industrial Design.

Project

a
Coach Matthias Rauterberg:

More information

‘Tijn Kooijmans decided for his third year individual
project to join the ‘ALICE’ project sponsored
by Microsoft Research, Cambridge (UK). In this
project, he focused on the topic of ‘self-concept’,
realized by an interactive installation. With great
enthusiasm and high motivation he investigated this
topic, and finally could demonstrate in a user test
the hypothesized effects. He designed and built
a robot in form of a caterpillar that can confront
and react to a human. His work was already
presented at the International Conference on
Entertainment Computing 2006.’

http://www.alice.id.tue.nl
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Text by Martijn Dijkhuizen, Willem Horst

After five years of Industrial design
at the Eindhoven University of
Technology, this department already
‘produced’ 77 bachelor graduates.
Though some of them decided to
find a job, most chose to pursue a
Master course, however not all at the
TU/e. Take some time to find out what
happened to our bachelor graduates
and read the interesting stories of two
of them who chose a different path.

What happened to.. Martijn
Dijkhuizen?
Martijn had a hard time choosing between a
Master at the faculty of Industrial Design or a
Master at the Design Academy. He feels that
the scientific approach of the Industrial Design
faculty and the artistic approach of the Design
Academy both have their pros and cons; he wants
to become a designer who floats somewhere
in-between.
In the end he chose to go to the Design Academy
since he felt this would give him a better basis
to start his own design company. At the Design
Academy the Master students do an individual
project,visit lectures and do assignments and
workshops.
Martijn believes, as he is coming from a technical
background, that it is essential to balance yourself
and also develop the poetic side of your brain.

What happened to… Willem
Horst?
After finishing the bachelor course in Industrial
Design, Willem left Eindhoven for Struer, a small
place in Denmark to work at Bang & Olufsen for
half a year. At B&O he has been working at the
IdeaLab department to create new concepts and
interactive prototypes, focusing on digital media. In
teams or individually, Willem’s work ranges from
the design of specified features of products to the
development of entire products from scratch.
At this moment Willem holds a part time job
for two days a week at B&O, while he is doing a
Master in IT Product Design at the University of
Southern Denmark in Sønderborg as well. He feels
it is great to combine these two things as it gives
him freedom to explore wild ideas in the safe
environment of the university, while he can work
on real products with real constraints at the same
time.

ha

.
.
.
o
t
d
e
ppen

Inside

23

24

Other

Product Reviews
Three interesting products brought to you by Unid. Some horribly conceptual, some conceptually horrible.

1 Zipper Banana

2 Nabaztag

3 The 3-in-1 Coffee Maker

Reversed biomimicry; if we can alter a tomato to
fight cancer, we might as well give a banana a zipper.
No more banana smoothie when you are hoping for
a good bite. Let’s hope it doesn’t get stuck.

Unique, varied, emotional, practical, personal, insane,
subtle, futuristic, creative, astonishing, useful,
funny, rich, smart, wonderful, regressive, limitless…
or just a plastic bunny for lazy people without
friends?

‘Design a product that every student is waiting for’
might have been the design brief for this product.
Glue together your toaster, hot plate and juicer and
create the perfect breakfast maker. Now just add a
Bluetooth connection with a special multifunctional
communication device and you have the outcome
of a first year project without a proper coach.

Guus Baggermans’ Evolve

€ 129,95 / www.nabaztag.com

€ 19,95 / www.kruidvat.nl

YOUR PROJECT IN UNID?
If you think that your project has what it takes to be featured
in the next issue of Unid, don’t hesitate to contact the Unid
committee. Let us know if you have finished a great project or if
you are working on a mighty promising one.
Feel free to email us your project info at lucid.unid@tue.nl

Text by Eric Toering

Outside

Discovering China
For their internship Eric Toering and Martijn ten Bhömer went to China to go on an exchange at the Southern Yangtze University
in Wuxi. This is the first time students of this department went to China, so this comes with many novel experiences. Eric gives
you insight in some of the experiences he gained during his stay in the fastest developing country of the world.

University = good school
The word university in China means merely a very
good school. This university is not an academic
institute; it focuses only on education and has no
research department. I have taken part in three
classes and every time I was more than welcome.
Students and teachers are very curious about
Westerners, as there are still very few of them in
Wuxi. Many of the students study hard to learn
English, but they can hardly practice. When the
students have class, the teacher starts talking
about a subject (in Chinese) and after an hour or
two, he stops, asks if there are questions, and thus
the class is over.
Besides looking at a talking teacher I did a lot
of project work. Working together with Chinese
students is nerve-racking, as they are not very
independent workers; the teachers decide if an
idea is good or not, full control and responsibility
over process in design very rare. However, this
became quite amusing and very useful to me for
learning about the Chinese way to design.

Designed in China
Some say China is the ‘factory of the world’, and
currently this still may be true. When I arrive

at the railway station of Wuxi I am greeted
with large advertisement posters of ambiguous
machinery for the metal industry. The amount of
industry here is amazing! However within fifteen
years I would not be surprised to see the –made
in china- mark being replaced with –designed in
China-. Hundreds of design schools have opened
the last ten years (God knows where the teachers
come from) and students are ‘fighting’ to get into
the best universities. The School of Design within
the SYTU, being one of the best, receives 20000
applications annually and accepts 300 of them.
However, I do not get the impression that we have
to be afraid to be overruled by Chinese designers
in the near future; instead we should try and get
the best out of cooperating.

People
First thing that I noticed during my stay was
the sheer amount of people! There are people
everywhere, finding a spot without people is a real
challenge. This had an impact on Chinese people
too; they do not really have a personal space.
They do not have that holy ‘aura’ of 30 cm around
them. In the university most students live in the
dorms and share one room (without heating) with
three other students.
Aside from the little differences I was amazed
by the similarity in the European and the Chinese
people. Beside different table manners and a total
misunderstanding of quality there is not much that
makes a difference. Especially in emotions, I now
see that we all share the same craving for better
quality of life, everywhere.
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‘Sentry’

Move your… game controller, second year project, domain Health

It is commonly known that children don’t exercise enough;
dozens of projects are done on this topic at the faculty of
Industrial Design. One of these projects, ‘Move your… game
controller’ focuses on the target group blind children.
The project is a cooperation of a second year Industrial Design team and the
Accessibility foundation. This organization is founded to develop games for disabled
children, such as games for visually disabled children.
One of the games developed by the Accessibility foundation, ‘The Gnawlers’, is
made for blind children between ten and fifteen years old. In this frantic mousedriven audio shoot’m’up game, the child is to protect the Stanley’s Department
Store from a massive invasion by small yet very persistent alien creatures known
as Gnawlers. These bug-like horrors will sting, bite, nibble, and gnaw until there is
nothing left of you to chew on.
The goal of the “Move your… game controller” project was to design a game
controller for this ‘Gnawlers’ game that stimulates physical movement.
This game controller is named ‘Sentry’; the game is controlled through body

movement. The controller is held with both hands and the backside is placed
against the stomach. By moving left and right and by moving the controller up
and down, the direction in the game environment will be changed. The child gets
feedback when a Gnawler is nearby, small pins which represent these Gnawlers
will come out of the shell and push against the hands of the child. When the child
pulls the trigger, vibration motors are brought to action, making the child feel the
power of the gun he is using in the game against his or her stomach. The child can
select different kinds of weapons by pushing a button on the left of the hand grip.
Different user tests with working prototypes proved that the feedback did enhance
the experience of the game for the blind user. With this combination of sound
direction and haptic feedback, the child has control over the game environment
and hence the child is stimulated to move.

Project

Reaction from Henri in ‘t Groen, program manager Health
Due to developments within the Domain Health
several educational goals have been redefined.
One of these goals is to help students to develop more empathy for the user.
To do so a general theme is given to a group of
projects, in this case the second year projects.
Their theme was blindness; the second year
teams had different subtopics but had the opportunity to learn more around the theme by seeing

and hearing each others output. This specific
team had to develop a game controller which
provokes blind children to move more and thus
develop their motor skills. The final concept for
this team uses body movement to control the
game; not only the arms and hands, but also the
torso is needed to play the game. Although the
target group concerns blind people, a good lay
out helps to stimulate non-blind people to get
involved as well.
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Text by Frank Elbers, Jan van der Asdonk, Martijn Jansen
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When designing from a user-centered starting point a
common approach is to use a problem statement. ‘Oh
my god! I cannot call someone when I’m not within 3
feet of my telephone!’; thus we invent the mobile phone
(because it’s mobile). We fill all our needs by looking at
our problems; ‘what time is it?’ (the clock), ‘how can I
listen to music without carrying my dolby digital dts 12.8
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Each year a weekend full of design is organized… the
National Design Weekend. In this weekend Industrial
Design students from all over the Netherlands gather to
practice their passion: design!
This year the event took place in our ‘home town’
Eindhoven. The organization thought up a challenging
theme: ‘Make Industrial Design more visible in the city’.

On the 10th of January in 2002, Study Association
Industrial Design Lucid was founded. “Time flies when
you’re having fun”, brought us to the 10th of January in
2007… the fifth anniversary of Lucid. This memorable
moment will be celebrated in many ways, beginning with
an outside drink starring the famous Lucid caravan. While
enjoying a glass of gluhwein or hot chocolate, visitors
will get a preview of the book in which we look back at
five years of Lucid. Deadlines were not chosen to occur
within the next two weeks, therefore a quick dinner will

blu-ray home cinema set everywhere I go?’ (the ipod),
‘how can I get to the 1st floor without hauling my ass up
the stairs?’ (the elevator), and so on.
Although this method might be applied to a lot of design
routines, this does not automatically guarantee success.
Why force ourselves in finding a solution to an existing
problem? What do we do when we have a product that
innovates but is not actually a solution? I guess it is time
to do something we are good at; creating problems.
Though creating a problem is not the best solution to the
problem of having a solution without a problem, it is still

The cities Delft, Eindhoven and Enschede each provided
different projects for the students to work on. A gift
shop from Delft asked for a promotional gift and the city
council of Eindhoven wished a new way of promoting
activities in the city.
The students were divided in teams of four. I was placed
in a team that was challenged with the assignment
from Delft; design a promotional gift. Our final concept
was a porcelain windmill. When its wings go round, the

Other

served in the Ludic. On January 24th, those who supported
Lucid during the past five years are invited to celebrate
their dedication during an exclusive party at Playerz Dinner
Dance. An extensive ‘round the table with’ lecture will
feature three unique lecturers, bringing you their message
between the courses. As a highlight of all activities,
Industrial Design students and staff members will mash
up their musical skills during the Mash.iD. On the 7th of
February, everyone is invited to this evening filling program
at the Effenaar.

the question whether this problem justifies the solution
to such a degree the solution does not become another
problem of the problem we started off with. Maybe
the problem is forcing us to see things through blinders;
we might not be able to gain 100% creative input; thus
limiting our design. So the problem statement creates a
creative limit. In other words; by designing around the user
I create a limited view to my creativity. In layman’s terms;
the user is ruining my creativity. Damn you, blasted user!
How do we solve this problem? We might just bluntly
consider the possibility of not giving the user any input

company logo will light up. To add a social aspect to the
actual giving of the present we made up a story about a
myth from Delft.
In a nutshell, this myth is about the first ever painted
Delfts Blue tile. The picture on this tile was a milk maid
which became so famous that at some time almost
everybody in Delft owned a similar tile. Even the famous
painter Johannes Vermeer drew a painting of this lady.
Nowadays the milk maid is still seen as a symbol of luck.

10 January - Outside Drink
10 January - Presentation of anniversary book
17 January - Lucid dinner
24 January - Private party
5 February - ATM Lecture
7 February - Mash.iD

at all in the creative phase, but that will not satisfy the
researchers. Maybe it is not to design around the user, nor
is it designing for the user. Perhaps it should be something
like: designing-around-what-you-think-the-user-will-needand-want. Because if he doesn’t know, who is going to tell
him? I guess it’s going to be you; the designer!
The designer: a medium, getting the user in touch with his
most inner desires, and satisfying that unknown thirst! Or
did that come out all wrong?

The person who gives the present shows the receiver
that the windmill also contains a picture of the milk
maid. He can explain that this represents the luck in
collaboration with the other company.
In just two days we managed to think up an original
concept, make a scenario, a good sketch and a quick
model. This kind of speed design felt really good. The
pressure of time pushes you to make decisions which
turned out to be good afterwards!
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