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Imagine-Arise-Excite, the final edition of
this year unites our trilogy. It is the crown
on everything we have achieved. We have
left our mark and made our presence
noticed. This is our legacy.
Our lucid dream has come to its concluding
stage: taking control. Not every story is a
success story, until you make it one. There will
be people in your life and career as a designer
that try to bring you down, but that only means
that you stand above them. By trusting your
skills and doing what you love, dreams can
come true. This edition is all about that. You
will uncover people that have come to know
themselves through their way of designing.
Their focus has determined their reality.
When life gives you lemons
Times are bright. As is the future. We have
gone through a transformation and it has made
us indisputably stronger. With it, we have laid
the foundation of what will become a new
generation of UNiD, constantly innovating and
inventing new ways to excite our readers. I
am grateful for the opportunity that has been
given to me and I want to thank everyone
who has helped to make it happen. With the
upcoming year in mind, there is only one
question left: What’s next?
See you around,
Alain van de Ven
Chief Editor
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CURRICULUM VITAE

Industrial Digital Designer
Imagine you’re a coffee addict on a budget. You
cannot stand the taste of your cheap instant
coffee anymore so you’re spending way too much
money at Starbucks, trying to fulfill your coffee
needs. It’s time for a coffee machine. You search
the internet for days, watch entire reviews on
YouTube, and ask your friends, family and cat for
advice. During your search, you find the most
beautiful functions for your soon-to-be favourite
device. Of course you want to have a milk frother.
And does the device have to basically unfold
itself to fit your mug, with the size of your head,
under the coffee dispenser? Definitely. And what
about this coffee machine with corresponding
app? It gives you the opportunity to turn it
on remotely via Bluetooth. Sounds handy! You
do have to place the capsule in the device by
yourself though. And no, your favourite mug
won’t magically appear under the coffee outlet.
So, there’s actually not really an advantage of
this app, except for being able to postpone the
action of pressing the power button. You decide
that’s probably not worth the hundred euro extra.
You have a beautiful finger, which can press a
physical button just as well as a digital one.
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Nowadays digital design is
interwoven in a lot of our
devices. Many things come
with an app, such as our lovely
coffee machine, or disappear
from the physical world
entirely. Do you remember
the last time you wrote a
letter to someone, instead of
an email? Signs are showing
that industrial designers
are may be slowly becoming
digital designers. Should we
brace ourselves for this digital
future and adjust our CV? Or
will physical designing always
be part of our job description?

visuals. You must thus
think of everything that is
created and produced for
viewing on a screen, such
as apps, websites and 3D
modelling. According to the
same sites, these designs are
linked to electronic, physical
technology. The physical
design isn’t part of digital
design, but they are almost
always closely connected. If
we look at the daily tasks of
a industrial designer at this
moment, both the physical
designing and the digital
designing are important.

Defining digital design
In order to conclude whether
we are becoming digital
designers, the digital
field must be defined
first. According to several
university websites digital
design is a speciality in the
field of graphic design where
creative and computer skills
are combined to design

Impact of AI through digital
design
Since digital design needs
physical design to exist, it is
not likely that physicalities
will soon disappear. However,
it is probable that less and
less products will be put into
the market without a digital
part. This can be explained
by the growing interest in AI.
As Amy Webb explains in The
Big Nine, How the Tech Titans
and Their Thinking Machines
Could Warp Humanity, AI
intersects with every aspect of
our lives, from health, housing,
agriculture, transportation
and sports to love, sex, and

“You have a beautiful finger, which can
press a physical button just as well as a
digital one.” - Elsa van Dam
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death. It is everywhere and
offers opportunities as well
as dangers. The acquired big
data through digital designs
is needed to give room for AI
to grow. AI will most likely
change our world. This impact
cannot be underestimated.
Because software is quite
new and traditional design
has been around since the
beginning of man, there is
a lot more to explore and
discover within the digital
world. As a designer you are
closely connected to your
user when you add an app
to your product. Reaching
and influencing society is
easier when AI is part of your
product. By adding digital
design to physical design,
the possibilities and the
impact of the design increase
enormously.
Role of industrial designers
Whether we are becoming
digital designers instead of
industrial designers is to a
great extent a discussion of
semantics. What you mean by
digital design and the extent
to which you want to apply it
in your work is something you
should define for yourself.
It is not to be expected

that physical products
will disappear in the near
future. Man’s materialism
is holding that back and
more importantly our world
isn’t ready for such a radical
change yet. We do not have
to be afraid that we won’t be
able to express our love for
physical design in the future.
However, we do need to take
into account that digital
design should be part of our
set of skills. It will increase
our opportunities and impact
and is needed to feed the
interest in AI.
What makes industrial
designers unique is the
fact that we’re not digital
designers, but we aren’t
traditional product designers
either. Interaction is
everything and both worlds
are equally important for
desired change. We are the
link connecting the physical
and digital worlds with our
products.

text elsa van dam
media ramon schollaardt
graphics rosalie oomen
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ART &
DESIGN

vs

The constant question

of

SCIENCE &
TECHNOLOGY

art versus design

Located in Natlab at Strijp-S: Baltan Laboratories - a lab
that works on the crossroads of art, design, science, and
technology. As stated on their website, “the lab functions
as a collaborative mindset and network, connecting curious
individuals and organisations.” Their main output is a a
space for reflection, research, and experimentation. This
sentiment also shows through the interview we had, as
anyone interested in the topics is welcomed to visit their
activities.
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vs

EXPERIENCE

USER
EXPERIENCE

A: “I would say design is the practical
implementation of art. It revolves around a
user experience, rather than an experience.
But, no matter the differences between the two,
design isn’t not art either.”

We sat down and talked with Abraham
Meeuwsen and Leif Czakai. Before diving into a
discussion about art, design, and expectations,
let’s start with some introductions.
Leif started in Germany, but the focus of
education was not what he was looking for. The
definition of design seemed more narrow and
restricted in comparison to in the Netherlands.
At the Design Academy here in Eindhoven
he focused on food related topics, though it
mostly fell in a wider scope: addressing social
topics through design. It is about bringing
people together; participatory design; involving
people in the design.
Abraham’s background lies in film making and
art. This mostly brought him to a practical,
hands on approach. His work revolves around
the narration and outlines of a project - how do
you get people on board.
With both focuses on art as well as design,
we get to our first topic of conversation: the
discussion of art versus design. The general
concept of the two, together with the concept
of working in the field lead to quite a few
insights:

L: “To me, design can be defined as when you
give definition to a phenomenon. Art tends
to stay away from that, though the two can
definitely go hand in hand. Design is also
becoming more open, people are getting
involved more in the process.”
A: “Within the world of design, there is a lot
of overlap in the two. In practices, however,
they are two different fields. They work with
a slightly different perspective and approach.
Both in art and design it can be a struggle
to get your work financed. Grants can lead
to limited thinking, restricting you in a way.
However, design can be more direct, and
requires less consensus.
“There’s a difference in the tradition it comes
from, and in the result you aim to get through
it. It’s about design versus art, but also about
knowledge versus product. You can also find
a general trend emerging. People are less and
less content with close-end products,. We as a
society are more into the phase where we are
open to multiple purposes and hackability in a
product.

KNOWLEDGE

vs
EXPERIMENT
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RESTRICTED
vs

BROAD

L: “The separate disciplines become very direct
when mixed up together. It makes them more
approachable in a way. You don’t need to be
aware of the field behind it to make sense of
art or design.”
Working in the field of design, what advice
would you give to (Industrial) design students?

L: “I also think this is a natural evolution in the
way products are seen. As a designer you are to
have an understanding of the different factors
at play, and the different disciplines involved.”
Next to art and design, Baltan Laboratories
mention technology and science. How do those
fit in to the work that is done here, and how do
they link to art and design?
A: “Technology and science can be used as
a tool in art and design. There is space for
research, but the results are much more
organic. For example, we are currently
doing a project with a mathematician who
combined music and astrophysical data. It isn’t
necessarily about the mathematical concepts
behind it, but those do carry it to a different
level.
It helps to open up conversation to topics.
Design and art are a global language that is
accessible to people. It doesn’t require prior
knowledge or context, yet it can still educate
people in a way, sparking an interest in topics
generally linked to technology and science.”

text emily van leemput
media bart bolluijt
graphics ilse faber

A: “Stick to what you believe in and see quality
in it. Dare to stick to your own story. In the end,
it is not one project defining who you are - use
projects to learn through and shape who you
are in the totality of projects.”
L: “Explore both commercial and artistic sides,
and mostly try to grasp an understanding of
both of them. Being a student in an academic
environment, you have the opportunity of
exploration - use it.”

PRO ECT

vs

YOU
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Foundation
We Are

I sat down with Kornelia Dimitrova to learn
about Foundation We Are, and what it’s like
being the head of research of a creative
team.

How did it start?
In 2016, Bernhard Lenger,
the designer who started
Foundation We Are, met
a group of human rights
defenders via an organisation
called Justice & Peace in The
Hague. This meeting resulted
with the idea to create the We
Are Human Rights project.
He lobbied for the realisation
of this collaboration between
designers/architects and
human rights defenders.
In 2017, he invited me and
6 designers to join him in
developing the project. As a
result, Foundation We Are
was established in January
2018, to bring in all of our
expertise together and create
an organisation which can
confront one of our main
questions: If design can make
the world more aesthetic,
efficient and comfortable to
live in, why can’t it make the
world more just and fair?

The Foundation We Are design agency was set up to promote
cross-overs between design and the fields of law and ethics.
This seems to be needed on both sides, as more designers seek
to operate in a way that goes beyond aesthetics and addresses
ethical problems.
How does it work?
There are specific areas in which design can intervene. There
are instruments, organizations that every society has, structures
that it follows. Through design thinking, we can learn about how
they have been created, and how they can be redesigned.
In one of our upcoming five programs - Justice in the
Anthropocene, we are asking: who could be responsible for
events such as heat waves, natural disasters and hurricanes?
We more or less know who is going to suffer - it’s usually the
more vulnerable communities, but who is actually causing
it? My project ‘Triangulating Evidence’ addresses the need to
collect information and proof of large-scale crimes where the
perpetrator is difficult to pinpoint in a way that courts can
accept as evidence. Land rights disputes are often triggered by
the need for resources, but they turn into intercultural conflicts.
The project asks how can we build shared truth in a way that
is just and fair? These kinds of questions should be considered,
as once you start researching, you find that being a victim or a
criminal is not black and white anymore, life is very complex
and the complexity is where we want to work in.
What is your role?
Everybody in our team has their own way of designing - we have
made campaigns, installations, tools, games, movies. We made
a publication to have an overview of the projects and reflect on
them, highlighting our discoveries. Its very important for us to
create knowledge and then share it.
As the head of research, reflections and observations are
something that I took a lead on. I actively try to bring things
together, in relation to existing practices, guiding and suggesting
fields of knowledge my team should refer to. By building the
story with arguments and a strong foundation to what we are
saying, we are not only trying to provoke, but to know exactly
what and to where we are contributing.
We are eager to create new knowledge and share it by making
cross-disciplinary publications and exhibitions about our
projects. Starting in a few months, we want to operate as a
platform for designers and organize design related events of
different types and sizes. Thus, we are open to be contacted by
designers who want to challenge what design is and Who We
Are.
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Who creates
tomorrow?

The paths of the four morgenmakers
intertwined a little less than a year ago to
maximize the impact of their work. Maaike,
Fiona, Tove and Mieke are social designers
- together, they design connections. What
surprised me is that they have that kind of
energy that only people who truly enjoy their
work do. The morgenmakers find their work
meaningful. Being a vision-driven studio, all
four of them want have a significant impact on
social and sustainable problems and thus make
a change in the world. This reflects in the way
they approach their numerous projects in areas
that range from sustainability and energy
transition to social aspects and integration.

What is social design?
One of the many ways to explain social design
and what matters most to the morgenmakers
is shifting the focus of the system to the
people in such a way that facilitates new
ways of collaboration, where everyone who
participates in a project is on an equal level of
mutual understanding; not separating them
in a hierarchy of experts and “the others”,
but valuing what each of the people has to
contribute from their own strengths.
Design is a way of thinking as well as an
approach on itself for the morgenmakers. They
have five design principles that guide their
work: Human centered, Bottom up & Top down,
Iterations, Doing and thinking and Context
awareness.
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With these principles in mind, they tackle
between 10 and 15 projects at a time, most
of which span over a longer period. Here,
communication is key - one moment it can
be that they are meeting with the client,
discussing the way they’ll approach the
project, and the other minute they’re sitting in
a room with a person who wants to participate
in the project, talking about his personal life.
That’s exactly the bottom up and top down
approach working together - taking these
different perspectives and merging them into
one complex image of the situation.

Answer 2: They need to care; about where
society is going, about people, be open for
dialogue and new perspectives. They should
be doing it because they believe in it. Talking
to other people is also such a big part of our
job, and you need to be flexible and be able
to adjust the way you speak to fit different
situations. That’s something they would
need to be good at, since you can’t talk
with the same kind of language to all these
stakeholders. However, most importantly, if
you aim to be a morgenmaker, do so because it
would allow you to do things you believe in.

What would a student have to do to become
a morgenmaker?
Answer 1: They need to be open for a random
morgenmakers dance moment of the day!

text alice sibiescu
media bart bolluijt
graphics alain van de ven
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DES GN NG L GHTS
AND SPACES
I met with Koen Appels in Atlas, which was still called the Main Building last time he was here. He wanted to
share what it’s like being an ID alumni and his experience working for a company.

How did you go from studying to working?
BBefore taking my internship at Het Lux Lab,
I took a half a year break from university to
focus on finding something I really wanted to
do and decide which internship fits me best.
During then I practiced my skills and got an
overview of what I’m good at. I focused on
visualization skills and got in touch with Het
Lux Lab for an internship.
The internship helped me to find what I am
capable of doing, and what I liked doing. It
offered me many things to try out and of
course I made a lot of mistakes, but when I look
back, those mistakes were the key learning
moments where I learned what it’s like being a
designer.

What do you at Het Lux Lab?
I work there part-time, which means that I
have time to focus on development in other
areas, but I started out by helping visualize
ideas and concepts. Then it felt like somewhat
of a mix between Industrial Design and
something completely different. Yes, you are
designing something, but it’s not specific
objects, you can’t touch what you make. It
opened up a new way of seeing and thinking
about public and private spaces. Now that I
am working there for 3 years, I understand
how big the world of lighting is, different
people and different techniques, and I am still
scratching the surface and getting deeper.
Now I’m starting to understand what light does
to people and what people actually want and

I really liked working hard on something and seeing it being
implemented in real life - that’s a really cool feeling.
After going back to ID after my internship, I
decided to focus on light, but I felt like the light
aspects in the university was shifting in a di
fferent direction so I got in touch with Het Lux
Lab again.

expect from their environments. Going a step
beyond to understand people is something
that’s unique to Het Lux Lab, which is why I
can learn so much.
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Another thing is that in university you are
surrounded by people who are a bit like you,
some are bit more technical or creative, but
you understand each other. However, while
working I have to communicate ideas to people
that are so different, they interpret each detail
of my sketches differently. I had to find my
own way to communicate with others, which
was part of me developing my vision on light
and design.
What would you recommend to design
students?
I think it’s really important to find a way to do
what you like, what you want and what you
can. It’s really important to practice many
things to find what you are capable of. Then, if
you find something that you like, start from the
basics and work your way up.

text linas gabrielaitis
media emma roodbergen
graphics lisa laugs

CUBE DESIGN MUSEUM

CUBE
SUMMER
CAMP

Nature:
collaborations in design
Engage with nature and co-create with designers, artists, scientists,
and other stakeholders, to design a more harmonious and regenerative
future, in which nature is perceived as a guide and partner.

Are you a student or recent graduate (<5 years)
interested in nature and design? Are you eager to
invest in your professional future? Do you want
to devote four weeks to a design oriented challenge
in a multidisciplinary team? Are you an open
minded, optimistic and adventurous team player?

Apply for Cube's Summer Camp
Nature: collaborations in design
Be inspired by Nature – Cooper Hewitt Design
Triennial co-organized with Cooper Hewitt,
Smithsonian Design Museum, New York.
Learn from designers, experts, students and
museum visitors. Experiment with design
thinking and co-creation methods. Enhance
your communication skills. Boost your creativity
and broaden your perspectives!

gesubsidieerd door de Provincie Limburg

Conditions
• Four weeks full time programme in the
Cube design labs
• Masterclasses, coaching sessions,
presentations, and co-creation with visitors
• 8 Jul. – 4 Aug. or 5 Aug. – 1 Sept. 2019
• Availability on weekend days required
• Compensation or accommodation included
• Masterclasses are part of Cube’s IMPACT!
programme

How to apply

Send your motivation and CV before 23 June
2019 to info@cubedesignmuseum.nl
More information: contact Anja Köppchen
a.koppchen@cubedesignmuseum.nl

Cube Summer Camp
is part of IMPACT!
programme for the creative
industry & SME's in Limburg
impact.cubedesignmuseum.nl
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education

Will it Fly?
In a building quietly tucked away in the far east end of the campus,
a group of students diligently work towards realizing the dream they
had envisioned at the start of the year – building a fully autonomous
indoor drone. Bluejay is a relatively new student team, established in
2015, yet they have made significant progress towards building the
autonomous indoor drone – the first of its kind in the world.
There are 4 main sub teams within Bluejay,
Hardware, Software, Artificial Intelligence (AI)
and Interaction that work together to make
sure the drone can fly autonomously indoor
and provide a safe, helpful, interactive and
quiet solution to various indoor challenges.
These challenges are not fixed – instead each
year the team decides what kind of indoor
scenario they would like to tackle.
“I think the best part of being in a team like
this is the atmosphere when we are working
together” Rik Benoist, Bluejay Team manager
remarks, whilst nonchalantly balancing
some invoices. “We are from different
departments at the university, including
Mechanical Engineering, Physics, Industrial
Design, Software science and Psychology and
Technology, but we always help each other out
with our expertise”.
This is often the case in multidisciplinary
teams, but the atmosphere in Bluejay seems
to be one that is closer and more cozy that
some of the other more well-known teams. “I
joined Bluejay as a physics and mathematics
student, but being in the software team I was
able to learn a lot and use different software
like Robot OS, C++ and Python” says Thijs
Jenneskens. Bram Peters, a Psychology and
Technology student says “Most of my study
consists of theory, so it’s really nice that I have
a place to be creative and apply what I learn in
a practical sense”.
In terms of tasks, the hardware team is
responsible of making the drone fly and
working on the physical elements. Software

takes care of flight planning, localization,
obstacle detection and basic flight controls.
The AI team looks into improving the
interaction and enables the drone to detect
emergencies using deep learning. The
interaction team works on making the drone
as people – friendly as possible. This includes
incorporating emotion detection, where
the drone can monitor one’s emotions and
effectively provide assistance.
“I feel that it’s a wonderful place to practice
and apply your skills in a professional context”
says Pablo Traversat, an Industrial Design
student. “I am able to 3D model, 3D print and
laser cut parts for the drone – which can be
challenging at times but is a great way to gain
experience”.
Speaking about the role of drones in the future,
Thijs says “Drones will be invaluable in the
future. As soon as we overcome the challenges
imposed by safety and sound, drones will
become a socially acceptable helper for
humanity. Being able to fly over large crowds
and buildings, drones will be able navigate
through hard to reach locations quickly, and
could be used for a variety of use cases, most
notably delivery of packages and surveillance.
For the latter, which is what we are focusing on
this year at Bluejay, their ability to move and
film from all angles, even in outside areas, will
give them a crucial edge”.

text vim gunatilleke
graphics anne jenster

21

adventure at
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You may know her as the
former treasurer of Lucid or as
a successful intern at Alten.
Janita Bolhuis made her way
through the selection process
of internships after being a
board member for a year. We
interviewed her, to find out
what the tips and tricks of
obtaining and successfully
finishing an internship at a
multinational are.

How did she find the right fit?
Janita started her journey, by exploring her interests
of what it’s like, as a designer, to work in a company.
This is also one of the reasons why she chose to do an
internship. “ It is valuable to know how you fit into a
company as a designer. ”
Firstly Janita looked at multinationals and companies
with a strong hierarchie, framework and context
bound aspects. However it is hard to actually get
an internship within high-end companies such as
VanBerlo and Accenture. They obtain a lot of portfolio’s
and applications every year, but only have a few
spots. Janita applied for Accenture, got through the
first round, but when she eventually heard back from
the company, she already signed the contract for her
Internship at Alten.
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How did she obtain her
internship?
Through networking.
During the Hajraa volleybal
tournament she came across a
treasurer of Lucid form 8 years
ago. The treasurer’s current
job at Alten was discussed and
through a bold move, Janita
asked if they were still looking
for interns. The treasurer
didn’t know anything about it
but the guy, Peter Jongsten,
that was standing next to her
did. With Peter’s help and a
good visual portfolio, Janita
got an internship with a
defined project. Even though
she didn’t go through a typical
application process she
does have tips for internship
seekers:
Do a lot of networking!
Talk to people of companies,
ask about their Professional
Identity and Vision. Look at
the area you are interested in
and add people on linked-in.
Make a visual portfolio
rather than a textual portfolio.
Companies often need to go
through a lot of portfolio’s, so
presenting a bunch of text,
isn’t the best strategie.
Use presentations, company
visits or previous applications
as starting points. If you point
out that you were already
interested in a company in
the past, you will seem more
motivated.

Experiences of her internship?
Janita worked on a project
within the test department in
Alten. The problem she worked
on was getting recruiters
for automatic testing. She
eventually designed a
robot that explained what
a software test engineer
actually does. When looking
back at her adventure at Alten,
Janita describes that it is an
exceptional multinational in
which, even though they have
a hierarchy, there is a relaxed
and social atmosphere. “ If i
had a question for a business
manager, I could just walk
towards their office and ask
my question. ”
All in all, Janita experienced
a very useful and social
internship with fun coworker
bonding activities from time
to time. Would she go on the
same journey if she could do
it all again? The answer is
definitely yes!
text mirthe visscher
media raquel kuperus
graphics joris laenen
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VISUAL COMMUNICATIONS
From Caves to Computers
Definition: Visual Communication expresses emotion,
feelings, ideas, information and thoughts with a
combination of words and pictures, art, typography,
photography, symbols, movies and/ or sounds.

Humans have been using paintings, drawings
and icons to communicate and document
their lives, long before any languages had
been formed. This form of communication is
extremely important to modern designers as
we use colour and pictorial images to convey
information to be understood by users across
the world. It is meaningful, with the rise of
technology, that companies can communicate
with their users all over the world and that it
will be understood across cultures. Throughout
this article, I will outline the history of using
visual means to communicate.
Development of Language Communication
The first cave paintings were made around
40,000 years ago, they were almost all of
animals and are thought to have been drawn
as a form of hunting magic. Petroglyphs came
later and are images marked on rocks and
many are thought to represent some kind of
not-yet-fully understood symbolic or ritual
language. These are the earliest known forms
of humans creating visualisations, they used
naturally-occurring pigments to colour the
images.
A pictogram is a symbol representing a
concept, object, activity, place or event by
illustration. Pictography is a form of writing
whereby ideas are transmitted through
drawing, they built up some of the earliest
formal communications, with everyday objects
representing certain meanings.

The most common of these writing systems
was the engraved hieroglyphs of ancient
Egypt, they are all more or less figurative:
they represent real or imaginary elements,
sometimes stylised and simplified, but
perfectly recognizable in most cases.
Over time, many alphabets were developed,
using simplified signs to represent spoken
sounds. Alphabets were used to visually
communicate a language, which had before,
only been spoken aloud. Around 500 years
ago, these collections of signs were collected
into books and through the invention of the
printing press, could finally be reproduced en
mass, rather than be copied by hand, in order
to share and spread knowledge.
Portraying Reality
Although the Renaissance saw revolutions
in many intellectual pursuits, as well as
social and political upheaval, it is perhaps
best known for its artistic developments. In
the mid-16th century, the physician Andreas
Vesalius compiled and published the De
humani corporis fabrica, a collection of
textbooks on human anatomy superior to any
illustrations that had been produced until that
point.
In the early 1600s, the explorer Étienne
de Flacourt documented his travels to
Madagascar, and illustrated the unique fauna
there, setting a precedent for future explorers
as world travel became a more feasible reality.
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The first photograph was an image produced in
1826 by the French inventor Nicéphore Niépce
on a polished pewter plate with a camera. In
July of 1888 Eastman’s Kodak camera went
on the market with the slogan “You press the
button, we do the rest”. Now anyone could take
a photograph and leave the complex parts of
the process to others, and photography became
available for the mass-market in 1901 with the
introduction of Kodak Brownie.
New production methods led to the separation
of the design of a communication medium
(e.g., a poster) from its actual production.
Increasingly, over the course of the late 19th
and early 20th centuries, advertising agencies,
book publishers, and magazines hired art
directors who organized all visual elements
of the communication and brought them into
a harmonious whole, creating an expression
appropriate to the content.

The future will no doubt
be digital, but how we will
find to communicate across
languages and cultures is
yet to be seen.

The Computer
In the mid-1980s, just 30 years later, the arrival
of desktop publishing and the introduction of
software applications introduced a generation
of designers to computer image manipulation
and 3D image creation that had previously
been unachievable. Computer graphic design
enabled designers to instantly see the effects
of layout or typography changes without using
any ink in the process. Not only did computers
greatly speed up and facilitate the traditional
design process, but they also gave a completely
new outlook to sketching and idea formation,
encouraging designers to create endless
generations of one word/concept.
The Xerox Star which in 1981 became the first
ever consumer release model to use icons.
These icons such as trash cans and folders and
printers have remained nearly unchanged all
the way through to today. The Xerox Star is not
particularly well-remembered and it took the
release of the Apple Lisa in 1983 to make the
use of icons as part of a GUI popular. The icons
on the Apple Lisa were nearly identical to
those on the Xerox though some of them were
drawn with a little more attention to detail.
Adobe Photoshop—first released in 1990—
even on its own changed the face of graphic
design. Photo manipulation created a whole
new subcategory of graphic design, blending
together elements of photography and
illustration.
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Visual communication is
extremely important to
modern designers as we
use colour and pictorial
images to convey information
to be understood by users
across the world.

Apple gave the Macintosh line a reboot in 1991
and introduced colour icons and a “raised”
effect that showed clearly that the icons were
meant to be “clicked”. Then Apple raised the
bar again in 2001 through Mac OS X (v 10.0) and
the “Jelly Mac” came equipped with the most
realistic icons ever seen.
Though Microsoft was also refining icons
that year and Windows XP came with icons
that all use a single light source with a semitransparent drop shadow.
The progression of visual communication from
cave paintings to digital software can serve as
great inspiration, but what the future holds is
up to you. The future will no doubt be digital,
but in terms of ways that humans will find
to communicate with each other, across all
de hum
languages and cultures, is yet to be seen.
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hum
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coordinating internships
and more

31

Annaluisa Franco started working as the Internship and Network
Coordinator within the Industrial Design department about a year
ago. Having a background in design and later on specializing in
academic management, she had been working in academia for about
12 years in Italy before settling in the Netherlands five years ago.
How would you relate your job in academic
management to design?
I think what I take most out of my background
is the skill of problem solving and of
facilitating things to happen. As designers, we
tend to be oriented towards solving problems
of society and pushing things forward, and I
find that to be a very good combination: being
able to bring multiple stakeholders together
to solve a problem, to see everyone’s point
of view and understand the context so as to
have a clear image of the issue, and to create
solutions as well as a plan to reach the final
goal.
What do you think about the way this
department handles design?
The department deals with design from an
engineering point of view, so it is already
quite specific. Here, design is focused more on
context-awareness rather than on the object
itself, and this drives you to be aware of the
world around you. It also therefore provides
a crucial reason to push innovation forward:
it’s not just innovation for its own sake, but
because there are things that really need to
change.

Network
What are your responsibilities as a network
coordinator?
I am in charge of reaching out to companies,
maintaining relationships, strengthening

agreements, and seeing if there’s other ways to
collaborate. We have companies working with
us within squads, as internship providers, in
research and as project providers for Master’s
students - we have a really good network
which adds up to about 200 companies. These
companies are very diverse - they can also
be other kinds of institutes such as hospitals,
municipalities or research institutes. There’s
also a large part of companies that are startups
or just past the startup phase, some of which
come to us through our alumni - you can tell
that students are proud and happy of this
university and they want to come back and
keep up that collaboration, and I think that’s
really the best sign of a successful system.
How does the department collaborate with
these companies?
It depends on how they want to collaborate,
but what we like to do is solve problems
together. There are four types of collaborations:
squad, internship, project and research; then,
depending on the issue, timeframe and budget
both parties have, we reach an agreement.
Of course, it has to be aligned with our own
research. We don’t take on projects that are
not related to our mission as a department
- in that sense, we are quite selective with
the assignments we choose to take on. This
university is very lucky to have the luxury of
choice - we are able to select what projects
we take on. It shows that the university is of a
top level, having high standards and plenty of
opportunities for everyone involved.
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Internships
What is the procedure like
when it comes to student
internships?
Internship coordination
is essentially a service for
students informing them
about the possibilities,
help them figure out if an
internship is the suitable
option for them (and if so,
what kind of internship), and
eventually guide them along
their process.
Students should know that
they can reach out to us
any point throughout their
internship phase. If, for
example, the balance between
the demands of the student
and the company becomes
uneven, a lot of students don’t
ask for help until it’s too late. If
they feel that is the case, they
should come and talk to me,
the company coach or their
study advisor. Fortunately, we
now have agreements with
the companies where that is
clearly stated, so the problem
is encountered less. Students
should ask for help in case
they are struggling, as there
will always be staff to support
them.
What do you recommend to
students who are looking
for an internship, but do not
know where to start?
There’s really no magic trick
- you just have to go and
approach the companies!
What I advise is that
students make a top 10 list of
companies that they would
ideally work with. You can
give it a shot even if they don’t
have an open vacancy that
specifically seeks industrial
design interns. If that doesn’t
work out, what you can take
away from it is the criteria

that led you to choose those
companies. Why is it that you
would like to work with them?
Let this guide your search for
an internship.
Moreover, know that
companies are aware that
you don’t have plenty of
experience. Negotiate: state
what you would like to
learn, how you think you
can contribute and see if it
is a match. Put forward your
strengths - design thinking
and positive attitude count as
well!

outside of your comfort zone,
it takes you in a different zone
altogether. There are different
skillsets to be learned, which
you will apply really quickly
later on. There is a lot of value
to be gained by exposing
yourself to different situations
and seeing how you do. Most
of the time you’re not going
to be a student - I find it
invaluable in that sense for
looking ahead and getting
ready for what might come
next, as well as for your
strengths a lot better

What would you say is the
value of an internship?
It’s a very constructive
experience and a good
exposure to a different
system and mindset. Within
a company there is different
terminology, structures, and
you will be treated not as a
student but as an intern moreover, there is a lot more
negotiation involved. It has a
huge learning value, because
not only does it take you

In the end it’s very important
that everyone knows that
this is an university that
offers a lot of opportunities
and demands proactivity
- you have to make your
own choices, and you have
to be satisfied with them.
We provide information,
open doors and services,
but ultimately it is the
responsibility and power of
the students to create their
own path.

“Not only does an internship take you
outside of your comfort zone, it takes you
in a different zone altogether.”

text alice sibiescu
media raquel kuperus
graphics elsa van dam
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SPINNOV

We are Spinnov. We are a Design and IT agency based in Eindhoven.
You might know us from our other company called SmartGoals.
We created; a perfume genie, smart soap dispenser networks,
foldable interactive traffic signs, robot caregivers,
emergency control room applications, interactive play equipment, etc.
We do this for all kinds of clients big and small.
We are looking for ID students with a love for tech to join us.
We are looking for: parttimers, summer job / side job applicants and interns.
We can also function as client for your Bachelor or Master Project.
So are you an Arduino Ninja? A Front-End Ballerina? Or a C-Sharp Rockstar?
Please get in touch -> info@spinnov.com

TINY TRONICS

Quick prototyping needs tinytronics.nl
Pick up your order the same day in Eindhoven

Do you want to work for the UNiD next
year and be part of a wonderful team?
We’re looking for you!

text

media

graphics

Contact us via unid@lucid.cc or ask at Lucid for more information.

pr
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leisure

DESIGNER
Wh ch one do you s and beh nd

the

L i b r ar ian

The Romantic
You are a designer who crafts big and
important ideas in your head. What is a
design without its vision? But when you do
build something, it doesn’t turn out the way
you wanted it to and you start over. Build
smaller things more often, things that at least
represent a tiny part of your grand plan. You
never know what you will find or what new
directions you might head in.

The Librarian
You collect information, connect it and build
stories. You know that there is something
interesting there, you just haven’t discovered
what exactly it is yet. Keep looking for the right
way- combine prototypes, words, sketches,
pictures and movies to express and describe
something that doesn’t yet exist.
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SHIELDS

Every designer deals with the irrational and unknown differently,
each time discovering something new. Recognize yourself in one of
these tribes and use your new shield as a guide when staring the
truth in the eyes.

THE

BLACKSMITH

The Blacksmith
You love designing things and you are good at
it. You do a lot of prototyping, as every decision
you make transforms into a new design.
Sometimes, however, you need to get rid of
your habits and break out of your routine of
making things that you are comfortable with.
Use your crafting skills to design and capture
things that you don’t yet know- new materials,
new ways of crafting, new things to learn.

D E T the

ECTIV

E

The Detective
You are good at discovering new things and
navigating through the world- you discover
a lot of information, inspiration and related
work. You struggle with finding something that
you really want to do, as your design process is
also a self-discovery process. Don’t worry too
much about loving all of the project at once,
notice which parts you liked and take them
with you.

text linas gabrielaitis
graphics alain van de ven
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E a s y L i fe

HANDBOOK
How to choose your winter clothes

When someone asks if you are hungry

How to choose your travel bag with a chair

Wind in the Netherlands

comics fanfei liu
graphics lisa laugs

EXCITE EXCITE

EXCITE

excite - graphics only - alexandra auer
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SUMMER DESIGN
ACTIVITIES

Your dose of design for the summer. Now, we know being a student
also seems to mean constantly waiting for DUO. To make sure you
can explore interesting activities during the summer, we scoured
the internet to provide an overview of activities you can do - taking
your budget into account with a share of free activities. Rather
than only looking around Eindhoven, the activities are spread out
over the country - whether you want to travel to a place you’ve
never been, or stay close to home instead, you will definitely find
something for you.

what to do, where to go?

SEA

Juttersmu-Sea-um
How about adding a bit of
culture to a day at the beach?
Treasures reclaimed from the
sea, found by beachcombers,
are displayed in the museum.
The focus is on the stories
behind the finds, about which
you can always ask the
present volunteers.
Opening hours
Wednesday 13:30 - 16:00
Saturday & Sunday 12:00 - 16:00
Location
Strandweg 2, Zandvoort
How to get there
From Amsterdam Central
station, you can take the train
to Zandvoort aan Zee. After the
30 minute train ride it’s a 10
minute walk.

41

EAST- NETHERLANDS

Landgoed Twickel

Kröller Müller

Groninger Museum

The Twickel estate started
in the Middle Ages. Passed
down from generation to
generation for over 600 years,
the last owner did not have
anyone to leave it to, so she
made sure the entire estate
was preserved as natural and
cultural monument. From the
gardens and park, to the castle,
to several historical buildings,
the estate offers a variety of
sights.

With the second-largest
Van Gogh collection in the
world and pieces by Claude
Monet, Georges Seurat, Pablo
Picasso and Piet Mondriaan,
the Kroller Muller museum
can’t miss on this list. Next
to the indoor exposition, the
sculpture garden reminds you
that you are in the middle of
De Hoge Veluwe National Park.
Ticket pricing also includes
access to the park.

Cost
Forest and nature reserve: €0
Gardens, park, orangery : €5
Vegetable garden: €0
Castle: guided tour including
entree to the gardens: €15

Cost
€14,95 (Museum + park) . This
is the discounted student
admission - don’t forget your
campus card!

Aside from the expositions
inside, the building itself
is worth the visit. After 100
years of being at the previous
location, the new building was
designed specifically for this
museum, opened in 1994. Current
expositions include 100 years
of women’s suffrage (ends 15th
of September 2019); Memphis
Design (ends 31st of December
2019); and The Collection,
showcasing the variety of pieces
owned by the Groninger Museum
(ends 31st of December 2019)

Opening hours
Forest and nature reserve: The
entire year, from sunrise to
sunset
Gardens, park, orangery :
April - October; Wednesday Sunday, 10:00 -17:00
Vegetable garden: May November; Wednesdays and
Fridays; 13:00-16:00
Castle: 5th - 17th of June;
Wednesday-Saturday 28th of
August - 7th of September;
Wednesday - Saturday

Cost
€5 - discounted student
admission, bring your campus
card!

Opening hours
Tuesday - Sunday 10:00 -17:00

Opening hours
Tuesday - Sunday; 10:00 - 17:00

Location
Houtkampweg 6
Otterlo

Location
Museumeiland 1,
Groningen

How to get there
The museum and park are
reachable by bus from train
stations Apeldoorn and EdeWageningen.

How to get there
From Groningen Central Station,
it is a 1 minute walk.

Location
Twickelerlaan 7, Delden
How to get there
From train station Delden, it is
a ten minute walk. Delden can
be reached by train with the
line Zutphen - Hengelo.

Kröller Müller

Landgoed Twinckel

ABROAD

Geocaching

Vent des forets

“The world’s largest treasure
hunt.” Geocaching is a GPS
based game, on which you go
out to find so-called caches. All
caches contain a logbook to
sign with the date, after which
it is returned to its location.
By making a free account on
the website (www.geocaching.
com) or in the app, you can
access the map with nearby
geocaches. You could do this
close to home, or when visiting
one of the activities mentioned
in this article!

Alright - a slight trip south,
leaving the Netherlands for a
perhaps more sunny France.
Vent des Forets is a modern
art museum in the open air.
Spread out over 5000 hectares
of forest, art and nature are
fused in over 100 pieces of art.
From March to September, you
can explore the 45 kilometers
of pathways by foot, horse, or
mountain bike.

Location
To be determined (by you)
How to get there
To be determined (by you)

Cost
The paths themselves are
freely accessible, staying the
night in the forest is possible
in the specially designed
Maison Sylvestre - a stay up to
four people is approximately
€80 a night.
Opening hours
March - September
Location
Fresnes-au-Mont, France

Vents des forets

WEST-NETHERLANDS

43

Sculpture Gallery
Het Depot

Beer Advertising
Museum

Opening hours
Thursday - Sunday 11:00-17:00

Opening hours
Every Sunday between 11:0023:00

Location
Arboretumlaan 4
Wageningen

Location
Haagweg 375
Breda

How to get there
From Ede-Wageningen train
station, take bus 86 in the
direction of Arnhem CS. From
bus stop Arboretumlaan, it is a
10 minute walk.

How to get there
From Breda station (direct
trains from Eindhoven,
Roosendaal, and Rotterdam),
take bus 4 and get out at
Nieuwe Heilaarstraat. This
takes 20 minutes and leaves
you around the corner from the
museum.

Trajectum Lumen

Arcam

Aside from your activities
during the day, you could also
explore Utrecht at night with
Trajectum Lumen. It is a walk
past several artistically lit
locations in the center of the
city. The map of the tour is
available for free at the VVV
information center Utrecht.
Alternatively, you can follow
the indications on the ground.

How about looking into a
different area of design
- architecture. Arcam is
the architectural center of
Amsterdam. Their changing
exhibitions focus on various
current themes of the city.
There’s also the Panorama,
a chronological overview of
the architectural history of
Amsterdam.

Opening hours
Daily from sundown to
midnight

Opening hours
Tuesday-Sunday 13:00 - 17:00

The gallery in the east of the
country has a permanent
exposition on contemporary
sculptures, and a changing
themed exhibition. During
the summer, the changing
exhibition is themed
Counterpart. Next to the
exhibitions, you can also visit
the Arboreta.

Location
Utrecht city center
How to get there
All artworks are at walking
distance from Utrecht central
station

The museum owns the largest
collection of classic beer
advertisements in Europe,
focusing mostly on those
between 1900 and 1960.
Different art styles include Art
Deco and Jugendstil. Next to
the advertisements, you can
also enjoy a beer.

Location
Prins Hendrikkade 600,
Amsterdam
How to get there
15 minute walk from
Amsterdam Central station.
text emily van leemput
media yvonne bruin
graphics renate voss

social media
Next to traveling through the country
yourself, we’d like to challenge you - take
this UNiD with you and share your activities!

#whereisunid
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LUCID.
BAR
The Lucid.Bar and
its events create
a perfect hub for
lucid members
to get together,
party, create and
socialise. From the
thursday drinks, to
lunch lectures, to
everyday hanging
out, it all happens
in one place, the
beloved Lucid.
Bar. But little is
known among Lucid
members about
the management

team that runs the
behind-the-scenes
of organising and
planning of the bar.
We met up with Tjeu
and Lisa from the
Bar Committee, to
discuss how they
keep the bar running
so well, how the
move from Laplace
went and some
of their favourite
memories from the
new bar.
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Lisa is the chairwoman of
the bar management, she has
an overview over the whole
committee, making sure that
everyone is on the same page
and working with the same
vision. “When you have a
committee where everyone in
it is doing their job well and
are enthusiastic, the chairman
doesn’t have to do as much,
they can focus on the overall
running of the bar.” Tjeu is
the board responsible for the
bar, so a major role of his is
communication between the
board and the bar. He is also
the treasurer of the bar this
year.
The move of the bar to Atlas
was obviously the biggest
challenge for the committee
this year. “To build up the new
bar we had hired a bar design
company, and they came here
to work with us to build the
new bar, but at the university,
you have a lot of stakeholders.
We were a little worried about
the new bar being smaller
than the old one, and we can
see that the drinks are a little
more crowded, but we think
that the great place makes up
for it. The big windows and
beautiful decor make it a great

place to hang out in the day.
And of course we have many
outside drinks coming up,
which have unlimited space.”
“Lucid is there for its members
and it was important to us that
the members had a say in how
the new bar would be. Each
week the Atlas committee
asked questions about the
new bar, this was to involve
everyone in the move so
they felt already connected
to the new building. We are
still finishing the last bits of
the move, like we are looking
into a new music system
and finishing up the jukebox,
which was another form of
input from the members.”
“Techno Tuesday was one of
the best events of the year,
from the beamers outside
to the great promotional
stickers. We had two men, in
their 40’s, looking through the
window, so I went to speak
with them, expecting them
to be complaining about the
noise, but they asked if they
had to pay entry to the party.
We even had people applying
to DJ at the event, it was
awesome because we are just

students, organising these
things alongside our studies,
so it’s really great when
everyone has a great time.
Even the guy that cleans the
beer pipes of the bar had heard
of Techno Tuesday because
he’s also an event organiser,
that was crazy!”
Next time you are relaxing
and grabbing a beer in the
Lucid.Bar, take a moment
to appreciate the group of
students that maintain and
run the bar behind the scenes.
text eilis kinsella
media roos vlaar
graphics joris laenen

prices
Hertog - cheap
Juup - cheaper
Can the beerprice be lowered?
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More Beer
= Ultimate
Bragging Rights?
Each year the entirety of Industrial Design looks forward
to the biggest drinking event organised by the association
- The Tokendrink. “It encompasses the very essence of ID
- creates an interactive game that connects people with a
very simple goal - the more beer you buy the more likely
you are to win” says Martijn Dekker. Groups are split up
according to graduating classes, and the alumni serves as
one big team. Each year a theme is chosen and the teams
battle it out to obtain the ultimate bragging rights until
the next year comes around.
Organized and built by the
Difficult Things Committee
(DTC), the Tokendrink is
painstakingly put together to
provide an ultimate drinking
game experience. Some of
the most notable editions
include a “Racing Track”
theme, an “Animated Army”
theme and a “Hacking” theme.
“Each theme is derived from
what the committee would
like to accomplish in terms
of building and coding - so
often times the game is a
good representation of the
committee during that year”
Speaking about the integrity
of the game he says “we try
to keep it as fair as possible we incorporate elements like
“power ups” during the course
of the drink to allow teams
to get an advantage over the
current leader. “It’s all about

timing” Martijn points out. “
You have to order and drink a
certain number of beers in a
fixed amount of time”.
Speaking about the editions
to come, he says “We want to
keep it simpler and bring back
the simplicity of the game
back. We as a committee have
a lot of fun designing and
making the event possible.
It’s crazy to think that 3 to 4
weeks of hard work all comes
down to around 3 hours of
actual game play, but that’s
what makes it satisfying in
the end. We have a lot of fun
during the drink itself and
often times end up being the
most wasted”
One thing can be for sure everybody will be trying their
best to beat S17 - so bring on
the pitchers and livers!
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Tokendrink

the ultimate ID
drinking event

-

text vimukthi gunatilleke
media DSLR committee
graphics iris camps
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category just once on double spread

Got to

GADGETS?
Looking for some inspiration for your project?
Here are some cool, funny, inspirational and/
or useful (?) gadgets and designs you probably
haven’t thought about yourself before!
Landscape charging cable

Do you always struggle to watch a video or play a game on your phone
while charging because the cable is in the way? Well with this gadget you
can just plug the charger in the back of your phone or tablet. This small
gadget will work as a thin extension cord, that can be easily hidden on the
back of your phone.

ELIA—the world’s most intuitive tactile reading system

In 1829, the use of braille was introduced. It is designed around the
outdated technologies of the 1800s. ELIA is based on the Roman alphabet,
introducing a more modern, efficient and easier way of learning for
visually impaired people. Whereas learning braille costs (for previously
sighted people) about 10 months, ELIA Frames can be learned in only 3
hours. By means of the ELIA printer and font, ELIA can be implemented on
ATM’s, books and phones. There is even a keyboard cover, which will help
blind type faster and more accurately.

Drip-free Coffee Mug

Is your table also always covered in coffee stains, from all the coffee you
need to drink to be a decent designer? Well with this minimalistic design
al the drips that leak over the edge will disappear in a small groove near
the bottom of the cup. This will make you the most drip-free designer in
your workspace!

Tanning paper

Know the feeling when you have a deliverable due but your printer ran out
of ink? Or do you feel ink is way too expensive? Well, then Tanning paper
is your solution. It is a solar powered printer which uses the solar heat to
burn the paper. It also has a Solar cell so you can even print in the middle
of nowhere with no power socket around.

Are you, after reading
this text, craving for more
design inspiration? Check
out the website of

YANKO DESIGN.

text ramon schollaardt
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graphics iris camps

EXCITE
III

UNiD magazine is a design magazine brought to you
three times a year with article topics ranging from
extensive interviews with designers to opinionated or
research pieces. It is made by students from Industrial
Design and study association Lucid at Eindhoven
University of Technology. Our goal is to gather
valuable knowledge and information from inside and
outside the faculty and communicate this to students
while also reaching out to others interested in the field
of design. The committee simulates a professional
editorial office where teams of writers, graphics,
media and pr work tightly together to realize a highquality magazine.

Lucid is the study association that supports the
Industrial Design students at Eindhoven University of
Technology in their studies. Lucid organises activities
focussed on education, career and leisure. Ranging
from workshops, creative activities, brainstorms,
excursions, parties and much more, Lucid is practically
up for anything! 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.
cover design Anne Jenster and Renate Voss
media Armando Rodriguez Perez and Roos Vlaar
model Stella Xu

