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Scenario
The lack of solutions for the complexi-
ties of the modern world, such as envi-
ronmental issues, cultural clashes, ide-
ological warfare and the breakdown 
of cultures indicate that we might 
have touched upon the limits of the 
rationally and positively driven prac-
tice of the Western world. Words and 
communication often overshadow 
actions and deeds, instead of jointly 
working towards a solution. We plea 
for integrating knowledge and skills, 
i.e., the cognitive skills of the designer 
as well as his/her perceptual-motor, 
emotional and social skills. We belie-
ve that design thinking, where action 
and thinking are combined, could take 
the lead in developing a new appro-
ach to these global problems. Sharing 
the “language of making” might break 
down the barriers between people, 
ideologies and communities, while, 
at the same time, preserving diversity. 
We see the proposed project as a ! rst 
step towards this ambitious program.    

Aim
We propose to use the power of 
making, conjugated with local design 
culture, to pave the way for a new way 
of communicating and a new way of 
thinking, i.e. “re" ection-on-action, a 
new synthesis”. 

Short Term Perspective
The project proposed in this 
document focuses on eliciting and 
raising awareness. This sharing 
activity leads to the construction of 
a design network between individual 
designers, design research institutes, 
governmental and non-governmental 
institutions, educational institutions 
and (design) companies. 
Our approach starts with workshops 
to be held around the world, in places 
where there is a focus on challenging 
political, social or scienti! c situations. 
During these workshops, designers 

from the participating countries de-
sign products or systems (communi-
cation, services, business, education) 
that empower, entice and seduce pe-
ople to reach the ideals contained in 
the Universal Declaration of Human 
Rights, through “to kalon”, a synthesis 
of beauty and good. With the use of 
such products, we aspire to promote 
the respect of human rights, as part of 
the everyday life of multicultural so-
cieties. We base these workshops on 
the Universal Declaration of Human 
Rights, for we believe in the authority 
of this agreement on basic rights and 
values amongst di# erent countries 
and cultures all over the world.
Furthermore, we believe that the 
designing of products and systems 
should take advantage of the newest 
technologies available to mankind 
and of their integration with the 
locally available “making” skills and 
techniques – saper fare – respecting, 
therefore enriching, habitats and 
cultures.

Long Term Perspective
By applying this approach, the long-
term aim is to achieve a fundamental 
change in thought processes, com-
munication and action. To support 
this, we will build an international 
community, which will work in syner-
gy with the Eindhoven University of 
Technology (TU/e) and the University 
of Florence.  The task of this Commu-
nity is to establish a strong base for 
elaborating and spreading the new 
thinking through action.
Companies and institutions will ! nan-
cially support the project.

www.rightsthroughmaking.org
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INTRODUCTION

Designers transform the world by 
applying their designerly skills, their 
“saper fare”. By doing so, they want 
to make the world a `better` place to 
live. What does better mean? The two 
workshops reported in this book try 
to give an answer to this question. 
At the same time, the workshops try 
to contribute to the strengthening of 
craftsmanship by combining it in the 
world of high-tech. 

“Better “ is de!ned by us as promoting 
the experience of the Universal 
Declaration of Human Rights in daily 
life. This declaration is accepted by 
most signatory countries, and thus 
universally accepted. 
By bringing together students from 
di#erent cultures, the communication 
about the declaration through doing, 
i.e. designing together, is enhanced: 
we believe in communication through 
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KEES OVERBEEKE

We hope you enjoy reading this book. 
We had fun doing the workshops, 
much fun. And we appreciate the new 
encounters, insights, and friendships 
that emerged from them.

working together. Words often divide, 
work unites.
Improving communication is also 
about culture, in this case the culture of 
doing. We are rapidly losing essential 
design craftsmanship, saper fare. By 
using these skills in the context of 
the newest technology they acquire 
a new dimension that will safeguard 
their survival, and indeed, guarantee 
their expansion.

www.rightsthroughmaking.org

encounters, insights, and friendships 
that emerged from them.

www.rightsthroughmaking.org
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This book presents two one-week 
workshops organized by the De-
partments of Industrial Design 
of the Eindhoven University of 
Technology, the Netherlands and 
of the University of Florence, Italy.
The assignments of the two 
workshops are di#erent. During 
the one we held in March 2009, 
students were asked to design 
an intelligent wearable product 
able to enhance social interaction 
in urban environments. The 
workshop we gave in September 
2009 required students to use 
urban light to boost social 
interaction in urban, multicultural 
spaces. 
The main di#erence between the 
two exercises therefore is the phy-
sical positioning of the product 
in relation to the human body: in 
the personal/physical space, in 
the case of wearables, to the city’s 
context, in the case of urban light 
and urban design.
The consequences of this positio-
ning are only di#erent as far as the 
formal qualities of the resulting 
products are concerned, but in 
both cases the products create in-
teraction possibilities with the rest 
of the world, between the ego and 
the alter, which can be both the 
animate - i.e. other living beings - 

and the inanimate world. What we 
asked was to design the quality of 
this interaction, embodying it in 
di#erent kinds of products. 
Products carry values, change 
behaviors, impose limits and cre-
ate opportunities. In a crowded 
planet that hosts almost 7 billion 
human beings, in a world in which 
technology o#ers amazing oppor-
tunities to creativity, in a society in 
which the value of diversity keeps 
growing, it is fundamental to 
steer this societal transformation 
towards ethics. 
We learned the language of ma-
chines, reaching the apotheosis 
of metaphor and representation 
in the design of complex interfa-
ces, covered by constellations of 
non-intuitive buttons. Too often 
technological advancements, 
such as electronic miniaturization, 
is transferred into products wi-
thout thinking about the quality 
of interaction and only for the 
sake of "attering technology itself, 
to indulge in technical virtuosity. 
Many products and services do 
not express, but represent. What 
is the ethical consequence? As an 
example, let’s try to think about 
the consequences that minia-
turization has on people’s life: it 
resulted in small button interfaces 

RIGHTS THROUGH MAKING WORKSHOPS
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(e.g. mobile phones). Fine manipu-
lation is the !rst skill to decrease 
with age, together with eyesight. 
The consequence is therefore that 
such products do not have proper 
regard for diversity, in a western 
society in which people’s average 
age is increasing.   
Designing for quality in interac-
tion with an ethical approach 
faces exactly this issue: it aims 
to address people consisting of 
bodies and minds, spelled by the 
sensuous, soaked in cultural and 
educational baths, endowed with 
emotional, perceptual motor, and 
of course, but not only, cognitive 
skills. In this context technology is 
just one of the possible ingredients 
of a complex recipe, whose overall 
purpose is to create a plate, whose 
sensual result contributes to a bet-
ter life, in which respect towards 
oneself and towards others is at 
the base of every human activity. 
The designs presented in this book 
are explorations in this search for 
a “better life”, in particular in the 
realm of urban environments. Let 
us !rst focus upon the quality of 
social interaction in urban envi-
ronments, before addressing the 
two workshops and their results.

AMBRA TROTTO
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LOCAL IDENTITIES AND SOCIAL CHALLENGES     IN MULTICULTURAL CITIES

This chapter aims to identify some of 
the ways in which the quality of life 
in Western cities can be consciously 
improved. Three factors that come into 
play are what may be called a city’s 
DNA, its changing social balances, and 
its inherent choreography.  
 Article 22 of the Universal Declaration 
of Human Rights implies that 
everybody is entitled to obtain and 
maintain an economic, social and 
cultural environment that is favorable 
to upholding that individuals dignity 
and does not restrict in any way 
the free development of his or her 
individual personality. 
How then, is it possible that so many 
people do not experience these 
conditions and feel restricted to claim 
these rights? Are they shy? Are they 
overwhelmed, maybe overpowered, 
by the social and cultural values of a 
certain majority? Is it fear? Or maybe 
pride? Are they not aware, oblivious 
of the paths that lead to these 
freedoms? Are they obstructed by 
the hurdles of bureaucracy? Are they 
non-emancipated or maybe over-
emancipated? Do they not feel at 
home? Maybe they just like to stay at 
home? 
 This piece is written with a perception, 
not based on empirical analysis 
and – maybe – even a bit naive, that 
Western city dwellers have generally 
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LOCAL IDENTITIES AND SOCIAL CHALLENGES     IN MULTICULTURAL CITIES ANTON NOË
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chosen to live in a city out of free 
choice. Particular features of living in 
a city have appealed to them. Most 
city dwellers consume the city. They 
frequent its parks, squares and streets, 
they are attracted by shopping 
areas, visit restaurants and bars and 
allow themselves to be distracted, 
confronted or amused in museums and 
theaters. The city’s roads, pedestrian 
areas and public transportation 
network provide a usually structured 
maze that allows for mobility and 
transportation. Sport !elds, swimming 
pools, ice skating rinks and countless 
hobby and recreational clubs provide 
leisure. Town halls, hospitals o$ces, 
schools and factories provide the 
functional environment to develop 
one’s personality and economic well-
being. 
Beyond this tangible surface of urban 
infrastructure there is a deeper and 
for many people more profound layer; 
the city’s diversi!ed economic, social 
and cultural aspects.  Although many 
are attracted by these underlying and 
more abstract features of the city’s 
mesmerizing cultural and ethnic 
richness, others seem less comfortable 
with these aspects of the city. Why is 
this? Is one afraid of the unknown? 
Do people feel that their individual 
development is or will be restricted 
by the multicultural aspects of the 
city? Is the individual’s ambition (not) 
to develop into a certain direction 
con"icting with city’s collective power 
to change in another direction? 
These are some of the key questions 
to answer before (re-)designing the 
cities social cohesion and physical 
infrastructures. I highlight some 
of the aspects that might be taken 
into consideration during design 
processes.  

The place to be
Many cities are oblivious to the e#ects 
that innovative social and urban 
design have on their identity. In fact, 
most cities have done little or nothing 
to consistently and consciously apply 
social design and intelligent policy to 
enhance their social and economic 
conditions. This observation is 
based on the fact that there are few 
successful examples of cities that have 

conscientiously applied a strategic 
policy, based on a clear and shared 
vision, to build and maintain their 
own recognizable urban identity that 
its citizens experience as improving 
their quality of life. Such a policy, 
if reliably followed through by 
subsequent political administrations, 
will enhance the city’s attractiveness 
for entrepreneurs, current and new 
businesses, educational institutions, 
and creative professionals. In short, a 
strategy must be implemented so that 
the city becomes and remains “the 
place to be.” 

Urban roots are stronger than 
national identi!cation
Recent studies in Belgium and the 
Netherlands show that immigrants 
identify themselves !rst and foremost 
as inhabitants of the city in which they 
live,  not primarily as nationals of the 
country nor as representatives of their 
ethnic or religious group. For a legalized 
immigrant from Bulgaria, Burkina 
Faso, Bhutan, Burundi, or Burma in 
the U.S.A., Italy, or the Netherlands, it 
is more natural and probably closer to 
the immigrant’s self-perception to say 
“I am a New Yorker” or “a Milanese” or 
an “Amsterdammer” than to claim to 
be an American, Italian, or Dutchman. 
Roots in cities however are very 
di#erent. In many European cities 
there is a perpetual dynamic between 
the long-term and deeply rooted 
bourgeoisie and the recent newcomers 
trying to root in trampled soil. The 
!rst category tends to represent 
the city’s old social structures, to 
be conservative, and to be proud 
of the city and what they and their 
forefathers have meant to the city 
and what the city has meant to them, 
such as provide playgrounds, schools, 
jobs, clubs and nice neighbors. 
Representatives of this category are 
usually interested in preserving and 
even defending the city’s unwritten 
values and norms; they can best be 
compared with trees in a forest that 
have deeply rooted formal structures 
and a lifespan that extends multiple 
generations. 
The other category represents a new 
and often exotic in"ux of immigrants, 
students and, increasingly, people 
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coming from rural areas. The new 
inhabitants and “users” of the city 
tend to create strong social bonds 
amongst themselves and meet in 
their own ethnic environments such 
as restaurants, cafes and social clubs 
or may pick up on religious activity in 
order to maintain in touch with “the 
old culture”. 
This category could be compared with 
the lively and informal undergrowth 
in a forest; it can spread and multiply 
much faster than trees and occasionally 
take over the whole forest.
A good city should ideally have the 
same features that de!ne a good 
forest, that is, a rich biodiversity and 
healthy "oral balance. Trees and 
undergrowth together ensure that the 
forest truly becomes “the enchanted 
forest”.  
Urban designers are faced with the 
challenging responsibility of creating 
social cohesion that fosters a healthy 
multicultural balance. 

The city’s DNA
Every city has its own and complex 
DNA. The city’s historic raison d’être, 
often it’s main economic function, is 
one of the dominant features of this 
DNA. Harbor cities such as Shanghai, 
San Diego and Rotterdam, even though 
separated by oceans and thousands 
of sea miles, share a distinctive “touch 
and go” atmosphere that is typical of 
any big harbor city. Distinctive social 
and cultural parallels can also be 
found in recession-sensitive industrial 
cities like Detroit, Lille, Manchester, 
Torino and Eindhoven. These industrial 
cities, when located in the western 
hemisphere, often need a re-invention 
of their raison d’être. 
Another category is the government 
city such as Washington D.C., Brussels, 
New Delhi, or The Hague, in which 
the political arena is the predominant 
mainstream. 
In all three of these typological 
examples (many more can be given), 
the socio-cultural features would be 
completely out of context in any of the 
other urban environments. For that 
reason it is likely that émigrés from 
harbor cities are more likely to succeed 
in another harbor city, even one far 
away from home, than they would in a 

nearby industrial or government city. 
In order to avoid a loss of identity of 
the city and its citizens it is essential 
to be aware of and preserve the city’s 
DNA and its historical identity. 

Urban choreography
Big cities can be compared to gigantic 
theatrical productions. Each has its 
unique choreography, each street its 
own décor. People walk and move 
together quit di#erently in Hamburg 
than they do in Valencia, London’s 
choreography is distinctly di#erent 
from Glasgow’s. There is a world of 
di#erence even between cities as 
close to each other as Milan and 
Firenze. What to visitors might seem a 
disturbing and chaotic cacophony of 
sound and movement is, to local city 
dwellers, an appeasing and predictable 
ritual of movement, direction, tempo 
and rhythm.  Pedestrians, car tra$c 
and public transportation melt 
together in an urban symphony 
that soothes the minds of the city’s 
inhabitants. Newcomers adjust to the 
city’s choreography in a relatively short 
period of time. A well-orchestrated 
urban choreography, set against a 
studied urban décor will enhance the 
inhabitants’ involvement with their 
city and thus result in more congenial 
social behavior. The challenge in 
urban social design is to direct this 
choreography and to understand its 
e#ects on the collective behavior, 
social interactions and well-being of 
the city’s inhabitants. 
The urban drama takes place within 
this choreography, on the streets and 
in the public buildings of the city. What 
the actors require are the props and 
scenic design for constructive social 
interaction. This environment needs 
to be provided such that the urban 
participants perform in a way that 
they !nd pleasant and that enhances 
social coherence. Unfortunately, many 
cities do not consider these measures 
su$ciently in designing cohesive 
municipal qualities or disregard them 
altogether.
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BIONIC WEARABLES
INTELLIGENT WEARABLE 
PRODUCTS ABLE 
TO ENHANCE 
SOCIAL INTERACTION 
IN URBAN 
ENVIRONMENTS
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WEARABLE SENSES

Innovations within the textile industry 
were at the core of sparking the 
industrial revolution in the 18th 
century. The results of these innovations 
changed society. Nowadays the textile 
industry is looked upon as being 
traditional. Globalization caused the 
manufacturing of textiles to overseas 
labor markets, and areas historically 
associated with textile activity are in 
need of transformation. Most areas 
of textile manufacturing are su#ering 
with this transformation.  Other, more 
trade areas of textiles resorted to 
design to help this transformation. 
London and Milan successfully shifted 
from the textile trade to fashion 
design. Here, designers added value 
to the textiles through their vision and 
craftsmanship in combination with 
the quality of the soft textile materials. 
However, despite the power of design, 
design alone seems no longer capable 
of raising the innovation potential for 
the textile industry. 
The important innovations now seem 
to happen in the high technology 
industry, which brought us the current 
society where sharing information 
and communication are essential. 
Thanks to the in"ux of electronic 
technologies it is possible to develop a 
new class of products called intelligent 
systems. These systems are capable 
of sensing the environment and 

adapt to that information in order to 
provide meaningful feedback back to 
the environment. Here designers add 
value by humanizing the technology 
and create a better !t between the 
opportunities of the new technology 
and the needs, dreams and wishes of 
the users. Added to the importance 
of expressive form and material is the 
interaction with the technology and 
interaction design gained importance 
as a new discipline.
Technological progress both in the 
textile and high technology industry 
now makes it possible to integrate 
electronic technologies into textiles 
and clothing. This literal weaving 
of electronics and textile o#ers a 
whole new range of opportunities 
and innovations. The intelligent 
systems can now become wearable 
and can sense both the environment 
and the person that is wearing it. 
Technology can extend our senses. In 
the department of Industrial Design 
in Eindhoven we combine these 
exiting areas of textile and electronics 
in a theme and named it: Wearable 
Senses.
With the new opportunities also come 
new challenges. Traditionally design 
in the textile industry and design in 
the sector of high technology are 
separate disciplines with di#erent 
approaches to the product creation 
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www.rightsthroughmaking.org

STEPHAN WENSVEEN

and realization process. The creative 
people in the two industries have dif-
ferent skills, tools, knowledge and at-
titudes between them. The challenges 
are multiple: how to combine hard 
electronics with soft materials, tradi-
tional craftsmanship with innovative 
technology, long term functionality 
with short lived fashion, digital with 

analog aesthetics, Do-It-Yourself with 
manufacturing and sewing with sol-
dering? 
In this workshop these challenges 
are welcomed and the Florence 
designers and Eindhoven designers 
together create meaning through 
their making.
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WORKSHOP’S SET UP

35 Students
The students that have participated in 
this workshop come from the Rights 
Through Making initiators partner 
universities:

Università di Firenze, Corso di Laurea 
in Disegno Industriale
Laura Meneghello, Silvia Piantini, Luca 
Laureana, Giulia Mari, Filippo Castellani, 
Matteo Gioli, Anna Bonciani, Veronica 
Cornacchini, Erika Cellai, Federico Per-
ruccio, Simone Morelli, Erica Battaglia 
Università di Firenze, Corso di Laurea 
in Progettazione della Moda
Michela Gadani, Sara Spolverini
Università di Firenze, Corso di Laurea 
Magistrale in Architettura
Ilaria Cornacchini 
Eindhoven University of Technology, 
Department of Industrial Design
Jan Belon, Kim Böhre, Eveline Brink, 
Jeroen Brok, Joran Damsteegt, Edward 
Drabovitch, Erik van Erp, Bas Goudsmit, 
Frank de Jong, Jeanine Kierkels, Niek Ot-
ten,  Jasper Pieterse, Barbara Schachter, 
Ruud Schatorjé, Jesper Schwachöfer, 
Eric Toering, Niko Vegt, Gilles van Wan-
rooij, Jeroen Witjes, Youyou Yang

The students were mixed in multi-
cultural teams of 5-6 students.

Supervisors
Kees Overbeeke, Elisabetta Cianfanelli, 
Caroline Hummels, Joep Frens, Ambra 
Trotto, Gabriele Goretti, Michael Cruz, 
with the support of Sjriek Alers and Chet 
Bangaru.

Timing and date
The workshop lasted !ve days from 
15th-20th March 2009, and resulted 
in a presentation with experiential 
prototypes at the end of the week.
 
Assignment
All teams received one of the articles 
at the beginning of the week. Their 
assignment was to design a wearable 
interactive product 

dedicated to social interaction in 
urban environments

enabling people towards human 
rights (based on the assigned article)

endowed with fashion values

Material to produce in a week
strong concepts dedicated to the 

urban person, living in multicultural 
towns

beautiful designs (where there is 
balance between form, interaction 
and function)

experiential prototypes to explore a 
transformation towards the realization 
of the article
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AMBRA TROTTO AND CAROLINE HUMMELS

1. Trotto, A., Hummels, C.C.M., Overbeeke, C.J., 
Cianfanelli, E., Goretti, G. & Frens, J.W. (Eds.). (2008). 
Rights through Making, Ethics in Design n°1. 
Firenze: Edizioni Polistampa.

meaningful presentations using 
di#erent media and forms.

a concise report explaining the pro-
cess and the design, and containing a 
re"ection on both.

Procedure
The workshop used di#erent steps 
towards the !nal designs, which were 
presented at the end of the week. The 
following !ve sections in this chapter 
explain these di#erent steps, using the 
designs that were developed during 
the workshop as exempli!ers of these 
steps. Simultaneously, each section 
shows in which way the design tries 
to transform users towards the reali-
zation of the selected articles. Article 
12 was previously used in the very !rst 
RtM workshop in 2007 (Trotto et al. 
20081) the other articles did not have 
any predecessors in earlier Rights 
Through Making workshops.
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Article 25
Everyone has the right to a standard of living 
adequate for the health and well-being of 
himself and of his family, including food, 
clothing, housing and medical care and 
necessary social services, and the right to 
security in the event of unemployment, 
sickness, disability, widowhood, old age or 
other lack of livelihood in circumstances 
beyond his control.

Everyone has the right to a standard of living 
adequate for the health and well-being of 
himself and of his family, including food, 
clothing, housing and medical care and 
necessary social services, and the right to 
security in the event of unemployment, 
sickness, disability, widowhood, old age or 
other lack of livelihood in circumstances 
beyond his control.

MATERIALIZING THE UNIVERSAL DECLARATION

All the people participating in this 
workshop live in a society that grants a 
minimum level of respect of this right. 
This is a privileged situation, which 
demands an e# ort to imagine what 
it means to live in a society where 
you cannot count on anybody’s help, 
except for family and friends. Looking 
for the roots of social inequality is an 
ungrateful task that philosophers have 
been exploring for ages, expressing 
diverging opinions on human nature. 
Misanthropic approaches of the state 
of nature, such as Thomas Hobbes’, 
stated that homo homini lupus - the 
man is other men’s wolf. The social 
pact among men aims to control this 
natural tendency to permanent war, 
to ensure an existence in which there 
is at least some space for enjoyment. 
Life is hopefully not only nasty, brutish 
and short, whether peace is granted 
by a Leviatan, through single persons’ 
freedom limitation (Hobbes, 16512). 
It was Rousseau, in his Discours sur 
l’origine de l’inegalité (Rousseau, 17543) 
– Discourse on the origin of inequality 
- who introduced the variable 
“society” in this equation: men are 
bon sauvages, until the necessity of 
living together in an organized society 
happens. Uncorrupted morals prevail 
in the state of nature, but as soon as 
private property is de! ned, social 
inequality ! nds the ground to grow. 

Various philosophical approaches 
have conjugated this concept, towards 
its demonization or its praise; what we 
can observe today is that a crowded 
world does not contribute to create 
the conditions for social equality and 
therefore there is a need for national 
and international legislative, executive 
and judicial powers to create tools 
for granting social security.  Whether 
at a di# erent level from the so called 
Third World Countries and in di# erent 
forms, social security needs to be 
valued and promoted also in Western 
Societies: various factors, such as 
working pressure, immigration or 
overcrowding, lead to discard others, 
without without taking into account if 
they are in a state of necessity. 
Design can play a major role in 
creating - or recreating - awareness: 
being aware of others, being aware of 
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their condition, being aware of their 
needs and of course being aware that 
you can help, and feel better about it. 
Or, if feeling better when helping is 
not a su$cient reward, even getting 
something back when helping. 
Beehugged is a system that allows 
people to share electric energy, in 
Western societies - if such de!nition 
still has a meaning - where the majority 
of people carry some sort of electronic 
product. When people are in need of 
energy, they can be recharged by other 
people, who have energy to spare and 
are willing to share. With this system, 
the aim is to add to a society, where 
showing mutual care, and sharing 
becomes a natural way of being. The 
energy level will be visible on the 
clothes and the clothing will also 
be the container for the energy. The 
pace in which energy is transmitted 

depends on the amount of physical 
contact. For example a handshake 
will result in a lower transport rate 
than a hug. Running LEDs illustrate 
the transportation of energy and the 
level of charging. The garment design 
is inspired by the modular hexagon 
shape of bee hives. 
This concept has various strong 
aspects, apart from creating awareness 
on the social issue, and educating 
people to mutual help. “Forcing” 
people to have a physical contact 
to recharge is extremely powerful, 
under a  symbolic point of view and of 
course, under a psychological point of 
view. This concept show how a good 
design process can actually lead, in a 
charming powerfully veiled way, to 
transform society in the direction of 
mutual respect. 

PROJECT: BEEHUGGED
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STUDENTS
Erica Battaglia, Veronica 
Cornacchini, Youyou Yang, 
Pakwing Man, Jesper 
Schwachöfer

2.  Hobbes, Thomas. Leviathan. 
(1651) Edwin Curley (Ed.) 1994, 
Hackett Publishing.

3. Rousseau. J.J., (1754) Il contratto 
sociale, Discorso sull’ineguaglianza 
(Le Contrat Social, Discours sur 
l’origine et les fondements de 
l’inegalité parmi les hommes), 
1997, Laterza.
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ELISABETTA CIANFANELLLI

Article 20
Everyone has the right to 
freedom of peaceful assembly 
and association. No one may 
be compelled to belong to an 
association.

Article 20
Everyone has the right to 
freedom of peaceful assembly 
and association. No one may 
be compelled to belong to an 
association.
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In the culture of Italian products, the 
concept of aesthetics and formal 
study -central elements in the object’s 
semiotic and semantic repertoire- are 
linked to that of feeling, intuition, and 
humanistic elements of the product, 
which provide the ability to think, 
create and design the product and its 
inclusion in the market.
This dimension is constantly changing 
and o#ers numerous product 
opportunities.
The attitude toward products found 
speci!c relevance and application 
after World War II in fashion, that 
!eld of design that in the countries of 
southern Europe is more commonly 
named with the term moda (french: 
Mode). “Moda” refers to one or 
more collective behaviors that are 
transmitted through processes of 
mimesis, and that are in"uenced 
by changing criteria, dictated by 
the necessities of the moment, by 
contemporary instances.
Therefore, design addresses this issue 
by placing in close relationship both 

technological issues and operational 
requirements of the product, including 
elements that determine the  quality 
and reproducibility of a garment 
through manufacturing processes, 
with the sociological and aesthetic 
instances of the object as intangible 
contents involved in the composition 
of a form and its meanings.  
The course of contemporary fashion 
design bases its raison d’être and its 
inherent meaning in the dialectic 
between the product’s tangible and 
intangible contents, including the 
“immanent” and “transcendent” values 
of its meaning.
The cultural and social role 
progressively assumed by the fashion 
artifact in the history of clothing after 
World War II, thanks to the spread 
of mass communication and the 
great thought movements related 
to post-modern civilization, made 
the “ideal” and mediatic side of 
fashion products predominant in this 
balance of contents, often making 
communication of the garment and 

PROJECT: TWINTRIBE
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of the object real cultural "ags, with 
alternate meanings of innovation or 
social homologation.
The 90s and the crisis of the traditional 
fashion “cycles”, based on the mass 
di#usion of semiotic references in 
fashion products, on a “rigid” retail 
system and a well-established trade 
marketing, has led to rethink and 
reposition the clothing product with a 
critical attitude that would lead to the 
true paradigm of product quality and 
re-balance tangible and intangible 
values of the garment.
The 2000s saw a succession of new 
buying and use trends of the product 
that once for all revealed the new 
state of the “fashion” product, in 
particular the high range one. The new 
“emotional” dynamics and “advanced” 
meanings assigned to the object 
require a new dialectic between 
function, form and interface, or 
between technological and mediatic 
elements of the artifact. No more just 
style and trend then, but meanings 
expressed through tangible elements.

TwinTribe is a multifunctional weara-
ble product, which combines perso-
nal identity with a group feeling. The 
multifunctional wearable can be worn 
in a lot of di#erent ways; for example 
as pants or as a bolero, as a scarf or a 
belt. Users can create new ways of we-
aring or using the product: creating 
urban tribes by wearing the product 
alike or having a total original way to 
impress people and set new trends. In 
order to enable people to personalize 
their garment even more, or to join 
other people wearing this garment, 
the person wearing the item can di-
splay a light pattern of his or her liking. 
This can be a personal created icon, 
or copied from someone else. This is 
possible by bringing the light emit-
ting patches close to each other. By 
doing so, people will form a tribe by 
displaying the same pattern on their 
garment. When someone feels like le-
aving a group, it will be very easy to 
change the pattern back to their own 
creation, or completely erase the pat-
tern to show a blank sleeve.

STUDENTS
Jeroen Brok, Anna Bonciani, 
Erika Cellai, Frank de Jong, 
Ruud Schatorjé
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CHOREOGRAPHY OF INTERACTION

The core concepts communicated 
through Kamel, the wearable designed 
by students to materialize article 
13, are the following: freedom of 
movement through body movement 
& movement in space; adaption to the 
environment through ‘blending in’; 
hide vs. show individuality/personality 
through transformation.
The prototype of Kamel shows two 
main working principles of the 
concept. The ! rst part of the working 
principle is visible when the dress 

is completely closed (default state). 
The design uses a matrix of RGB Leds 
embedded in the bottom part of the 
dress in order to show the technical 
principle of color changing dress 
which resembles chameleon skin 
properties.
The second part is a mechanism of 
shortening the dress. In particular, 
the user has to pull the strings on 
the shoulders, which are attached 
to the bottom side of the dress. The 
movement of pulling these strings 

Article 13
Everyone has the right of freedom 
of movement and residence 
within the borders of each state. 
Everyone has the right to leave 
any country, including his own, 
and to return to his country.

Article 13
Everyone has the right of freedom 
of movement and residence 
within the borders of each state. 
Everyone has the right to leave 
any country, including his own, 
and to return to his country.
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expresses freedom (opening up) while 
the bottom part of the dress also 
opens up, giving the user freedom of 
movement and self-expression. When 
the dress is pulled up, the inner side of 
the dress is visible. This side is covered 
with a re"ective material that gives a 
very shiny e#ect. It attracts attention 
but at the same time it re"ects the 
surrounding environment.
The value of the choreography of 
interaction approach is in the use of 
the body (with its capabilities and 
limitations) as a means to explore 
meaning in expression within a 
speci!c context: in this case, the 
values of the articles found within an 
urban social context. In this sense, 
the process is guided by the idea that 
we understand the world by moving 
and acting within it. Within this 
ongoing action and reaction game, 
between our bodies and the world, 
lies a third layer that lets us then 
consider meaning in body movement: 
movement qualities. Quality (the 
manner in which I, for example, 
stretch out my arm by unfolding it 
along the joints, and not just the act 
in itself ), then becomes a key aspect 
for the understanding of meaning and 
intention in interaction. Movement 
became essential in this collaboration, 
not only as the way to explore the 
values expressed by the articles, but 

as an e#ective communication tool 
between students from di#erent 
countries. Soon students discovered 
their bodies were the language they 
shared.
When beginning to translate de!ned 
values in the article, the tendency is to 
act out a scenario in which ideas are 
mimicked and symbolized through 
the creation of characters. This isn’t the 
overall goal of these choreography of 
interaction sessions, but in some ways, 
this !rst step allowed the students 
to get comfortable with this method 
and helped them begin the process 
of embodiment. The value of these 
“sketches” is that within them, lies the 
true essence of movement. This step 
establishes an overall aesthetic of 
movement that can then be analyzed, 
abstracted and translated again into a 
di#erent concrete form, laying out the 
foundation for the design concept in 
terms of interaction.
The students !rst found the essence 
of the values embedded within 
each article through movement and 
de!ned it through keywords. These 
keywords then became the basis for 
the exploration of the choreography 
of interaction session in which they 
translated them into Dynamic Qualities 
(Spatiality, Time, Forces) (Klooster and 
Overbeeke, 20054). These qualities 
were then translated into a speci!c 
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context (de!ned by where the article 
is naturally challenged/ denied in an 
urban scenario). Throughout the entire 
process, students were encouraged to 
go back to their choreography as a 
way to re"ect on their translation of 
the concept into physical form and to 
validate their ideas.
Article 13 of the Universal Declaration 
of Human Rights is about adaptation: 
leaving the past behind and opening 
up as a sign of freedom and freedom 
of movement. This idea of physical 
freedom became the main driver. 
But, what are the qualities evident in 
the idea of “freedom”? When asked 
this question, students, even though 

with some di#erences, were still 
moving similarly. In terms of Dynamic 
Qualities, they were open, stretched, 
overall space and grand. These 
keywords were the foundation for 
their further explorations. Once they 
explored these keywords further, they 
realized that most of them stretched 
their arms upwards. After exploring 
with material, they came up with a 
design based on the choreography 
they had presented.
There were two aspects of movement 
involved. The !rst was the opening of 
the arms when pulling on two strings, 
which allowed for the coat to fold 
up, revealing the legs and leading to 

PROJECT: KAMEL
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us understand basic principles about 
why we act within it the way we do. 
First, our bodies as such a# ord certain 
movement possibilities; we can stretch 
our arms to a certain extent, as well as 
rotate them on a speci! c axis. At the 
same time, the world itself allows for 
movement possibilities as much as it 
limits them. Our aim was for students 
to explore their ideas with their bodies 
in order to embody the physical 
qualities of the values expressed in 
the articles. By acting and reacting 
to each other and communicating 
with movement as the main form of 
expression instead of using words or 
representations, they were able to 
place themselves closer to the context 
and actually feel the meaning behind 
the social scenarios. This approach 
overall is a result of our vision in design 
and embodies what we truly believe: 
designing by doing, literally. 

the second aspect, the freedom of 
physical movement of the legs.   
The more they pulled, the higher 
the bottom of the coat would go up 
allowing for more physical freedom 
and, therefore, more movement 
without limitations overall.  The 
idea is that this article of clothing 
has the ability to create limitations 
and therefore, change behavior. The 
physical freedom by the revealing of 
the legs pushes the idea that freedom 
goes beyond physical; it also means 
freedom of expression and of exposing 
or hiding as much as desired. In terms 
of body movement, this concept 
was successful in the sense that the 
students were able to tie the physical 
movement, which in itself, in terms of 
spatiality, expressed opening up and 
freedom based on being comfortable, 
to the functionality of the coat.
Our physical capabilities in relation 
to those embedded in the world help 

www.rightsthroughmaking.orgwww.rightsthroughmaking.org

STUDENTS
Eveline Brink, Filippo 
Castellani, Ilaria Cornacchini, 
Edward Drabovitch, Jeanine 
Kierkels, Niek Otten

4. Klooster, S., Overbeeke, C.J. 
(2005). Designing Products as an 
Integral Part of Choreography of 
Interaction; The Product’s Form 
as an Integral Part of Movement. 
Design and Semantics of Form and 
Movement, Proceedings of the 1st 
European workshop on Design and 
Semantics of Form and Movement. 
New Castle, UK, pp. 23-35.
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BIONICS AND BIOMIMICRY TO INSPIRE THE UNITY OF 

Article 12
No one shall be subjected to arbitrary 
interference with his privacy, family, home 
or correspondence, nor to attacks upon his 
honor and reputation. Everyone has the right 
to the protection of the law against such 
interference or attacks.

No one shall be subjected to arbitrary 
interference with his privacy, family, home 
or correspondence, nor to attacks upon his 
honor and reputation. Everyone has the right 
to the protection of the law against such 

Design has always used nature as 
an endless source of inspiration to 
translate concepts into evocative 
physical shapes, which tickle ancestral 
mental archives but at the same time, 
aim for an optimization of material use 
and mechanical functions, enabling 
sustainable choices. We call getting 
design inspiration from nature, bionics 
and biomimicry.
Bionics, depending on the di# erent 
! elds of application, can have various 
focuses: it can be considered, in 
general, the study of life forms to be 
applied to design processes, but also 
the science that studies structures 
and functioning of living mechanisms, 
in order to extract useful design 
elements for developing technological 
equipment; some consider bionics 
as the study of neurophysiological 
systems to learn how to reproduce 
these systems arti! cially or the science 
that studies the (electronic) systems 
able to simulate the behavior of 
living organisms and their parts. The 
process of emulating nature to design 
and produce products, systems, and 
buildings is also often referred to as 
biomimicry.
In design, we consider bionics and 
biomimicry as the ability or the 
attitude of observing formal qualities 
and mechanisms existing in nature 
and reinterpreting them as a source 

of inspiration to design products and 
systems. These mechanisms can be 
relevant from di# erent points of view, 
such as engineering or the social. 
From the engineering perspective, 
a very common example is animal 
skeletons’ constructions: for instance 
the Toucan beaks are built lightweight 
and strong thanks to a rigid foamy 
inside and layers of ! brous keratin tile 
outside. Thanks to size and structure, 
it is used as a heat regulator. A 
particularly interesting implication 
is the unity between form, use of 
material and function. It is studied to 
design automotive panels that can 
protect passengers in crashes and in 
ultralight aircraft components. 
From the social point of view, group 
dynamics and social structures are 
examined to ! nd inspiration for 
designing complex systems: groups 
of emperor penguins save energy 
and protect from the cold during 
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incubation thanks to social huddling. 
This phenomenon is observed to 
create sequence algorithms for 
exposure of heat elements; it is 
interesting for  locating urban houses 
and buildings with appropriate 
insulation characteristics and reducing 
heat island e#ect5,6.
Bodily explorations through the 
choreography of interaction 
technique, allowed students to 
materialize qualities of the aspects 
that they considered relevant in their 
UDHR article. That has created the 
possibility of feeling in one’s body the 
deep meaning of the values of respect 
conjugated according to the single 
articles. Through one’s body, students 
discovered and designed interaction 
possibilities. We asked to embody 
these interaction possibilities into 
the !nal concept, thus enabling the 
students to look at the assignment 

from an interaction point of view.
The transition between this bodily 
exploration and the actual concept 
design phase, was made through 
Bionics and biomimicry, to support 
students in reaching awareness on 
the relationship and unity between 
the three aspects: form, function and 
interaction.
In this workshop, the purpose was to 
use bionics and biomimicry as tools to 
model behaviors and habitats and as a 
basic vocabulary to build a consistent 
language in the aesthetics of the !nal 
design.
Byou, the design concept that students 
elaborated on article 12, behaves like 
a pu#er !sh, though without poison.  
Many animals and plants pretend 
to be ferocious and life threatening, 
while being completely harmless: 
the Vanessa butter"y has a drawing 
of big bird eyes on her wings, to trick 

PROJECT: BYOU

42



possible prays. This is what in biology 
is de!ned as “mimicry”: a group of 
organisms, the mimics, evolve to share 
common perceived characteristics 
with the group of so called models. 
This evolution trend has a defensive 
or protective goal. The speci!c case in 
which a harmless organism assumes 
formal qualities of a harmful one, is 
called Batesian mimicry7. 
Byou is a dynamic garment: it goes 
from attributing the wearer with 
an approachable, harmless look, to 
becoming bold, bright and bigger, 
increasing the dimension of the 
user’s proximal sphere, keeping 
others further away. This change 
is detected by walking speed, that 
has been identi!ed as a signal of 
approachability: when people want to 
get out of a situation or have a clear 
goal and prefer not to be disturbed, 
they have a natural tendency to walk 

faster. The garment, by the use of an 
accelerometer, detects the speed 
of the user and swells the garment, 
revealing the brightest - and !erce - 
parts of its draping.
This attitude towards the outside 
world, has the purpose of working as 
a biofeedback, supporting the person 
in feeling the way he/she looks. People 
often unconsciously start walking faster 
in situations, where they do not feel at 
ease in, for instance, approaching an 
intimidating group. The garment, in 
such a situation, would start swelling 
and getting bright. This change in the 
appearance can support the user in 
behaving di#erently - maybe holding 
his head a little higher - building self 
con!dence, and, as a batesian mimic, 
keeping predators at a safe distance. 

STUDENTS
Gilles van Wanrooij, Jeroen 
Witjes, Joran Damsteegt, 
Barbara Schächter, Sara 
Spolverini, Matteo Gioli

5. www.asknature.org

6. An urban heat island (UHI) 
is a metropolitan area, which 
is signi!cantly warmer than its 
surrounding rural areas. The main 
cause of the urban heat island is 
modi!cation of the land surface 
by urban development, which 
uses materials which e"ectively 
retain heat. Waste heat generated 
by energy usage is a secondary 
contributor. 
Glossary of Meteorology (2009). 
“Urban Heat Island. American 
Metereological Society.

7. www.britannica.com/EBchecked/
topic/55858/Batesian-mimicry
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Article 29
Everyone has duties to the community in 
which alone the free and full development 
of his personality is possible.

Everyone has duties to the community in 
which alone the free and full development 
of his personality is possible.

JOEP FRENS
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TITLE/DIDASCALIA
through doing and making and 
through re#ection they have build 
new understandings of the articles

The Freefalla concept was designed 
within the context of article 29 of 
the Universal Declaration of Human 
Rights. 
The students who designed the 
concept took a conceptual approach 
in which the process of expressing 
oneself in society was likened to the 
process of a caterpillar turning into a 
butter"y. The garment was decorated 
with a texture in black and white 
that re"ects the change from closed 
and rigid, to open and expressive, 
it re"ects the action-possibilities of 
the garment. Moreover, the garment 
could be personalized by attaching 
icons that represent the personality 
of the wearer. In addition to this the 
garment responds expressively to the 
gestures of the wearer by means of 
the sensor and actuator technology. 
The icons were equipped with LEDs 
and the sleeve was equipped with an 
acceleration sensor. Also, the hood was 
equipped with a light-sensor to detect 
if it was closed over the head of the 
wearer. These sensors and actuators 
were connected to an Arduino Lilypad 
by means of conductive thread. The 
microcontroller was programmed to 
detect expressive arm-movements 
and translate them into light-
behaviours. A slow and hesitant arm-
movement would translate to icons 
that lit up with low intensity while fast 
and decisive arm-movement would 
translate to icons that lit up with high 
intensity and a sparkling e#ect. Finally, 
the expressive light-behaviour of the 
icons would shut o# completely when 
the hood was closed over the head of 
the wearer.
All in all, the Italian and Dutch students 
were trying to create a new synergy 
that conjugated high technology 
and saper fare (knowing how to 
make things), based on the (tangible) 
knowledge they gained during the 
!rst four steps in this workshop.

STUDENTS
Niko Vegt, Jan Belon, Jasper 
Pieterse, Silvia Piantini, 
Michela Gadani, Giulia Mari
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USING LIGHT TO 
ENHANCE SOCIAL 
INTERACTION IN 
URBAN, MULTICULTURAL 
SPACES
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THE THEME: URBAN LIGHTING DESIGN

Light is material for poetry, therefore, 
as such, it is material for design.  
Designing light in cities is not just about 
placing accessory street furniture, 
with an immaterial component. It 
results in completely changing the 
perception of spaces and transforming 
the ways such spaces are used and 
experienced.  Eindhoven, with Philips, 
has matured a solid tradition on the 
use of light: at ! rst, simply functional 
elements were produced - light 
bulbs and light sources - to support 
the industrial revolution by allowing 
longer working hours. Then, once the 
merely functional requirements were 
widely ful! lled, the space for poetry 
and dream was created, and lighting 
products started to breath in a bigger 
sphere of intangible values. Today, the 
power of light is being used by local 
governments to transform cities and 

[...]
Dove non muove foglia più la luce,
Sogni e crucci passati ad altre rive,
Dov’è posata sera,
Vieni ti porterò
Alle colline d’oro 8.
[...] 

Giuseppe Ungaretti, 
Dove la Luce, 1930

Light is material for poetry, therefore, 
as such, it is material for design.  
Designing light in cities is not just about 
placing accessory street furniture, 
with an immaterial component. It 
results in completely changing the 
perception of spaces and transforming 

Dove non muove foglia più la luce,
Sogni e crucci passati ad altre rive,

Giuseppe Ungaretti, 
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induce socially sustainable behaviors.  
The possibilities given by interaction 
design approaches, transforms light 
from an ephemeral sculpture to the 
material to make the sculpture itself, 
which every citizen can contribute to 
create, by interacting with it. This was 
the theme of this workshop, in which 
students and designers were asked 
to design elements for social spaces 
in multicultural cities, using light as a 
material, using light as the medium 
to achieve an ethical awareness in 
citizens, using light to materialize 
the values of respect, conjugated in 
the Universal Declaration of Human 
Rights. 

AMBRA TROTTO

8. where no leaf light moves no 
more / dreams and worries passed 
to other rivers / where the evening 
lied / come, I will take you / to the 
golden hills.

51



WORKSHOP’S SET UP

30 Students
Eindhoven University of Technology, 
Department of Industrial Design
Christian Sallustro, Hakki Altun, Fede-
rica De Angelis, Jop Japenga, Maarten 
Brugmans, Sebastiaan Pijnappel, Lizette 
Reitsma, Marcel Ton, Loes Smits, Gordon 
Tiemstra
Università di Firenze, Corso di Laurea 
in Disegno industriale
Clizia Monaca, Natalia Ortiz Montoya, 
Domenico Serratore, Mattia Vegni, 
Michele Santella, Nevena Radovic, 
Beatrice Cinelli
Universidade Positivo, Curitiba, Brasil
Bruna Goveia
Midiae#ects, Florianopolis, Brasil
Felipe Vieira, Thomas Ventura
Universidade do Sul de Santa Catarina, 
Florianopolis, Brasil
Talles Oliveira, Maira Scirea, Fabio 
Texeira
Technical University of Akure, Nigeria
Oni Toluluope Aduke, Fadairo Oluwaro-
timi, Adegun Ayodeji,  Adebisi Ademola, 
Adesoye Adeboye, Okubo Grace Ebike-
nie, Adelabu Oluwafemi

The students were mixed in multi-
cultural teams of 5 students.

Nationalities
Italian, Nigerian, Dutch, Colombian, 
Brazilian, Turkish, Serbian

Supervisors
Kees Overbeeke, Caroline Hummels, 
Joep Frens, Ambra Trotto, Gabriele 
Goretti, Michael Cruz, with the support 
of Sjriek Alers, Philip Ross, Tolulope Akin-
bogun, Miguel Bruns, Pierre Levy, Oscar 
Tomico and Chet Bangaru.

Timing and date
The workshop lasted !ve days from 
28th September - 2nd October 2009, 
and resulted in an exhibition with 
experiential prototypes at the end of 
the week.

Contributors
Gemeente Eindhoven

Assignment
All teams received one of the articles 
at the beginning of the week. Their 
assignment was to:

design an interactive system or pro-
duct that uses light to enhance social 
interaction in urban environments

enabling people towards human 
rights (based on the assigned article)

Material to produce in one week
strong concepts dedicated to 

people living in multicultural cities 
(special focus on Eindhoven)

beautiful designs (where there is 
balance between form, interaction 
and function)

9. Trotto, A., Hummels, C.C.M., Over-
beeke, C.J., Cianfanelli, E., Goretti, 
G. & Frens, J.W. (Eds.). (2008). Rights 
through Making, Ethics in Design 
n°1. Firenze: Edizioni Polistampa.

10. Trotto, A., Hummels C.C.M., 
Overbeeke C.J., Cianfanelli E., Frens 
J.W. (Eds.) (2009) Rights through 
Making, Wearing Quality, Ethics in 
Design n°2. Firenze: Polistampa.
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experiential prototypes to explore a 
transformation towards the realization 
of the article

meaningful presentations using 
di#erent media and forms.

a concise report explaining the pro-
cess and the design, and containing a 
re"ection on both.

Procedure
This workshop also used di#erent steps 
and starting points towards the !nal 
designs, which were presented at an 
exhibition at the end of the week. The 
following six sections in this chapter 
explain these di#erent steps, using the 
designs that were developed during 
the workshop as exempli!ers of these 
steps. Although some of the steps are 
similar to the previous workshop, this 
chapter tries to address them in the 
context of this workshop, Urban light 
to enhance social interaction in urban, 
multi-cultural spaces. Simultaneously, 
each section shows in which way the 
design tries to transform users towards 
the realization of the selected articles. 
Article 12, 22 and 27 were previously 
used in the very !rst RtM workshop in 
2007 (Trotto et al. 20089), the second 
RtM workshop (Trotto et al. 200910),  as 
well in the fourth explained in the !rst 
part of this book. The other articles did 
not have any predecessors in earlier 
RtM workshops.
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MATERIALIZING THE UNIVERSAL DECLARATION OF 

The Universal Declaration of Human 
Rights recognizes “inherent dignity 
[...] and equal and inalienable rights 
of all members of the human family” 
as the “foundation of freedom, justice 
and peace in the world”. After stating 
in the ! rst and second article the 
natural endowment of every person, 
notwithstanding origins, skin colors, 
beliefs, sex, age, social status, article 
three a$  rms the three basic values 
that people have the right to have: life, 
liberty and security. It is therefore a 
very general statement, that includes 
all the more speci! c values and rights 
expressed in the following articles: 
having control over one’s own life, 
as long as the biological limitations 
permit it; being free, as long as one’s 
own freedom does not interfere with 
other persons’ freedom; enjoying 
security within a society, for all matters 
independent from the individual’s 
will.  There is an active and a passive 
component in each of the articles: 
each individual can proactively ! ght 
for his rights, but the society he/she 

Article 3
Everyone has the right to life, liberty and 
security of person.
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lives in, has to contribute in creating 
awareness about rights and has to 
create the conditions for everybody 
to enjoy a righteous state. What the 
Universal Declaration aims for, is to 
create a virtuous circle, that links 
persons to society in a never-ending 
connection. 
Design has a large !eld of action in 
the creation of awareness.  In societies 
in which basic rights are granted and 
therefore taken for granted, it is easy to 
forget their inherent value.  Products 
and systems therefore designed can 
widely contribute in this direction.
The concept designed by students, 
called Re"exity, works in this !eld 
of awareness creation: it is an urban 
object that changes the experience 
of crossing people in the streets, by 
drawing an aura of enhanced visual 
information around them, thus leading 
to really see others, to know them and 
therefore respect them.  It is a mirror 
that invites to look at it as mirrors 
normally do, but it hides a trap: being 
semi-translucent, instead of seeing 
only one-self, one starts seeing who is 
beyond it. As one is looking at oneself, 
one sees the people that are on the 
other side, surrounded with an aura of 

"oating visual information about their 
personality projected on the surface 
of the mirror. This aura consists in 
a light animation corresponding to 
musical preferences and tastes of the 
person. Although the e#ectiveness of 
the displayed info, to actually express 
people’s personality is arguable, 
Re"exity has an ironic twist, which 
makes it curiously interesting: it tricks 
users through the negative to the 
positive. 
Re"exity exploits vanity, intrinsically 
human, though in di#erent ways and 
proportions, and uses it to create 
awareness about other people’s 
existence. 

PROJECT: REFLEXITY
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STUDENTS
Bruna Goveia da Rocha, 
Christian Sallustro, Clizia 
Monaca, Fadairo Olurotimi, 
Hakki Altun
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ENHANCING SOCIAL INTERACTION IN WESTERN 

Article 22
Everyone, as a member of society, has the 
right to social security and is entitled to 
realization, through national e" ort and 
international co-operation and in accordance 
with the organization and resources of each 
State, of the economic, social and cultural 
rights indispensable for his dignity and the 
free development of his personality.

Everyone, as a member of society, has the 
right to social security and is entitled to 
realization, through national e" ort and 
international co-operation and in accordance 
with the organization and resources of each 
State, of the economic, social and cultural 
rights indispensable for his dignity and the 
free development of his personality.
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The aim of project NoProblemBench! is 
to enhance pro-social human behavior 
and strengthen the social cohesion in 
the city’s neighborhoods.
These social dynamics depend on se-
veral parameters and are therefore ex-
tremely complex. Students observed 
some of these parameters, focusing 
on the idea of community: how can I 
enhance the creation of a caring com-
munity within a neighborhood? How 
do I turn the neighborhood’s dynami-
cs into a constructive phenomenon? 
How do I trigger people’s curiosity to 
make them aware of  the services that 
are o# ered to grant them social secu-
rity? How do I overcome the feeling of 
shame and inadequateness of being 
in a society whose mechanisms I igno-
re? Students reached the creation of a 
! nal design concept that elaborates 

on social security in a bottom up per-
spective: I do not wait for the social 
services to ! nd me, but I am seduced, 
by a product, to actively seek know-
ledge about my rights, with the help 
of people of my neighborhood that 
know these rights better. 
They designed an interactive bench, 
endowed with an informative screen. 
Each bench addresses a social security 
theme, such as housing or health care. 
You can browse through the content 
in a playful way, choosing your 
language and asking your questions, 
directly writing with a ! nger on the 
screen. If you don’t want to be seen, 
you can even post your doubts via 
sms and people can leave their answer, 
as in an internet forum. The answer 
can be left both by social services and 
by other people of the same 

PROJECT: NOPROBLEMBENCH!
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STUDENTS
Sebastiaan Pijnappel, 
Adeboye Adesoye, Nevena 
Radovic, Mattia Vegni, 
Thomas Ventura

neighborhood. This concept has an 
informative component, but also a 
psychological one: it is reassuring, 
both for who gets his answer and for 
who contributes to giving it, making 
her feel useful for the community, and 
as such, more self-con!dent and 
optimistic. The bench, which can be 
placed in various locations, such as 
bus stops, squares, playgrounds, 
shows how much the theme it treats is 
felt and questioned within the local 
community, by increasing its size, 
through means of a light projection 
around it.  
The attempt is to train people to take 
care of each other and through this, 
they get closer to the available social 
assistance, strengthening the com-
munity feeling that new immigrants 
need as a !rst step to integration. 
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URBAN AND LIGHTING DESIGN

Article 27
Everyone has the right freely to participate in 
the cultural life of the community, to enjoy the 
arts and to share in scienti! c advancement 
and its bene! ts.
Everyone has the right to the protection of the 
moral and material interests resulting from 
any scienti! c, literary or artistic production of 
which he is the author.

Urban design concerns the 
arrangement, appearance and 
functionality of towns and cities, and 
in particular the shaping and uses of 
safe public space. It has traditionally 
been regarded as a disciplinary 
subset of urban planning, landscape 
architecture, or architecture and in 
more recent times it has been linked 
to emergent disciplines such as 
landscape urbanism. 
However, it is better conceptualized 
as a design practice  operating at the 
intersection of all three, and requires 
a good understanding of a range 
of others besides, such as urban 
economics, political economy and 
social theory. 
Lighting design concerns the creation 
of a visual environment by means of 
illuminating it. Then, by combining 
lighting scenarios and urban design 

Everyone has the right freely to participate in 
the cultural life of the community, to enjoy the 
arts and to share in scienti! c advancement 

Everyone has the right to the protection of the 
moral and material interests resulting from 
any scienti! c, literary or artistic production of 
which he is the author.

Urban design concerns the 
arrangement, appearance and 
functionality of towns and cities, and 
in particular the shaping and uses of 
safe public space. It has traditionally 
been regarded as a disciplinary 
subset of urban planning, landscape 
architecture, or architecture and in 
more recent times it has been linked 
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projects, it’s possible to stress on 
fundamental contents  in the city’s 
environment life.
An appropriated urban design vision 
needs other important cultural points 
of reference. The concept of Genius loci 
is the phenomenological approach to 
the study of the environment, dealing 
with people’s feelings, thoughts, and 
experiences, the identity of a city. 
The genius loci is the set of the socio-
cultural, architectural, linguistic, and 
custom features belonging to a city 
(Morace, 2001). 
We can !nd important examples 
in multicultural cities showing the 
importance of lighting design in urban 
projects to promote fundamental 
ethics value. The Colosseo’s lighting 
installation in Rome (Italy) is creating 
interactive scenarios, through 
di#erent colors and spots, to show the 

city e#orts against death penalty.
Sometimes light is a strategic tool 
to promote the citizens’ interactions 
with public events or to enable the 
inhabitants  to understand cultural 
programs or public institution 
missions. In the Kunsthaus (Peter 
Cook, Colin Fournier Arch.) of Graz 
(Austria) light  communicates the 
building contents through moving 
patterns on the architectural facade.
Anyway, in many di#erent occasions 
light means something useful and 
good for the urban coexistence. Apart 
from urban scale, light can be a key 
tool to share values and to make the 
other people aware of information.  
In the project Connectable,  the team 
tried to use the light feedback in a 
daily domestic situation: the meal and 
the table objects.

PROJECT: CONNECTABLE
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STUDENTS
Loes Smits, Gordon Tiemstra, 
Beatrice Cinelli, Adelabu 
Oluwafemi, Fábio Teixeira

ConnecTable is a concept that arose 
from a complex group dynamics. It 
addresses a theme that copes with 
the core of the given article: sharing 
food. Food is at the foundation of 
culture and the promotion of mutual 
understanding through food, presses 
instinctual, sensorial leverages that 
are common to all human beings. The 
students imagine a common space in 
the city, where it is possible to share 
food, such as a square, with tables and 
maybe public kitchens. Everybody 
can cook and present her food on 
these tables, allowing for sharing 
and exchanging it. The experience 
of sharing is reinforced by a parallel 
visual experience that draws patterns 
of light on tables, which show the 
intertwining of plates’ exchange.
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CHOREOGRAPHY OF INTERACTION

During this workshop, there were 
certain things that had to be adapted 
during the choreography sessions. For 
example, it is more e$cient if students 
look at the transition between the 
denial of the right and the moment 
in which the right, established by the 
article, is granted. Also, the keywords 
in the Dynamic Qualities framework 
(Laban, 196012) should be explored to 
begin with in order to understand the 
translation from word into movement 
and truly be able to feel these qualities 
in the body.
As a starting point, we decided that it 
is important to understand movement 
as a communication tool because 
there is so much information being 
constantly transmitted amongst 
people, both intentionally and 
unintentionally. Either way, subtleties 
become extremely important. As 
an exercise for them to realize the 
importance of detail in movement, we 
had the students transmit a message 
(of movement) through di#erent 
people and see if the !nal result was 
an exact copy of the !rst. In all of the 
attempts, they were never successful 
at doing this. It is our belief that we 
are generally losing our ability to think 
with our bodies. We no longer use our 
bodies as much as we used to even 
though it is the most accessible, most 
natural tool we have. It is crucial for 

68



MICHAEL CRUZ

Article 12
No one shall be subjected to arbitrary 
interference with his privacy, family, home 
or correspondence, nor to attacks upon his 
honour and reputation. Everyone has the 
right to the protection of the law against such 
interference or attacks.

No one shall be subjected to arbitrary 
interference with his privacy, family, home 
or correspondence, nor to attacks upon his 
honour and reputation. Everyone has the 
right to the protection of the law against such 
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designers of interaction to get in touch 
with their bodies and understand its 
capabilities, constraints and potential 
for expression in order for them to truly 
master dynamics, and subsequently, 
interaction. 
Secondly, we wanted to play around 
with the idea of constraints. The 
students were literally asked to tie 
each other up at di# erent points in the 
body and explore di# erent qualities of 
movement even with the limitations. 
In this way, an awareness and deeper 
understanding of the functionality of 
the body, in contrast with the aesthetic 
qualities it can o# er can allow for a 
more in depth thinking of aesthetics 
of movement in the body overall and 
perhaps outside of the body as well.
In this workshop, one of the groups 
was given Article 12 from the Universal 
Declaration of Human Rights. 
The words that immediately jumped 
out from this article were protection, 
privacy and interference. In terms of 
Dynamic Qualities, these three con-
cepts could be described as: protec-
tion: on a spot, tensed, controlled; 
privacy: tensed, sustained, personal, 
closed; and interference (or attacks): 
sagittal, forward, direct, tensed. The 
students within the group enacted 
these three aspects simultaneously 
showing the qualities of “privacy” that 
are suddenly interfered with and even-
tually protected. The transition betwe-
en the interference (the denial of the 
right) and the protection (the point in 
which the right is granted) under the 
the privacy topic, became the essen-
ce of their explorations of the values 
expressed by the article. They wanted 
to turn the feeling of shame for being 
di# erent, into pride of being such. 
This transition between choreogra-
phy and making needed to have more 
de! nition in order for them to see the 
issue more concretely. Therefore, we 
asked them to de! ne speci! c scena-
rios in which the right is denied and 
transform that speci! c situation with 
their design. This group speci! cal-
ly decided to look into a situation in 
which social acceptance lacks towards 
individuals that have a relationship 
with a person of a di# erent race, re-
ligion, background, etc. Their ! nal 
design consisted of a layered lamp, 

called Gbamì, which means acceptan-
ce in a Nigerian language. It would be 
given to the family of one of the peo-
ple in the relationship as a way to start 
the slow conversation about the other 
person and hopefully, in time, achie-
ve acceptance from them. When the 
lamp is picked up, the light dies down 
and behaves almost as if it was shy. 
As a user, you need to “gain its trust” 
by giving it attention and eventually, 
after a couple of days, it will open up 
its ! rst layer and shine a bit brighter. 
The idea is that for every layer of the 
lamp, a new conversation about the 
relationship is initiated up until the 
point in which it opens up completely 
revealing the full light and the hidden 
message about who the other person 
is, and, in consequence, the full rela-
tionship. 
This concept, as an overall started 
very tied to the choreography aspect 
in that it took the Dynamic Qualities 
into account in order to de! ne the dif-
ferent qualities of movement involved 
in the transition between rejection 
and acceptance, interference and pro-
tection. Unfortunately, because of the 
clear disconnect during the transition 
from movement to physical form, the 
group ended up relying mostly on 
abstraction and metaphorical imple-
mentations which is why most of the 
qualities of the dynamics were lost.
Like in the workshop described in the 
! rst part of this book, we supplied stu-
dents with di# erent types of materials 
in order for them to quickly begin to 
transform their choreography into 
physical form. During this step, we 
observed that almost all of the groups 
had a di$  culty continuing with using 
movement as the way to explore their 
ideas and mostly sat down and discus-
sed. This showed that overall they had 
a di$  culty with combining the “phy-
sical thinking” they had been doing 
all day and the abstract thinking that 
tends to prevail when designing. Shif-
ting between abstraction and concre-
tization during the process is quite 
helpful and perhaps necessary when 
designing for interaction. If instead, 
these two methods are disconnected 
from each other, they will be treated 
as two di# erent steps, increasing the 
gap from critical thinking and doing/ ph
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PROJECT: GBAMI’

STUDENTS
Adegun Ayodeji, Maarten 
Brugmans, Federica De 
Angelis, Felipe Vieira and 
Natalia Ortiz Montoya.
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making. What we want is for our stu-
dents to be able to make critically.
During this workshop, even though 
there were some interesting results, 
I !nd that it was a bit more di$cult 
for students to use the choreography 
of interaction approach than during 
the workshop described in the !rst 
part of the book. In retrospective, I 
have concluded that when designing 
for wearables, the body is the canvas 
and the foundation for the interaction 
which makes the connection with 
movement as the main approach 
much more clear and natural. In this 
second phase, when the focus was 
no longer on wearables but on light 
and space, there were a lot of things 
lost along the way when translating 
the !ndings through movement into 
physical, dynamic form. Therefore, the 
methods in which we have begun to 
use movement as the foundation must 

be adjusted in some parts. Perhaps 
the choreography of interaction 
approach, because of its focus on 
the human body, does not allow for 
a clear translation into physical form. 
Maybe, instead, the overall approach 
should be reframed and focused 
more on qualities of movement for 
communication. In this sense, we 
can then look at dynamics as means 
for the transferring of meaning and 
explore movement outside of the 
body as well. Perhaps the aesthetics 
of movement as the primary way of 
transferring information would be 
a better way for movement to go 
beyond the limitations of the body, 
still using the body as an important 
sketching tool during the process. In 
this case, the choreography would 
give way to the exploration of the 
details of dynamic form as a way of 
communication which could then be 

72



translated directly into, for example, 
the dynamic behavior of the object.
There is still a lot to learn and !nd out 
about this highly physical approach: 
its bene!ts and challenges. During the 
workshops, students seemed to really 
grasp the importance of being more 
"uent in dynamics and the language 
of movement and used it very well as 
a way of understanding the abstract 
concepts attached to the articles. The 
di$culty then lies in the transition 
between choreography and detailed 
form. If the overall implementation 
of the approach changes its focus 
towards aesthetics of movement, 
instead of choreography of interaction, 
then this transition will be more clear, 
the process itself will be more relevant 
and useful, and hopefully, students 
will use their bodies as sketching tools 
in the future whenever designing 
for interaction. Because meaning is 

created in interaction, designers have 
to become experts in movement, 
doing and experimenting while 
designing (Hummels et al. 200713). The 
conversation and initial foundations 
of these ideas have already begun, 
now it is time to explore the territory 
further and train a new generation 
of design engineers who are "uent 
in movement and use their bodies as 
one the main design tools. When this 
happens, we will see larger steps in the 
development of interaction design: a 
return to the physical world.

12. Laban, R., (1960) The Mastery of 
Movement. Macdonalds and Evans.

13. Hummels, C.C.M., Overbeeke, 
C.J., Klooster, S. (2007). Move to 
get Moved: A Search for Methods, 
Tools and Knowledge to Design for 
Expressive and Rich Movement-
based Interaction. Personal and 
Ubiquitous Computing, Volume 11, 
Issue 8, pp. 677-690.
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SCENARIO-BASED DESIGN: PROJECT AWARENESS

Article 17
1. Everyone has the right to own property 
alone as well as in association with others.
2. No one shall be arbitrarily deprived of his 
property.

Scenario based design (John M. Car-
roll, 199614) is a design process based 
on a textual description or narration of 
a use episode. Such description is cal-
led a scenario. This “story” is described 
from the user’s point of view and may 
include social background, resources, 
constraints and background infor-
mation. The scenario may describe a 
current use, or a potential use that is 
being designed and may include text, 
video, pictures, storyboards. The con-
text might include details about the 
work place or social situation, and in-
formation about resource constraints. 
This provides some more help in un-
derstanding why users do what they 
do.
In many current design works, users’ 
goals and context are often assumed 
implicitly, or may not be taken into 
account. The scenario becomes the 
object of design and may be augmen-
ted and rearranged as the design evol-
ves. It can become a hypothetical inte-
raction scenario for a new design and 
allow a better understanding of it.
In a way scenarios are not new tools 
in design activity. It’s extremely com-
mon in design to imagine “what if” si-
tuations, or to walk through a design 
in one’s mind or in a group.
Therefore, scenario based design is an 
e# ort to make some of what we do al-
ready more consciously and explicitly.

1. Everyone has the right to own property 
alone as well as in association with others.
2. No one shall be arbitrarily deprived of his 

The scenario perspective supports de-
sign views and functions.
From the descriptions of real episodes, 
and focusing on particular instances 
represented through a speci! c scena-
rio, it’s possible to de! ne abstract user 
models and generic interaction types. 
From work-driven, fragmentary episo-
de descriptions it’s possible to reach 
exhaustive and rigorous outcomes.
In the project Frommetoyou,  the de-
sign group elaborated the article with 
a brilliant twist: through an interactive 
choreography they re" ected on the 
meaning of property, elaborating a 
urban scenario description and inter-
preting it through the idea of control.
Through dance and movement, set-
ting inspirations and design intui-
tions, the group created a urban user 
scenario. Through virtual “personas” 
involved in city behaviors and social 
needs, the group de! ned use episo-
des to make the project constraints 
and design goals explicit. 
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PROJECT: FROMMETOYOU
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Then, with their concept, they stated 
their belief in the fact that playing/
re"ecting on the idea of responsibility/
control can create awareness on the 
sharing property vs. owning property, 
therefore contributing to social 
coexistence.
The concept is simple: people can sit 
down on benches in squares that are 
endowed with a sensitive "oor. Their 
steps creates visual echos on it and 
in"uence the position of a ball that is 
drawn on it.  By tapping with di#erent 
pace and intensity on the "oor, people 
realize that they can actually move the 
ball; to score a goal though, they soon 
realize that they cannot play alone, but 
they must seduce other people into 
the game and create collaborations. 
In a simple and e#ective way, social 
interaction in multicultural cities is 
achieved. 

STUDENTS
Talles Oliveira, Domenico 
Serratore, Ademola Adebisi, 
Toluluope Aduke Oni, Jop 
Japenga

14. Carroll, J.M. (Ed.) Scenario-
Based Design: Envisioning Work 
and Technology in System 
Development, John Wiley, 1995
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Article 25
1. Everyone has the right to a standard of 
living adequate for the health and well-
being of himself and his family, including 
food, clothing, housing and medical 
care and necessary social services, 
and the right to security in the event 
of unemployment, sickness, disability, 
widowhood, old age or other lack of 
livelihood in circumstances beyond his 
control. 
2. Motherhood and childhood are 
entitled to special care and assistance. 
All children, whether born in or out of 
wedlock, shall enjoy the same social 
protection.

1. Everyone has the right to a standard of 
living adequate for the health and well-
being of himself and his family, including 
food, clothing, housing and medical 
care and necessary social services, 
and the right to security in the event 
of unemployment, sickness, disability, 
widowhood, old age or other lack of 
livelihood in circumstances beyond his 

2. Motherhood and childhood are 
entitled to special care and assistance. 
All children, whether born in or out of 
wedlock, shall enjoy the same social 

SKILLS FOR INTEGRATION

The Informì concept was designed 
to ! t article 25 of the Universal 
Declaration of Human Rights.
The students focused their design on 
the city of Eindhoven. They designed 
a game for children that consists of a 
series of handheld devices that can 
carry a charge of light. Also, these 
devices have ! ve slots to which 
collectible tokens can be attached. 
The player can collect ! ve unique 
tokens, each associated with a facility 
in Eindhoven that provides services 
as mentioned in the article (e.g., the 
hospital, the food bank, the shelter 
service, and the salvation army). 
The purpose of the game is to keep the 
light alive in each of the devices. This 
is done by sharing the light between 
children. The more tokens a child has, 
the more he can share his light. The 
game ends when one or more lights 
‘die’. The playing ! eld for this game is 
the city of Eindhoven. The prototypes 
that were made for this, incorporated 
LEDs, pushbuttons and an Arduino 
microcontroller. The sharing of the 
light was also implemented as well as 
the attachment of the tokens.
The skills of making are an essential 
part of our approach. When peo-
ple are making, they do not express 
themselves in the abstraction of lan-
guage but in the experiential reality 
of form. The access to the conceptual 
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ography part was located in a dance 
studio. In there, we saw that the stu-
dents were much more explorative 
and free. Yet, as soon as they returned 
to their ‘normal’ workplace, they fai-
led to integrate the lessons from the 
dance studio into their concepts. The-
refore, the next RTM workshop needs 
to take place in an environment that 
a#ords making. An obvious location 
would be a wood/metal workshop, 
but we feel that that might be too 
simple, as we need to tune the envi-
ronment to the task at hand. We need 
not only tools, but also ambience that 
!t the design assignment. This is then 
the challenge for the next workshop.

STUDENTS
Lizette Reitsma, Marcel Ton, 
Michele Santella, Okubo Grace 
Ebikenie, Maíra Scirea

domain is then not limited by langua-
ge but limited by skill. Furthermore, 
the conceptual domain opens up for 
the senses; it is experiential. Therefore 
it is necessary that the participants to 
the RTM workshop are skilled in ma-
king and designing. Another aspect 
that is worth pointing out is that the 
participants’ making skills are not only 
instrumental in the process of design 
but also in the process of creating mu-
tual respect within the multi-cultural 
design teams.
Looking back at the projects that ran 
in the two workshops we observe 
that the participants seem to distrust 
their making skills in favour of their 
linguistic skills. Even though we consi-
stently pushed them towards making 
they seemed to be unable to take the 
step towards making autonomously. 
Yet, when they [reluctantly] did make 
the step towards making, they found 
that it greatly improves their insight 
in the design challenge at hand. The 
evidence for this can be found in the 
steep acceleration of insight and re-
sult after the participants started ma-
king and, perhaps more importantly, 
in the re"ections that were written in 
retrospect. This seems to be the para-
dox of our approach: we observe that 
the singular use of language sti"es 
the design process and that making 
accelerates it. Yet, it takes great e#ort 
to push the students towards making. 
Particularly in the RTM workshops, 
where the e#ectiveness of language is 
uncertain as the participants have dif-
ferent mother tongues, it is surprising 
that they still revert to language, even 
more so because they are all trained 
as designers.
Therefore, we feel that it is necessary 
to put even more emphasis on the 
use of their making skills as an instru-
ment of understanding. An important 
lesson that we learned from the wor-
kshop is that the context in which we 
let the participants work steers their 
behavior. The facilities that are o#ered 
are tuned to ‘o$ce work’. We provide 
them with large tables and chairs and 
such a surrounding naturally a#ords 
talk and discussion. It is the environ-
ment that gets them stuck. Part of the 
RTM workshops already took place 
outside of the ‘o$ce’, i.e., the chore-
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REFLECTION ON ACTION

In this workshop, as well as in our other 
work, we have a few basic principles 
to unify our endeavor. Based on 
the Gibsonian perception (Gibson, 
198615) theory and phenomenology 
(Merleau-Ponty, 196216), we have 
taken ‘interacting-with-the-world’, 
‘the primacy of action to acquire 
knowledge’ and ‘respect for a person 
as a whole (with a mind, a heart and 
a body) in a social context’ as our 
basic stance. The world is inherently 
meaningful for us, i.e., we perceive the 
world in terms of what we can do with 
it, and by physically interacting with it 
we access this meaning and we express 
meaning. The phenomenologists 
emphasized the, partly, embodied 
origin of knowledge, i.e., re" ection 
in and upon action. Also Schön has 
stressed the importance of re" ective 
practice for designers (Schön, 198317).

Now, what does it mean to re" ect 
in and upon action? We distinguish 
between the actions and the results 
of the actions of the designer and 
the user respectively (see Table) 
(Overbeeke et al. 200618). Ideally 
re" ections should consider multiple 
! elds of the table. In this workshop 
students have explored the design 
space through doing, making and 
re" ecting and subsequently have 
built a new understandings of the 
articles and the solution space that 
was unfolding. This was done through 
several iterations, mostly situated in 
the upper row of the table, although 
the exhibition with the experiential 
prototypes on the last day added the 
bottom row of the table. At the end of 
the week, the re" ections of students 
and supervisors moved backed to the 
upper row. 

15. Gibson, J.J. (1986) The 
ecological approach to visual 
perception, London, UK: Lawrence 
Erlbaum Associates. (Original work 
published in 1979).

16. Merleau-Ponty, M. (1962) 
Phenomenology of Perception, 
trans. Colin Smith, New York: 
Humanities Press.

17. Schön, D.A. (1983). The re# ecti-
ve practitioner; how professionals 
think in action, Jackson, USA: 
BasicBooks.

18. Overbeeke, C.J., Wensveen, 
S.A.G., Hummels, C.C.M. (2006). 
Design research: Generating 
Knowledge through Doing. 
Drawing New Territories; 3rd 
Symposium of Design Research, 
Swiss Design Network, Nov. 17-18, 
2006, pp. 51-69.

prototypes on the last day added the 
bottom row of the table. At the end of 
the week, the re" ections of students 
and supervisors moved backed to the 

Swiss Design Network, Nov. 17-18, 
2006, pp. 51-69.

DESIGNER

USER

ACTION
RESULT 

OF THE ACTION

1. DESIGNING 2. PRODUCT

3. USING 4. EXPERIENCE
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REFLECTING ON THE WORKSHOP 

The theme of  the workshop, which 
centered  on solving social problems 
in multicultural society through the 
fundamentals enumerated in the  
Articles of the Universal Declaration of 
Human Right is an  issue  that is worth 
contemplating. Why?
It is widely acclaimed that the world 
is a global village as a result of 
technology which facilitates easy 
access to information and interaction, 
but we often overlook the fact 
that the people that make up the 
world  can be  so far apart in social 
interaction because certain values 
that promote  self-esteem, equalities, 
and  security, are not protected.  At 
times it is taken for granted that the 
constituted authority is the basic 
organ to ensure that such values are 
guaranteed. Occasionally, we rely on 
Non Governmental Organizations to 
speak and ensure the rights of the 
oppressed in a multicultural society. 
At times it is assumed that things 
will naturally take shape, therefore 
everybody minds his business  thus, 
the problems of ensuring rights 
in a multicultural society persist,  
resultantly certain groups of people 
su#er in silence. Therefore, it should 
be the concern of all the stake-holders 
to ensure that the rights of the people 
are guaranteed in the multicultural 
societies.   

How does Industrial design come 
in? This was the !rst question that 
came to my mind when I received 
the noti!cation of the project of the 
workshop. Creating the awareness 
of rights through designs is not 
what easily comes to mind since 
industrial design profession is neither 
a political nor a social organization, 
therefore, one would not ordinarily 
deliberate the enforcement  of 
human right declaration acts in the 
domain  of Industrial design. But then, 
in a complex society of the homo-
sapiens, there are internal wars that 
engage the minds and can only be 
won through combined e#orts of 
di#erent structures that make up the 
society (we may call such combined 
e#orts,a holistic approach). Industrial 
design touches the society from  
varied perspectives, through the 
creation of products that can a#ect 
man physically, psychologically,  and 
socially.  It  is therefore thoughtful but 
rather challenging to design a project 
with the aim of unifying people in 
a multicultural society in a way that 
their rights are respected and their 
identities are intact. This endeavor  I 
will like to refer to in my own terms 
as double barrel or multifaceted 
endeavor because creating products 
that can enhance social interaction 
in a multicultural society is enough 
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as a problem, hence when it is tied 
to a particular Universal Declaration 
of Human Right, it becomes complex 
and it could constrain the creative 
freedom of the designer to a particular 
thought environment where he is not 
readily satis!ed about whether the 
choice of his product will adequately 
ful!ll the intended purpose (this is the 
stress observed in the  creative process 
during the workshop). What I am 
trying to explain here is that it is rather 
simpler to carry out enlightenment 
of human rights through verbal 
communication either through jingles 
or drama sketches, so it is with graphic 
illustrations and prints. Therefore in a 
bid to bring e#ective and a#ective 
qualities to this unique project, the 
development of unusual products of 
high values are provoked. 

Grouping of students. Mixing 
students in groups was a nice 
strategy for ensuring that students 
work together irrespective of 
their geographical background. 
The grouping which mixed up the 
students is what I considered  the !rst 
idealization of multicultural societies. 
The students’ interaction during the 
workshop was seen knitted in the 
group where they were placed other 
than the school where they came from. 
The grouping helped in breaking the 

barrier that is usually associated with 
people of di#erent races or origins 
that are interacting for the !rst time. 

Choreography and design process: 
any relationship? Beside the host 
university, the participating students 
from the other universities were not 
familiar with the use of choreography 
as part of design process. This 
explained the reason why most of 
them were laughing at the beginning 
of the process which took place at 
the small dance studio  at Footloose. 
(I joined them in the early warm up 
activities.). It didn’t look like serious 
business was going on. I want to 
believe that the workshop which 
started in a playful learning process 
made the students to be relaxed 
and opened up. On the other hand, 
the  dance studio environment at 
Footloose which is equipped with the 
state of the arts facilities and lighting 
system worked on the psyche of the 
students that the activity was not 
just fun but a formal process towards 
the realization of the objective of the 
workshop. The instructor was explicit 
and lucid in instructing the students. 
Students were made to understand 
body movements in interaction. By 
the time the students were taken 
to the larger studio and were asked 
to go into group formation, it was 
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easy for them to idealize problem 
situation that were relevant to their 
articles using body language. By 
the second day of the workshop, 
students were getting used to  the 
process (choreography). However,  
the excitement of the !rst day gave 
way for serious look and businesslike 
approach as they attempted to de!ne 
scenarios and create design through 
choreography.  Michael guided the 
students in modifying their scenarios 
while also being careful not to 
banish the originality in the students’ 
perception about design scenarios.  
The daily presentation and criticism 
of students’ choreography was helpful 
in getting the exercise into shape and 
eventually to the ful!llment of the 
objectives of the workshop. 

Concept Finalization. By the time 
the students returned to the design 
studio on Wednesday morning their 
countenance had changed as they 
were soberly anxious. They went into 

brainstorming session and various 
ideas were contemplated by each 
group but without any agreement 
on which of them to prototype. The 
concept !nalization (Brainstorming) 
which started on Wednesday and was 
to end at  morning session   continued 
until Thursday morning. Having 
exceeded the time schedule for 
brainstorming, The students,anxiety 
grew higher as ‘if heaven would fall’ 
if the projects were unaccomplished. 
Thus, they had to work till 10 pm and 
resumed as early as 7 am on Friday 
morning. There is no doubt that they 
were stressed, I could read from some 
faces that the time allocated to the 
process was not enough and thus 
the procedure became somehow 
cumbersome to them. Some 
moments of worry became inevitable 
as students could not take a decision 
on which of their concepts should be 
chosen for prototyping. 
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Prototype building. Most groups   
started prototyping on Thursday 
morning, this accounted for the reason 
why it was rushed and there was not 
enough time to test run the products. 
Without time to test run a design then 
modi!cation of such design becomes 
impossible. This to me became the 
weak point of the workshop. Despite 
the weak area stressed above, it was 
amazing to see the products that 
were developed in the workshop, 
they are unique and fascinating. The 
presentation arena was very suitable, 
although one or two projects of the six 
projects were not be fully completed.

The rating of the performance in 
the workshop was high, incidentally 
I had taken students to two 
international workshops before this 
one in the past one year, this particular 
one brought out the best from the 
participants, the reason  being that 
it was not centered on skill teaching 
or skill demonstration alone but 

rather on instruction, demonstration, 
idealizing, conceptualizing, and 
prototyping.  The presence of some 
members of the community during 
the introductory lecture and at the 
exhibition of the projects was a source 
of encouragement.

I have pondered on the state of mind 
of the students about the outcome 
of the workshop. I want to believe 
that the students were happy about 
the experience and the result of the 
workshop; they heaved a sigh of 
relieve during the presentation of their 
work at the exhibition hall. The groups 
worked as if they were competing 
for an award; with the outcome of 
their e#orts materializing into unique 
products which values are to elevate 
the equality and dignity of people that   
live in multicultural societies, they felt 
ful!lled and had the satisfaction of 
having come (to Eindhoven) , having 
seen and conquered.
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