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Project at a company is voluntary part of the master program at the 
faculty industrial design in the first semester of the second year. The 
semester serves as a preparatory component to the final master 
project, which takes place in the second semester of the second year. 
The reason why I opted for an international experience was 
partly because of the industry that I wanted to focus this project 
on, the automotive industry, and partly because international 
experiences put one in a position in which one is challenged 
by other factors such as language barriers and different cultural 
backgrounds in a work environment, among other factors.
By doing a project within a business context I aimed to gain 
more industry awareness and to discover which of my design 
skills could be implemented within a corporate environment.

Previously…

I was initially introduced to the automotive 
industry during the second semester of my first 
year of the master. Before that moment I mainly 
focused on smart textiles and digital fabrication 
for wearable garments. When I started to focus 
more on the material, textile, instead of the 
context (fashion) I found that there were many 
opportunities to incorporate smart textiles with 
car interiors. Once I started to understand the 
interactive and communicative capabilities of 
textiles I learned that my expertise was creating 
interactive textiles in combination with digital 
fabrication methods. When defining my vision 
I found that I envision a future with less digital 
screen, mainly for health purposes. Coming to this 
realization it became obvious that for this project 
I would create a textile interactive interface within 
an existing company. 

I wanted to gain more 
experience within the context 
of the automotive industry, 
therefore I carried this project 
out at Mercedes-Benz in 
Germany. The reason why 
I wanted to focus on the 
automotive industry was for 
the reason that it already 
uses a lot of soft materials 
such as leathers and fabrics 
within its interior, which allow 
for easier implementation 
of textile interfaces. Besides 
the latter, the industry is 
currently in a dynamic 
phase. Moving from petrol 
motors, to electric cars and 
aiming towards sustainable 
future autonomous mobility 
(source past present future). 

I see the opportunity to not 
only be sustainable in the 
resource/material aspect 
but also to create healthy 
and therefore long-term 
sustainable environment for 
its users. This new era of the 
automotive industry could be 
an opportunity to introduce 
people to new types of 
interfaces and enhance 
the quality of its overall 
experience. 

Mercedes-Benz is one of 
the largest manufacturers 
of premium passenger cars 
(source). One of the aspects 
that I found my identity 
resonated with is their aim 
to reconcile tradition and 

modernity to design de cars 
of the future (source). 

To understand my position 
within the automotive industry 
I joined the department in 
charge of all the materials 
and colours used for the 
interior surfaces of the cars, 
also know as the Color and 
Trim department. During 
the selection interview with 
the team leaders of the 
department, we agreed on a 
mutual interest in interactive 
materials for car interiors and 
that this would be my focus 
for the project.

Where did I go and what was my function?

1. INTRODUCTION

”I’m always thinking about 
creating. My future starts when 
I wake up every morning... 
Every day I find something 
creative to do with my life.” 
-Miles Davis



As a designer self-identification is crucial 
for a strong and convincing design 
language. Throughout the years, I have 
consciously and unconsciously formed 
and defined who I am as a person. 
Yet the relevance of this process and 
definition only became clear to me once 
defining my professional identity, which 
is a specification and a classification of 
my identity as a whole. The pillars of my 
professional identity has mostly come from 
personal (international) experiences and 
reflections, while my values and beliefs 
have come from conscious contemplation 
and reflection upon these experiences as 
well as upon scientific and social theories 
and principles.

Aesthetics and Interaction

„Uniformity admits variety“– Francis 
Hutcheston. He refers to the fact that 
in chaos there is an underlying beauty 
of order that can be traced back to, for 
example, mathematical algorithms, while 
where there is uniformity there is beauty 
in the variety which could be interpreted 
as details or material (haptic) qualities. My 
own personal preference inclines towards 
the latter. I get inspired by different 
aesthetical philosophical theories such 
as Anthony, Earl of Shaftesbury, which I 
believe to be one of the firsts who would 
link beauty with functionality and purpose, 
who together with, Plato, who vouched 
to distinguish between replication 
(or interpretation) and innovation, 
perhaps defined what we call design 

today. Another source of inspiration are 
psychological theories such as the one 
from Hutcheston. The reason why these 
inspire me as a designer is that it allows 
me to gain a deeper understanding 
of the science, the motivation and the 
interpretation of aesthetics. Besides this 
theoretical knowledge, its application 
within the discipline of art also has a big 
influence on me as a designer. Having 
knowledge regarding art history and 
continuously deepening and broadening 
my art knowledge allow me to be inspired 
regarding timeless social dilemmas that 
the works reflect, as well as traditional and 
innovative sense of beauty. When all these 
different influences come together and are 
materialized within my own work, it could 
be defined as my aesthetical identity.

Digital and traditional craftsmanship

I like to work taking into account my 
passion for history and the traditional 
yet thriving to innovate. My interest for 
art and design started from an early age. 
From participating in coloring contests 
to exhibiting some of my sculptures in 
a museum, I always have been actively 
developing artistic skills as well as acquiring 
knowledge regarding contextual and 
historical theory. Due to living among 
different cultures throughout my life, I 
have been able to see and understand 
different approaches, techniques and 
contexts in which different artist worked. 
Besides the latter, I have also experienced 
the impact of globalization of societies 

and with it cultures. Globalization, in my eyes, 
has two main impacts on the creative discipline. 
Firstly, it allows the unification of skills and 
strengths that result in innovative and highly 
creative art, design and solutions. Secondly, 
the traditional craftsmanship, which to some 
degree is the preservation of the tangible 
manifestation of cultural heritage, seems to 
have difficulty to survive this modern age. 
Seeing and appreciating both sides, I see the 
value of reaching out and using tradition to 
create, as well as to develop and create new 
techniques and applications. The strength lies 
in combining both in it appropriate proportions.

Smart Materials

My interest for materials started from an 
aesthetical perspective, soon after I came to 
realize the many different dimensions that 
were involved. The fascination continued into 
the realm of fashion and with it admiration for 
textiles. Soft, flexible surfaces that aimed to 
not only make someone look stylish but also 
to keep someone warm, cool or somewhere 
in between. Combining my passion of textile 
with digital/traditional craftsmanship I started 
to work on creating soft, flexible surfaces 
with different techniques. An indispensable 
additional feature that I could not neglect was 
to give these materials a functionality that often 
is provided by technology.
Being surrounded by an increasing amount of 
smart systems we realize that the functionality 
of the system or product is as important as 
its communication with the users. The way 
this is mostly done now is by communicating 
though screens and graphics. Overloading 
one our sight sense, using to a certain degree 
hearing but not making use of the other human 
senses. I see an opportunity for innovative soft, 
flexible materials to allow the communication 
with the user using at least touch (haptics) 
as an additional communicative dimension. 
This will allow for the abstracting of the visual 
communication, eliminating the necessity for 
screen based communication.
In my design work, I use smart materials as an 
embedded communication tool.

Connection to personal development and 
project goals

Throughout my academic trajectory I 
continuously seeked to develop myself in 
the three previously mentioned themes. The 
activities and goals linked to those themes 
were as important as the other areas of 
expertise that I developed in. An example 
of this is the bachelor elective Taking Care of 
your Client, which allowed me to design for an 
existing client, to ask the adequate questions 
to identify the core of their demand to then use 
my expertise to provide a focused and effective 
solution. After developing a solid foundation 
within the bachelor, I was able to set focused 
goals and work on projects mostly relevant to 
my professional identity. An example of this is 
the group project Mo, which aimed to design 
the traditional retail purchasing experience 
be involving touch and digital craftsmanship 
as two core elements of the new purchasing 
experience. The core aim for the final master 
project will be to implement adequately and 
show my expertise in the previously named 
themes for an existing project of a company.

Finally…

As Jonathan Lockwood Huie said, “The inherent 
nature of life is constant change”. Embracing 
my everlasting professional development, I will 
say that I will continue to, ambitiously creatively 
create for people and this world. With positivity, 
hard work and dedication I aim my work to be 
relevant to those who I design for.

My Identity
2. VISION & IDENTITY



My Vision
2. VISION & IDENTITY

My vision is to create 
communicative smart 
textiles that are able 
to provoke interactive 
peripheral experiences, 
with the purpose to reduce 
the current visual overload 
and to make more use 
of our physiological 
perception capacity. A child 
on average is exposed to 
screens more than seven 
hours a day (Rideout, 2010). 
More and more studies 
are show that excessive 
exposure to screens cause 
brain damage and sensory 
overload which often 
leads to a hyperaroused 
nervous system or a 
lack of restorative sleep. 
We seem to uncover an 
increasing amount of 
evidence pointing out 
the negative impacts of 
screens in our every- day 
lives, yet they are inevitable 
and unmissable in todays 
developed society. I 
envision a future where 
messages, functions and 
other everyday interactions 
with our environment can 
be perceived through the 
use of our physiological 
senses by smart interactive 
surfaces. This way we 
would potentially be able 
to create a world that we 
can seamlessly interact with 

and feel more connected 
to. Seeing the opportunity, 
understanding the 
severance of the current 
situation and having a 
passion for design I believe 
it is partly my ethical 
duty to create, stimulate 
and provide people with 
these alternative types 
of interfaces. Not only to 
provide option, but also 
to improve health of the 
overall worldly community. 
Since our screen based 
society makes everything 
easy to understand and 
easy to interact with, people 
don’t seem to ask for these 
alternative methods. 
Therefore I believe that 
this shift towards these 
sensory interfaces should 
be market pushed, in other 
words to provide people 
with something they 
initially do not implicitly ask 
for. This belief allows me 
to determine where and 
in what sort of company I 
would like to carry out this 
future vision. I would like 
to work in a company that 
works on development 
projects for bigger 
companies so that we can 
inspire these companies to 
approach things in a certain 
way without initially having 
to focus on the financial 

feasibility of the ideas. 
Working on projects with 
different companies allows 
one to have a horizontal 
impact on the industry, 
while providing in depth 
solutions. 
In this era of technological 
revolution I envision 
the possibility for smart 
materials to be dynamic 
interfaces that are able 
to adjust to the required 
circumstances. Another 
word for these smart (non- 
screen) interfaces could 
be the modern analog. 
Using aesthetics in a way 
that is not only valued by 
users but also justified by 
science. The way we design 
in the future is to take into 
consideration the science 
behind the motivations 
of certain interactions as 
well as what biological 
and neurological reactions 
are produced by certain 
motions, aesthetics and 
interactions. I envision a 
future of knowledgeable 
designers working closely 
with professionals from 
many different disciplines 
to understand and interpret 
this knowledge to achieve 
efficient, effective and 
pleasurable designs. 



Project 1
3. DESGIN PROJECT

Based on internal research of  the company, there has been 
determined an opportunity for new types of  intuitive and non 
invasive interfaces. I will develop a “fake” leather interface 
that will have sensors integrated within it as well as actuators. 
The purpose is to offer an intuitive tactile leather alternative 
to a more screen based car interior.
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Related Work / Theoretical Background

The initial planning for this project was generated 
after an orientation period of two weeks. During this 
orientation period I determined what would be an 
interesting context, mutual interests and available 
resources. This planning was split up into three 
different phases of three weeks (see APPENDIX). 
Phase one was mainly an exploration and definition 
of specifics of the interactive material. Phase two 
was a prototyping phase which would be followed 
in phase three where feedback and improvements 
would be incorporated into a final high quality 
prototype. 

In reality this turned out differently (SEE IMAGE). In 
reality phase one was carried one time on its own 
and a second time running parallel to the second 
phase, which then turned into the final prototype. 
Mainly because the duration of making the samples 
it was not possible to make different iterations of 
these. Eventually the whole project could be seen 
as three phases. The first one on its own and the two 
other phases that sometimes ran parallel. The focus 
of these two phases were on two main aspects; the 
interaction and the sample. 

The design process could be split up in three parallel processes: the positioning of 
the interface within the car interior, what would the main interaction be, and the final 
sample.

The Design Process



My first intention when starting this project was to create a fully functioning prototype. Meaning an 
interactive material placed in specific part of the interior of a vehicle. 

The process of defining where in the interior it would be valuable to place such an interface. This took 
place in collaboration with the UI department. In total we considered three main places within the 
interior. Often the feedback of experts within the department was that they had either considered it 
before and did not see an opportunity in a specific placement or they did not fully capture the value of 
such an interface and were not enthusiastic at all. Due to time constraints of the UI department they were 
not able to continue to work on this project. Taking the project back to the Color and Trim department 
I was an opportunity for a different approach. The selection process of different techniques, materials 
and interfaces most often happen though the presentation and consideration of samples. Since this is 
the way that they are used to work and design their interiors, I saw the opportunity of creating a sample 
of an interactive material. 

The making of this sample constituted of two main aspects. Creating the “look and feel” , in other words 
texture and aesthetics of a leather material through 3D printing, and making a soft interactive surface. 
These two processes were separated because the time frame in which they could both be produced 
did not correlate. Creating the look and feel of the material was done in house, and was therefore 
dependent on other people and departments. Creating the soft sensor and actuator happened mainly 
at the University. 

Integrated Prototype to Sample

There were different reasons why I chose to recreate a “fake” leather. One 
of the current movements in our society is to move towards more ethical 
materials, this means moving away from animal skins and unethically 
produced textiles. A contradiction that the industry is currently facing is 
the consumers desire for quality and luxury which is nowadays mostly 
achieved in car interiors through the usage of leather. I saw the opportunity 
to offer an alternative to the traditional type of leather made from animal 
skins by producing an artificial 3D printed leather.

The interaction for the interactive textiles was a push motion with light as 
feedback. In order to suggest this interaction the sample was constituted 
of an overall leather grain created with two different types of plastics 
located on different parts of the material. One fully opaque surface in 
combination with a central pattern made out of transparent filament. 
Suggesting the location of the sensor and offering light feedback through 
the surrounding transparent pattern. 

The main design challenge when creating this texture was to digitally 
produce a realistic leather grain, which was ultimately achieved in 
collaboration with the Interior Design department. The second challenge 
was to create a leather-like feel of the 3D printed material, which was 
achieved by using a special coating. 

As mentioned before there were several limitations in this aspect of 
fabrication. We were only able to print this “fake” leather in a hard 
material. Even though the touch of the printed sample was satisfactory it 
did not have the flexibility of a leather material. Because of the quality of 
the produced sample, they are now seeking to make an other version in a 
different type of material in collaboration with a 3rd party company. 

THE LOOK AND FEEL 



Before determining the location and the interaction of the interface, an overview of the different interactions 
in a car was made (see APPENDIX …). The way in which we know sensors within a car now a days is buttons, 
rotatory wheels  and mostly screens.  The overview was based on the interaction of the driver. From this 
sheet we were able to detect two main actuating interactions; pressing/pushing, and swiping.

Taking this into account we (me together with the UI Intern) decided to focus on pushing.

The main goal towards the ending of the project became to communicate how an interactive material 
would work and what it could look like. Therefore I wanted to use the most common interaction, pushing, 
to maintain the focus on the material and its possibilities. 

One of the core aims when creating this interactive material was to maintain the flexibility of the sensor I 
opted to create a composite material made out of four thin layers, one of them being the printed flexible 
material, two of them being a thin conductive textile and finally a separating thin foam layer. These layers 
were connected to a LED strip and an Arduino which were used as an output. 

The combination of the look and feel sample and the interactive sample is yet to be presented in its totality. 

The Interactive Sample

THE QUALITY AND RELIABILITY OF THIS PROJECT
Technologically the resulting sample is a robust and reliable 
prototype. A factor that impacts the reliability of the projects 
outcomes is the fact that the two samples were not combined 
into one final sample. In other words a sample with the touch 
and feel in combination with the interactive features. This 
would be necessary to access the quality of interaction that it 
provokes, and to verify if the texture and visual components 
of the sample also support and enforce the interaction 
necessary for the actuation of the interface. This aspect has 
motivated me to present a fully working (technologically and 
aesthetically) prototype during my final master project, not 
only for it to be fully experienceable but also to validate my 
own claims regarding textile interfaces.

Discussion

THE VALUE OF THIS PROJECT. 
In the greater context of interactive materials and previous 
work done by others this project is not the most innovative 
or challenging in terms of new technology or new materials. 
While the company, like many others is exploring different 
ways of material actuation they did not show to be focusing 
on textile interactive interfaces specifically. Therefore in 
the context that the project was carried out in, I consider it 
to be of value by showing the potential of this new type of 
interfaces. The true value of this project for the company will 
only show in the future, when it becomes evident whether 
they have build upon my project and ideologies, or not. From 
this aspect of the experience I learned the importance of 
knowing ones audience, not only to be relevant to those one 
designs for but also to be able to communicate the intentions 
of the designs adequately.

THE FUTURE OF THIS PROJECT 
The result of this project is mainly inspirational content for 
Mercedes-Benz as company. Even though people were 
enthusiastic about the quality of the leather piece and about 
the lo-fi interactive one, they did not yet see any immediate 
benefits or possibilities for incorporation. Which does not 
seem bad, but considering that they work each project in a 
time span of 5 years (department) and 10 years it could mean 
that in the next 5 years we will not see such types of technology 
released by them. At the same time will I continue to design 
and develop such textile interfaces. From this experience I 
learned how to make use of available resources, something 
which impacts the end result when designing a new material 
at a specific company. On the other had I learned the value 
of good management of outside sources that could help 
or provide the necessary resources when designing a new 
interactive textile interface. 



Project 11
3. DESGIN PROJECT

Besides my own project at the company I was  
involved in a project that started around the time 
that my semester began. At this point the focus 
was mainly on identifying opportunities related to 
a determined theme. Initially I was asked to make 
presentations that would capture the theme and 
then when I shared my ideas regarding the topic 
and its implementation I was asked to further 
participate in the development of the project. 
After the presentation and ideation phase we were 
asked to gather material samples that would suit 
the theme. 

One of their aims was to use innovative fabrication 
techniques to achieve different types of luxurious 
aesthetics. I saw this as an opportunity to put my 
knowledge regarding digital fabrication methods to 
use. I asked if I could make some samples for them 
and they agreed. I spend 3 days at the TU/e making 
samples using laser cutting, digital embroidery and 
3d printing. After receiving the results I was asked 
to once again return for 3 days and further develop 
these and new samples. 

This experience helped to validate and position 
myself within an existing design team of Mercedes 
Benz. I was able to put my existing skills to use for 
the purpose of their project.



Goals

Starting this project I had some personal goals that I wanted 
to work towards in order to develop competencies and the 
design processes. Find the specific descriptions of  the goals 
in APPENDIX…

I tried to achieve this by taking German classes for two months twice a week 2 hours. This helped me to 
advance my level of German as well as my ability to follow meetings and conversations at the company. 
I had a total of 4 casual interviews with employees about their previous study, their current position and 
their future ambitions. From these interviews I concluded that …
Lastly I attended meetings about the development of the company’s vision, its current practices and its 
future aspirations

To understand project structures in a big company, meaning the design 
positions, tasks and timeline involved when creating new car interior 
concepts.

Mercedes-Benz has an internet based information base in which all the departments, corporate structures, 
employees and other information could be found. I informed myself of the different tasks and where 
possible I visited the different working sites. The previously mentioned interviews and my overall extra 
work helped me to get a good understanding of what working in several departments would entail.

To explore what a potential position in a business like the one I am currently 
in could be in the future.

4.  Development

When carrying out this project I peeked partner, whom I found in the UI department. Unfortunately due 
to time constraints they were not able to see the collaboration through. While working I determined that 
it was best to focus on showing the potential of a textile interface instead of focusing on different user 
interaction cases, this process can be found back in the section Integrated prototype to sample. 

Making out of leather a smart material for a car interior, meaning the 
material can sense, respond and react to interactions of the driver. 

I tried to achieve this by taking German classes for two months twice a week 2 hours. This helped me to 
advance my level of German as well as my ability to follow meetings and conversations at the company. 
I had a total of 4 casual interviews with employees about their previous study, their current position and 
their future ambitions. From these interviews I concluded that …
Lastly I attended meetings about the development of the company’s vision, its current practices and its 
future aspirations

To understand some of the rules and regulations involved in a big 
corporation when designing a new interface using leather for a car interior.

I initially aimed to make a roadmap of how such a textile interface would be able to be considered market 
ready. Even though I was shown certain testing procedures, I did not get to the core of what was necessary to 
launch such an interface. This was mainly because one part of the regulations is set by the government and 
the other part are regulations defined by Mercedes. Since these entail a multitude of small technicalities, 
the company has specialists who are in charge and guide such trajectories. The fact that it was so difficult 
to get this information together with the fact that they have specialised people in charge of this, showed 
me the importance of one’s expertise and how it can be more efficient to outsource certain aspects. 

To understand the design values of the company and integrate it into the 
aesthetics of my designed interfaces and other design related works.



Overview of 
expertise areas

4.  Development

During this semester I mainly developed skills in four different 
expertise areas.

Part of this semester I assisted on ongoing 
projects within the department of Color and 
Trim. During these I was able to apply my basic 
skills with the software Rhino, more specifically 
Grasshopper. Due to the complexity of the 
projects I was encouraged to learn more about 
parametric design while at the same time 
applying these newly acquired skills directly to 
the projects. The files were constructed in such 
a way that individual adjustments could still be 
made to the designs by other employees while 
remaining its relative dimensions. I learned 
that parametric design is not only a tool for 
an individual designer but also greatly helps 
when having to make joined design decisions 
regarding the dimensions and overall design. 

Math data and computing

Even though there were not mayor challenges 
with the electronics used in the interactive 
sample, the digital fabrication part of the second 
project was quite challenging. By combining 
different digital fabrication techniques together 
I found that the main challenges is to consider 
the error margins of each technique and to 
take it into account when moving onto the next 
technique. The main learning points were that in 
this case the order in which the techniques were 
used is important, but that this also depends on 
the result one wants to achieve. Furthermore, 
it is important to measure, document and 
calculate error margins. The way this will help 
me in the future is that it is important to get 
in-depth knowledge of the capabilities and 
limitations of technologies one is working with, 
and that this requires a physical testing period. 
This is important to consider in the planning of 
future projects such as my FMP. 

Technology and realisation

To be able to communicate the efficacy of an 
idea is important to be able to communicate 
the relevancy of ones work, especially when 
working in big teams. This work experience 
together with my academic developments 
have taught me how to substantiate creative 
and intuitive decisions with knowledge driving 
literature or benchmarking. I found that it is 
important to find the right communication point 
of creative inspiration in regard to its relative 
significance to the business practices.
Once I redefined my vision as a designer I 
started to start incorporating my vision as a 
tool for design. Giving work, besides the given 
design goal, a new aim that would be consistent 
through the rest of my work.

Creativity and aesthetics 

Udipsapitia doloreptio. Nam ipid quatquia 
voluptatum voles aut etus conseque millestrum 
il ipistem porpore ratem harchic iunture 
dellendis reius, as eost evel maio voleste 
deliste ea conestinctet occus, antemquodi con 
commodit, volorpossim labori sam, consequ 
idebit volentiore reperit, ute volut optam 
quaspicid untet as rem et que dolenec tiorepu 
dandanias dolupta dolupti accus ma iliberum 
eos nihil ex eum rem. Nequas et moluptate 
pera im ipsam as dolorest qui quame porem ex 
ea nimi, quia assit molupta quaspelenda sectia 
volupta nem fugit eicil molupta tibearu ptasin 
pelecuptae volum nestibus et re doloribusa 
eum id qui dolorrovid min et quamus.
Borum utent eostrunt fugit plaborerci bea 
nestiur, id quam quae aut aces demquam expero 
voluptatem idelent platis arum dolora dellacc 
usciamet ullandias et iduntor eiumquatur as 
et duci vitaepe resequo es et latenih iciendia 
possitibus archic tecatibus, iur auta con cus.

Business and entrepreneurship
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