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ID Workshops
Department of Industrial Design, KIC, University of Tehran
Performer of International Workshops and Intensive Courses

Metamorphosis
Workshop 2011
Professor: Christian
Boucharenc from NUS

Design Semiotics
Intensive Course 2016
Professor: Salvatore
Zingale from Polimi

Interaction Design
Workshop 2016
Professors: Aadjan van
der Helm & Bahareh
Barati from TU Delft
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Department of Industrial Design performs
International Workshops and Intensive Courses.
These workshops and courses each are a
combination of theory and practice, which help
students to become better designers.

Interaction Design for Open Play Experiences
Workshop 2017
This resent workshop took place in collaboration in
TU Delft. The Leaders were Aadjan van der Helm,
Mathieu Gielen and Bahareh Barati.

During these events, not only students learn a lot
and develop their skills, but also experience
teamwork with different people of various
cultures. In addition, they can enjoy the attractions
of the Island.
Our aim is to collaborate with other universities
and to develop design in Iran through international
relationships and exposing students to new subjects
and skills.
The international workshops and intensive courses
which have been performed by this department are
as follow:

Metamorphosis Workshop 2011
It was performed by Christian Boucharenc from
National University of Singapore.
Interaction Design for Improvement of Social
Interaction Workshop 2016
The workshop leaders were Aadjan van der Helm
and Bahareh Barati from TU Delft.
Design Semiotics in Intercultural Exchange
Intensive Course 2016
It was conducted by Salvatore Zingale and his
colleagues from Politecnico di Milano.

Interaction Design for
Open Play Experiences
Workshop 2017
Professors: Mathieu Gielen,
Aadjan van der Helm &
Bahareh Barati from TU Delft
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Interaction Design for Open Play
Experiences Workshop
The workshop was a collaboration between three
associates of Delft University of Technology:
Mathieu Gielen, Bahareh Barati, and Aadjan van der
Helm. It brought together the topics of ‘open play’,
‘embodied interaction’, and ‘interactive
prototyping’, to provide the students with an
intensive yet comprehensive interaction design
workshop.
During the first day of the workshop, the students
were asked to explore the playfulness of everyday
objects such as elastic bands, plastic balls, wooden
cubes, etc. Starting with this introduction, Mathieu
Gielen continued with introducing the concept of
‘open play experiences’: a play experience in which
the players are able to freely shape the contents of
play - following their curiosity, expressing their
creativity and enjoying the process. Then the
students were instructed and provided with a
support card set to describe the qualities of their
envisioned open play experiences.
The second day of the workshop was dedicated to
sketching the interaction and embodying those
abstract qualities through playact and probemaking activities. Elaborating on the relationship
between physical properties and actionpossibilities, Bahareh Barati brought the
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importance of form-giving and enactment in
exploring the possible interaction scenarios to the
students’ attention. A number of play-acting
techniques, Wizard of Ozing the interactive
behavior as well as various tinkering materials were
considered to support the improvisation exercise.
During the third day of the workshop, Aadjan van
der Helm taught the students how to develop a
working prototype of the interactive play concept.
Using interaction design technology tools such as
Max/MSP (a visual programming environment) to
create interactive behavior and also Arduino and
Grove (technology to interface sensors and
actuators), the students created simple interactive
objects that could sense the environment, react and
even communicate wirelessly with other objects.
During the fourth day of the workshop the students
incorporated the interactive behavior in their open
play concepts, reflected on the overall experience
and iterated when necessary.
On the fifth and final day of the workshop, the
students exhibited their open play experience
concepts in the main hall of the Kish International
Campus of University of Tehran.

Workshop Leaders
Mathieu Gielen is an Assistant
Professor specializing in design for
children’s play at the faculty of
Industrial Design Engineering. He
has been trained as an industrial
designer. Therefore, he has
combined design research and
education at TU Delft with design
work for industry. He aims to
foster opportunities for free play,
in the face of changing societal
circumstances and technological
possibilities.

Bahareh Barati has got her
bachelor and master degree in
Industrial Design from University of
Tehran. She got her second
Master’s in Integrated Product
Design (IPD) at Technical University
of Delft.
Her PhD is related to
Light.Touch.Matters, an EU project,
with the aim of supporting
designers in co-developing a smart
material composite. She also works
as a lecturer and researcher at TU
Delft.

Aadjan van der Helm is a lecturer
and researcher of interaction design
at the ID Studio lab, a design
research community of Industrial
Design Engineering at Delft
University of Technology. He
teaches and organizes various
courses on interaction design for
interactive products and
environments. His main research
interest is to develop digital
technology that is accessible to endusers.
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Open Play Experiences

Interaction Design
Interaction Design is a discipline that considers the
design of products' dynamic behaviour while people
are using them; From the experience of cutting with
a knife to navigating a website while ordering a
book.
Interaction Design has developed from the
discipline of Human Computer Interaction. Hence
nowadays, Interaction Design is still mainly thought
to consider the design user interfaces (UIs) for
devices with screens, i.e. computers and phones. As
such designers create cognitive heavy product
experiences involving mainly the eyes and only
finger or hand gestures of people interacting.
In the recent past this has led to the emergence of
Embodied Interaction, a relatively new discipline
that challenges to consider interactions in a richer
manner. Embodied Interaction aims to design
interactions that take into account the full range of
the human body skills. The promise is to obtain a
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deeper understanding of the digital world and to
achieve greater reach at manipulating digital data.
Interaction Designers face three main issues when
designing. Firstly, how to design the form of a
product to tell a user about the possible functions
of the product. Secondly, how to inform a user with
feedback that certain functionality is activated. And
lastly, how can a user learn how to combine these,
to act with the product to reach the goal that it was
purchased for.
Interaction Designers typically employ an iterative
design process. Due to the dynamic behaviour of
the product and complexity of involved technology,
a step-wise process of experimentation and
evaluation is the best way to guarantee a good
concept.

Aadjan van der Helm

Open Play Experiences
Wandering through the field of open play
experiences
From the ancient game of throwing sheep bones
onto today’s connected toys, from drawing in the
sand to augmented reality games: we are forever at
play. Play brings quality to our lives. It helps us
relax, motivates us to practice skills, and offers a
safe environment to experiment. It is a daily
medicine for keeping our sanity.
All of this happens without any instruction, from a
natural urge and motivation that is within us all, and
supported by playthings: toys, playgrounds, games,
apps. And with the availability of interactive
technology the diversity and possibilities of toys get
even greater.
One possible downside of it is the risk that the
technology limits rather than enriches the
interaction between person and toy. It can easily

lead a designer to build a confined path of play,
where sensors measure performance, actuators
provide negative or positive feedback, and the
person’s own impulses and desires are overlooked.
The play activity gets scripted – and then play dies.
The challenge is to design open play experiences,
where players engage with the process rather than
strive to get to a predetermined outcome; where
they are experiencing control over the interaction
rather than feel enslaved to it; where there is
ambiguity and room for interpretation by the
player.
In the workshop, designers play with objects,
interactions, experiences to develop an engaging
open space for behavior; a space where we can
safely wander off, practice and relax – play!

Mathieu Gielen
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14

Workshop Projects

16

Groups

Workshop Projects
This workshop was held with 60 participants; 50 BA
and MA students and graduates from different
universities of Iran, mostly Industrial Design and 10
BA Product Design students from ALBA University
of Lebanon.
The participants were divided in ten teams, which
were combination of different universities, cultures
and level of knowledge and abilities.
Each team worked on one project due to the
procedure of the workshop.
The teams and their projects will be introduced in
following pages.
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Half Glasses
Youssef Bassil
Bachelor student at
ALBA University
Yassamin Khalili
Master student at
University of Tehran
Shokufeh Kasiriha
Bachelor student at
Tehran University of Art

Zoha Habibi
Master student at
University of Tehran
Nina Omrani
Master student at
University of Tehran
Ghazal Jenab
BA Graduated from
University of Tehran
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Inspired by a memory

Dot.

We started with basic notions written on Plex
cards to qualify games we had played with
random materials. The result was discovery of
concepts of play and the notion of open play
experiences. Our first idea was centered around
balance, but we quickly evolved towards the
concept of playing with shadows after a field trip
to the beach. How could shadows interact with
the physical and visual world for an open play
experience?

Exploration is the essence of
Dot.
The player explores and searches
for one of many outcomes.

The Shadow Game
Dot. is an open play experience involving three elements, shadow, lights and tangible
material. Through discovery, the player gets to move a dot of light around a canvas, using
only his shadow. As soon as the dot leaves the surface, it would manifest itself into a
tangible form with a modifiable physical appearance. The resulting shape, after being
returned, would then project itself onto the wall with its new appearance; creating a new
play experience for the user.
The final prototype had to be simplified, so the changing of tangible form was translated
to changing colors of the lights.
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Yasaman Rajaei
Master student at
University of Tehran, KIC
Baran Hojjati
Master student at
University of Tehran, KIC
Edoiard Roumoulian
Bachelor student at
ALBA University
Arvin Cyrus
Bachelor student at
Tehran University of Art
Maryam Shojaei
Bachelor student at
University of Tehran, KIC
Sana Samaei
Bachelor student at
University of Tehran, KIC
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Expression and Discovery are the
essence of the concept.

We started with experimenting with various
objects to create a play. Coffee shop was
chosen as the location for our design and
some keywords such as balance, body
extension and show off were selected. Based
on these keywords, we designed our concept,
which intends to break the ice between
people in a coffee shop by providing them an
open play experience.

Sometimes when people are alone in a coffee shop, they like to talk to other
people, but it is never easy to start a conversation. That’s why we designed a
fidget wheel integrated into the table.
Each seat on the coffee shop table has a light, which are connected to all the
fidget wheels on the table. When someone plays with the wheel, the lights would
turn on and colors would change.

P
O
N
G
The concept
is related to
Exploration
and
Control.

We started with building a path
for an ant with a few cubes,
trying to follow its track, which
then turned into a version of the
classic snake game. During the
process, our concept changed
and we came up with the idea of
colorful wheels in playground.

Colorful wheels would be scattered around a playground, waiting for children and
adults to come and interact with them. Each wheel is paired with another one, on
the other side of the playground, and by rolling one of them on the ground, the
color of the other wheel would start changing.

Sacha Matar
Bachelor student at
ALBA University
Diba dayyani
Bachelor student at
University of Tehran
Amirmohammad Azizi
Bachelor student at
University of Tehran
Armita Banihashemi
Bachelor student at
Tehran University of Art
Arghavan Arami
Bachelor student at
University of Tehran, KIC
Mahkameh Mallahzadeh
Bachelor student at
University of Tehran
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Saba Harsini
Bachelor student at
Tehran University of Art
Kosar Amin
Master student at
University of Tehran, KIC
Zahra Goshayesh
Bachelor student at
Tehran University of Art
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Laure Moghaizel
Bachelor student at
ALBA University

Kiana Karbassi
Bachelor student at
University of Tehran, KIC

Shene Esmael
Master student at
University of Tehran, KIC

It was on the first day of the workshop that we realized one of
the places that people often get bored, is the bus stop. So they
tend to move their feet or play with something to fight
boredom.
Therefore, we decided to design something which people
make tunes with their feet. We also added color on the floor
so that they could mix colors while walking on it.

She was on her way to work and as she passed by the bus stop, something caught her eyes. It was
a colorful floor in front of the seats. She went to check it out and as she walked on it, she heard a
tune and saw lights turning on.
She turned around and noticed a balloon is blowing up. "Cool!" She thought.
And she got so busyplaying that she missed the bus! :)
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Sheyda Mokhtarzadeh
Bachelor student at Molana
University of Ghazvin

Bardia Khalaj
Master student at
University of Tehran, KIC

Navid Ganji
Bachelor student at
Tehran University of Art

Mohammadreza Samiee
Master student at
University of Tehran, KIC

Christopher Karakousseyan
Bachelor student at
ALBA University

Maedeh tavakoli
Bachelor student at
Islamic Azad University

We started with playing with sound and music. Then we realized waiting in
bus stop could be boring and we could change it to something fun by adding
some interactive play.
Therefore, our final concept formed by adding some sensors to the bus
station’s seats which could be activated by sitting on them. As a result, a
groove of a musical tone would start playing and each seat plays one
groove of the same tone. The combination of all of them, would make a
complete music piece.
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At first we tried to design a play with rubber bands, as it's
flexibility makes it playful. The play was based on
exploration, adventure, discovery and expression.

Parmis Modarresi
Bachelor student at
University of Tehran, KIC
Talia Soltani
MA Graduated from
University of Tehran

After learning about Open Play, we decided to design a
play for elevator; interaction between the people outside
and inside.
As the person steps inside the elevator, some lights will
turn on. Different spots of the elevator turns on different
color lights. Stepping on two different spots at the same
time can make combination of lights. This can make a
playful time for the people inside the elevator. On the
other hand pushing the button outside will change the
color of the light inside and the person who is waiting
outside will hear a musical sound which is created by
the people moving inside. As the elevator gets near the
floor where the person is waiting, the musical sound
would increase.

Antoine Guekjian
Bachelor student
at ALBA University

Negar Zarrinmoo
Master student at
University of Tehran, KIC
Farzam Hadi
Bachelor student at
Tehran University of Art
Mohamad Montajab
Master student at
University of Tehran, KIC
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MohammadReza Babakhan
Bachelor student at
Tehran University of Art
Christie Louise Younan
Bachelor student at
ALBA University
Shaghayegh Shakoori
Bachelor student at
University of Tehran, KIC

Niloufar Zamanian
Bachelor student at
Tehran University of Art

Mohammad Shekarpour
Bachelor student at
Islamic Azad University
Sanaz Hasannezhad
Master student at
University of Tehran
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Everybody has an inner child and often
tend to forget about it. While walking to
work, school or university, you realize
that no one smiles anymore, no one enjoys
moments of life. What better way to make
that inner child happy than colorful
balloons. Everyone loves balloons. They’re
light weighted, colorful and they just
make you want to touch them.
How does our concept work?
The balloons would hang from a tree and
every time someone touches one balloon
it would light up, make a sound and trigger
another balloon with a different sound
and color.
Why a tree? We chose Sacred fig tree
because of it's mysterious look. The big
holes within the tree make it unique,
different and very rich. It's aspects also
creates a playful feeling similar to
"Whack-A-Mole". This is where our idea
came from; a fun, yet seductive tree for
open play experiences.

Parvaneh Pashaei
Master student of
Interior Architecture at
University of Tehran, KIC
Yalda Azhdari
Master student of
Interior Architecture at
University of Tehran, KIC

The first exercise was experimenting play with random objects. Each member of
our team came up with something which had a common thing: "sound".
We gathered all our sounds and started playing music and trying different songs.

The essence of
the concept:
Nurture
and
Sympathy

Elham Andalib
Master student of
Interior Architecture at
University of Tehran, KIC
Raissa Keuchguerian
Bachelor student at
ALBA University
Farzane Kiani
Bachelor student at
Tehran University
of Art
Hadi Hamidi
Design Coach

By learning about the concept of open play
experiences, we decided to design a play which
involves emotions. Our concept consists of a
bracelet and a stress ball connected. Playing
with the stress ball would turn on the light on
the bracelet. It expresses the current emotion.
People could interact with each other using
their emotions. When someone is angry their
bracelet will light up in red and while they are
calm, it will turn blue. The intensity of the light
would also increase and decrease. If a nervous
person with a red light interacts with a calm
person, the intensity of the light will change and
affect the nervous person.
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Shirin Alavi
Bachelor student at
Iran University of
Science & Technology

Datevik Deravanesian
Master student at
University of Tehran,
Alborz Campus

Maya Safi
Bachelor student at
ALBA University

Tannaz Motiei
Bachelor student at
Iran University of
Science & Technology

Zeinab Jafarbeglou
Master student at
Alzahra University

Alireza Shokouhi Fazel
Bachelor student at
University of Tehran, KIC

Humor is one of the crucial aspects of our everyday life. So we designed an
interactive product which can be used in public places for entertaining people
and make them feel good.

Jum Jump

The essence
of Jum Jump
is Humor.

The aim is to have physical activities during walking in public
places like shopping malls, airports, etc. Jum Jump consists of
some tiles which have different colors and by jumping on them, lights would turn
on. If there is a place for humor and activity in our everyday life, it gets much easier and happier to live.
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We started creating play by
mixing all the games we used to
play when we were young, from
different cultures, different
contexts.
We thought of hopscotch,
biking, climbing, building,
running, twister, etc. Finally
came up with the idea of
installing tiles on the beach
embedded in the sand.

Maede Khademi
Bachelor student at
Alzahra University
Tatiana Akl
Bachelor student
at ALBA University
AmirHossein Soleimani
Bachelor student at
Iran University of
Science & Technology

Asma Akbari
Master of IT at
Science & Research Branch
of Islamic Azad University

Beach Tiles
Beach Tiles is kind of an
installation of modules on the
beach, people can move
around the soft, bouncy,
colorful tiles to create their
own games or play something
they already know.

The essence of Beach Tiles
is Captivation and Sensation.

Forouzan Ebrahimi
Bachelor student at
Tehran University of Art
Moein Fakhravar
Master student at
Tehran University of Art

The tiles light up, speak to them,
make different noises, bounce and
are soft. People can use their
imagination and play as many
games as they want using all their
senses and their own body. They
just interact with the modules and
create their own rules to each
game they play.
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Plex Cards
These cards were created to communicate different
categories of the Playful Experiences (PLEX)
framework to designers, researchers and other
stakeholders who wish to design for playfulness.
(http://www.funkydesignspaces.com/plex/)

Each of the experiences described on these cards
can be a motivation for play.
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Contact Details:
Address:
Kish International Campus of University of Tehran,
Mirmohana Blvd, Kish Island, Iran
Email:
id.kic@ut.ac.ir
Website:
http://kic.ut.ac.ir
Instagram:
idd.kic
Tel:
+98-76-4443-49-15
+98-990-66-990-16

Dr. Yassaman Khodadadeh:
Email:
khodadade@ut.ac.ir
Tel:
+98912-183-18-05

Department of Industrial Design, Kish
International Campus, University of Tehran

