
Joe Smith             Paperlink
MSc Innovation Design Engineering

Affordable smart textbooks for secondary schools in the developing 
world. 

We all have our reasons for struggling with a 
particular subject in school. Maybe you missed the 
basics and by second year the class had moved on. 
Were you embarrassed to put your hand up? 
Did the textbook help you? Probably not.

Paperlink costs about the same as a two new 
textbooks but lets you learn at your own speed, 
re-watch an explanation if you weren’t 
concentrating, learn through interaction and use 
software which focuses on concepts you might have 
missed, while surging ahead in those you find easy.

It aims to provide secondary school students with 
a few hours of smart learning each day and help 
teachers in developing countries deal with large 
classes, varied abilities, out of date curricula and 
limited resources.

The technology consists of networked e-paper, 
delivering adaptive content. The paper is studious, 
has extremely long battery life and the system costs 
just a few dollars per student, per year. 

The internet has promised high quality learning 
content to anyone with access. Paperlink intends to 
bring that content into more classrooms worldwide.

 
 Group Project - Rapport
 

  Email       joe.smith@network.rca.ac.uk



Rodrigo García González        WOW
MSc Innovation Design Engineering

An exploration of innovation through Magic.

Make the impossible possible. Convert fiction into 
reality. Is this Magic or Design?

The hypothesis of this project is that Designers and 
Magicians could share tools and objectives as both 
are looking for similar effects in order to create 
something that is not existing or impossible: 
Invisibility, Levitation, Transposition, Transformation, 
Attraction, Invulnerability...

How could Magicians’ techniques be applied to 
make useful objects in Industrial Design?

This experimental project wants to develop a WOW 
methodology to be used in Design based on 
different Magic tools and effects, and implement it 
in different everyday products in order to 
revolutionize them. Animated soccer balls, vanishing 
toilet paper cardboard rolls, the transformation of a 
regular bike, invisible mops, instant houses...

  Group Project - Formo
 

  Website      www.playwow.esy.es
  Email       r@ideactionary.eu



Matthew Lydiatt            byMe
MSc Innovation Design Engineering

A trust based local marketplace for homemade food. 

byMe empowers food amateurs to offer their 
produce to consumers in their neighbourhood.
It does this by enabling cafes, offices or any 
“hosted” common space, to become a trusted 
drop-off/pick-up point for self-produced food.

The system brings together all participants and food 
items under a common brand, a defined set of rules 
and a logistics platform; ensuring quality, trust and 
self-regulation throughout all points in the system. 
As a result it encourages food culture and diversity, 
it builds trust amongst peers and connects local 
residents, while enabling micro-entrepreneurship 
and capturing the flow of goods and services within 
neighbourhoods.

This project is born from the understanding of 
peer-to-peer networks and of their potential to 
create local ecosystems of social and economic 
relationships. It also incorporates the new paradigm 
of social production, where people produce content 
and resources driven by self-interests instead of a 
need of subsistence.

 

 Website      www.matthewlydiatt.com
 Email        m.lydiatt-elton@network.rca.ac.uk



Sanya Gupta         The Art of Paying
MSc Innovation Design Engineering

An application that brings meaningful experiences to cashless 
transactions.

As we steadily move towards a cash free society, 
current cashless transactions are monotonous, 
impersonal and inexpressive. They provide little or 
no feedback on how we are paying. Furthermore, 
transactions today lack a sense of scale - we pay 
exactly the same way whether we buy a banana or a 
car.

The Art of Paying is an experimental project 
exploring how we can create meaningful feedback 
and delight through our transactions. It aims to 
change the perception of a payment from being a 
mundane action that ends a task, to a bridge that 
connects you to new experiences.

The project’s final outcome – Myra, is an application 
which helps individuals explore their relationship 
with money. It achieves this by linking a contactless 
transaction to the delightful experiences that follow, 
seamlessly integrating payments into your day’s 
activities.
 
I envision Myra to be the inherent blueprint
embedded in all future payment applications.

 

 Group Project - Amoeba

  Website      www.sanyarai.co.uk
  Email           sanya-rai.gupta@netwo.rca.ac.uk



Zack Mitchell                Lineful
MSc Innovation Design Engineering

A mindful reading platform that maximizes engagement via meditative 
techniques, improving focus and cognitive processes.  

We live in an ever increasing world of obligation 
and distraction where information flows feed us to 
the point of oversaturation. This lifestyle leads to 
a restless mind, making it difficult to focus, to truly 
concentrate on just one thing. The antidote - that is, 
the ability to engage wholly with one task - can be 
cultivated, allowing a more lucid mind to emerge. 
Many people take time out of their day to partake 
in mindfulness meditation for just this reason. But 
mindfulness doesn’t have to be something that 
exists entirely outside of our normal activities. Many 
actions can be done mindfully to improve both the 
experience and the abilities of the practitioner.

Seeking to do this within the chaotic realm of 
digital media, Lineful creates a more mindful 
reading experience by tracking reader engagement 
in real time. By identifying modes of attention like 
skimming, active immersion and even mind 
wandering, Lineful provides an opportunity to
 improve reading focus, ensure important content 
isn’t inadvertently overlooked and practice 
meditative techniques that improve cognitive 
processes - all without deviating from regular 
routine.

  Group Project - Eddy

  Website      lineful.com
  Website zackmitchell.com
  Email   me@zackmitchell.com



Govind Balakrishnan          Curio
MSc Innovation Design Engineering

What if like a radio, each of us could ‘tune’ media on the Internet? Curio 
is a new interface that uses sentiment analysis to let us do this.

“We shape our tools and then our tools shape us”; 
Marshall McLuhan said. In the Information Age, 
there is no tool shaping us more than media. 
However, as choice has grown, have the interfaces 
also become more bewildering? 

In the choice-rich online media landscape, what is 
today’s equivalent of TV or Radio interfaces - ones 
that revolutionised media by bringing together 
choice and serendipity, through simple interfaces 
that placed minimal cognitive burden? Curio is the 
first step on a journey towards answering this.

Departing from conventional wisdom, where 
algorithms claim to anticipate all our choices when it 
comes to media, Curio believes in claim to 
anticipate all our choices when it comes to media, 
Curio believes in human agency - that we have the 
unique ability to make nuanced choices if these are 
presented via well-designed interfaces. Curio brings 
together wide-ranging media sources; an 
understanding of heuristics that drive people’s 
media choices; and sentiment analysis – the use of 
natural language processing and computational 
linguistics to identify subjective information, such as 
the attitude of a writer or the overall contextual 

polarity of a document. This approach opens up 
possibilities for richer, more human conversations 
with the media that increasingly shapes us.

Curio – Human agency in the media age.

      

        Group Project - Balance

         Email    govind.balakrishnan@network.rca.ac.uk



Nell Bennett                     Coral3
MSc Innovation Design Engineering

Combating ocean acidification in coral reefs. Coral3s alkaline structures 
dissolve raising the pH to strengthen and protect the reef.

Coral reefs are under significant threat from many 
environmental issues. Ocean acidification is one of 
the most damaging, and yet unknown threats. The 
increasing acidity is dissolving coral skeletons, 
making the ocean’s most bio-diverse habitat, 
crumble and die. 

Coral3 is the first innovation that directly tackles 
Ocean Acidification. It is a simple, naturally 
controlled solution that maintains a high pH level to 
strengthen the reef. Coral3 is a sacrificial, alkaline 
structure that dissolves with the currents and water 
acidity, bathing the adjacent reef in alkaline 
water. The replaceable structures not only 
maintain a healthy chemical balance, they also 
provide unique and fantastical dive experiences.This 
aspect allows Coral3 to become an income-
generating, sustainable enterprise. 

Coral3 has a geo-engineering style approach to 
Coral reef protection, yet it is feasible and 
scalable. It is a diverse project that combines, 
chemistry, marine biology, algorithmic coding, 
fractal design, hydrodynamics and sustainability.

 
 Group Project - MYtempo

 website    www.nell-bennett.com
 website    www.mytempo.co.uk
 email        nell.bennett@network.rca.ac.uk



It is often assumed that blind people could never 
study geometry, sciences or engineering. 
Paradoxically, studies have shown that people who 
were born blind can read and make outline
drawings, readily understand perspective and make 
figurative sketches, for example a wheel in motion.

Very few blind people study sciences and enter 
engineering professions. Whilst solutions exist for 
reading text, diagrams and graphs that are a vital 
part of science and engineering education, they 
are largely inaccessible to blind people. Existing 
solutions are mostly very expensive and require 
advanced preparation of learning materials. It is 
also difficult for blind people to draw without live 
feedback of how their drawing looks and where to 
correct it.

My project enables blind and visually impaired 
people to read shapes, graphs, diagrams and 
colours directly from paper, a text book or a 
sketchbook, and allows them to draw in colour. 
Lumo reads the surface of the page and translates 
colours into sound and black lines into tactile 
feedback. Lumo is an affordable real-time solution 
which makes existing learning environments more 
inclusive as well as enriching the interaction 
between blind and sighted students.

 

 Group Project -Skye

 Email       anna.wojdecka@network.rca.ac.uk
 Website  www.annawojdecka.com
 Tel            07940 578448

Anna Wojdecka                     Lumo
MSc Innovation Design Engineering

Enabling blind people to read shapes, graphs, diagrams and colours    
directly from paper and books, and allowing them to draw in colour.



Abel is a revolutionary wellbeing service that 
engages older people in personalised immersive 
story lines through the use of a VR headset and 
motion-sensing inputs. 

At its core, the project is about independent living. 
By working directly with a care home and 
exploring the activities the residents were involved 
in, in the past and more recently, this project focuses 
on giving the opportunity for our older generations 
to actively participate in familiar and new virtual 
environments so that the care home is an 
increasingly happy, more social and engaging place 
for all that are part of it.

Early research and tests have shown the potential 
for a setup like Abel to have a positive impact on 
memory recollection, mental stimulation, spatial 
awareness and balance. Therapeutic activities have 
seen the greatest benefits with residents showing 
calm and speaking of how happy they felt.

The future of the service is to create a greater range 
of scenarios to build a library to choose from. The 
service aims to partake in research into the potential 
benefits of working with people with dementia.

A special thank you to the Anthea & Thomas 
Gibson Award for the financial support which 
aided the development of the project.

 

  Group Project - Kumo Homes

  Website           www.ashwiltshire.co.uk
  Email  afwiltshire@gmail.com

Ashley Wiltchire                          Able
MSc Innovation Design Engineering

Engaging older people in care with virtual scenarios.



Synchro is a new regulator which can prevent a 
diver’s death; designed based on the analysis of 
individual breathing patterns.

There are a number of unexpected situations that 
can occur when you explore submarine areas. In 
particular, panic attack or panic disorder is a 
common. When panic is serious, you cannot control 
yourself and you might need someone’s help. 

There are a few prescriptions or descriptions to help 
us deal with panic in various situations. For example, 
we can call an ambulance when it is serious, and 
we can ask others to help us. However, what about 
underwater situations? Imagine that you are stuck 
in an unexpected situation underwater and become 
anxious about the uncertainty of your safety. What 
would you do to overcome it? 

This project is about how to efficiently understand 
the breathing patterns of a diver to minimise 
potential risk of death. This can be accomplished by 
giving feedback to the diver by making them aware 
of their current breathing pattern, and warning them 
of any change by comparing with normal breath 
patterns.

 

 Group Project - Murni

 Website           www.leehankak.com
 Email   hankak.lee@network.rca.ac.uk

Hankak Lee          Synchro
MSc Innovation Design Engineering

Redesigned scuba equipment that prevents the diver’s death. 



What if you never had to watch the same movie 
twice?

What if movies could adapt to you and provide an 
experience designed to suit your personal tastes?

Fables™ re-invents cinema by offering dynamic 
narration while you watch movies. Sound and 
images are tailored in real-time and storytelling is 
influenced by the choices you make subconsciously. 
In the same way different people develop different 
points of view on the same subject, Fables™ offers 
viewers different perspectives on the same story.

Taking advantage of upcoming technologies such as 
head-mounted displays and eye-tracking 
devices, Fables™ explores the future of 
entertainment to bring a ready-to-use solution for 
filmmakers and sound designers working to create 
interactive movies.

 Group Project - Gravity

 Email    guillaume.couche@network.rca.ac.uk
 Email   guillaumecouche.com
 Website www.gravitysketch.com
 Website www.skippingrockslab.com
 Website www.fablesinmotion.com

Guillaume Couche            Fables™
MSc Innovation Design Engineering

Turning the cinema into an interactive experience and providing 
solutions for a new generation of filmmakers.



Over the past twenty years arguably nothing has 
impacted our lives more than the Internet and our 
ability to seemingly derive information about 
anything all through the window of a five-inch search 
bar. However, while there are close to a billion 
webpages currently available online, most of the 
information generated in our physical world is 
unquantified and unconnected – if I tried to ask 
Google how many calories I’d consumed today or 
what food I had left in my fridge, I’d be out of luck. 
Whilst the Internet of Things movement is aiming to 
solve this problem by giving inanimate objects their 
own intelligence, this involves everything we 
interact with having its own isolated set of 
sensors and power. 

The Internet of You is a radical new technology, 
which uses image, sound and motion sensors 
incorporated within wearable devices to intelligently 
sense and log our activities and interactions with 
billions of everyday sensor-less objects in the 
physical world. By doing this we’re not only able to 
bring connectivity and intelligence to existing 
environments and objects with negligible cost and 
effort but also create a personal repository of 
information to enhance our lives.

 

  Group Project - Eddy

  Email  timothy.r.sadler@gmail.co.uk
  Tel 07540 452130

Tim Sadler           The Internet of You
MSc Innovation Design Engineering

Wearable technology to quantify and connect our physical lives and 
environments.



Path takes inspiration from patients with Multiple 
Sclerosis and Parkinson’s Disease. These are 
neurodegenerative diseases that often affect 
mobility and for which there is no cure. 

One of the common symptoms is ‘Fear of Falling’, 
which is caused by a lack of postural control and 
inadequate spatial orientation. This fear can be as 
debilitating as the physical limitations themselves. 
It can lead to reduced strength, endurance and 
balance as well as social isolation.

Path seeks to enable people to walk with 
confidence, by using visual and tactile cues. The 
tactile cues are based on enhanced proprioceptive 
feedback via active stimulation through the sole of 
the foot. Proprioception, the feeling of one’s body in 
relation to space, is especially important for 
walking, and is often damaged in the user group. 
Visual cues are scientifically proven to stimulate 
movement through the projection of either
obstruction, for Parkinson’s patients, or path, for 
Multiple Sclerosis patients. Combined with the
 tactile feedback, better balance and posture can 
be achieved.

 Group Project - Skye

  
 Website  www.lisepape.com
 Email   lise.pape@network.rca.ac.uk

Lisa Pape               Path
MSc Innovation Design Engineering

Enhancing confidence and stability when walking, by providing visual 
and tactile cues. 



Plan Bee is an innovative hive monitoring system 
that takes advantage of the early warning character-
istics of brood cells in a hive. A specially engineered 
scanner is used to capture images of the brood 
daily. These are then digitally analysed for any unu-
sual patterns, if disease symptoms are detected the 
beekeeper is alerted to take the appropriate meas-
ures. The carefully designed hive provides the best 
possible environment for bees while allowing bee-
keepers to easily inspect the hive and extract honey.  

Honeycomb is everything to bees. It is not only 
used to store honey and pollen, but is also where 
the young are raised. The larvae are laid by the 
queen bee in allotted brood cells. Here they ma-
ture into adult bees. Experienced beekeepers will 
inspect these cells for strange patterns as whatever 
is happening to the brood determines what will 
be happening to the whole hive within weeks. But 
many beekeepers are not experienced; in fact 99% 
of them are hobbyists with little time and money to 
spend on their hives. 

35% of UK bees die annually and the trend is getting 
worse. Predators, pesticides & preventable diseases 
all contribute to Colony Collapse Disorder. However, 
by monitoring the hives using Plan Bee diseases can 
be detected early and cured.

 Group Project - Murni

  
 Website  www.womanma.de
 Email   julia@womanma.de

Julia Johnson               Plan Bee 
MSc Innovation Design Engineering

Plan Bee is a self-monitoring beehive that detects unusual activity in 
breeding patterns to help prevent Colony Collapse Disorder.



The Pretender Project is inspired by the Proteus 
Effect, a psychological phenomenon where the 
behaviour of an individual operating under a digital 
persona in virtual reality experiences such as games, 
adapts to confirm to that persona and continues 
to exhibit behaviour even after leaving the virtual 
environment. Could this effect also take place in 
real-life environments with people becoming avatars 
of others? 

The Pretender Project utilises a series of readily 
available technologies and algorithms to offer a 
glimpse into this future. A realistic virtual 
environment is created with the use of; microphones 
and headphones for sound, dual wide-angle 
cameras, the virtual reality Oculus Rift for transferred 
vision, the motion sensing Kinect and electric 
muscle stimulation for synchronised motion. 

In the first step on this journey, the Pretender Project 
explores what it means to control and be controlled. 
As individuals step into the body of another person, 
they experience first hand, real social interactions, 
and have the opportunity to assume the physical 
behaviours of someone else, to express themselves 
like never before. 

The Pretender Project is a first, one of a kind, re-
al-life identity exploration tool. The project also 
opens up a world of opportunity for potential 
applications in medicine particularly psychology and 
neuroscience, by offering a unique perspective into 
social interaction, validation and empathy. 

 Group Project - Rapport

  
 Website  www.yifeichai.com
 Email  yifei.chai@network.rca.ac.uk

Yife Chai       The Pretender Project
MSc Innovation Design Engineering

Allowing you to step into and control another person’s body



In the UK, more than 10,000 Tonnes of stuffing 
materials such as polyester fibres and down/feather 
go directly to landfill every year. One quarter of this 
material waste is caused by sleeping bags, many of 
which are from festivals.

Since there is a large range of cheap, low quality 
camping gear available, many people buy and trash 
these objects after a single use. However, cheap 
products are not only the problem, the misled 
behaviour of festival goers and the lack of law/policy 
for festivals organisers is. No matter how great the 
camping gear is, it immediately goes to landfill if a 
festival guest abandons it there. 

Smart Festivals connects both the public and the 
organisers for a better experience. It is an interactive 
platform for a camping equipment rental system, 
which eases organization and travel for festival goers 
before and after the event. 

As Smart Festivals manages a great database of 
festival rental items ¬and festival attendees, it can 
offer an integrated refund service into ticket prices 
for returned camping gear. Therefore festival 

organisers can be ensured to clear all camping gear 
from the festival area. This collected camping gear 
can be reused for future events.

Travel easier, party wilder, live better.

 
 Group Project - Balance

 Website www.solclaralee.com
 Website  www.smartfestivals.com

Sol Lee         Smart Festivals 
MSc Innovation Design Engineering

A camping equipment rental system which eases travel for festival goers 
and reduces textile waste for festival organisers.



Online shopping is an increasing global trend. As 
a result, the need for secondary packaging (which 
is used for protecting products during delivery) has 
also increased. However, the majority of current 
secondary packaging is designed for single use, 
leading to a substantial amount of waste.

RePack provides an alternative to throw away 
consumerism. By providing a return and reuse 
system with the innovative RePack bags, RePack 
users can simply return packaging through their 
local postal system and get an automatic refund 
for their deposit. Afterwards, the packaging will be 
collected by Royal Mail for resell and reuse in local 
post offices.

RePack provides packaging as a service in 
collaboration with existing postal systems rather 
than a one off product. Using these durable RePack 
bags to send parcels can not only increase packing 
efficiency and save packaging costs per use, but 
also significantly reduces the environmental impact 
for producing new packaging.

Through return and reuse, RePack makes online 
shopping more environmental friendly and cost 
effective for both the retailer and costumer.

Group Project - Rapport

Website  www.ddc5555.wix.com/yuchangchou
Email   yu-chang.chou@network.rca.ac.uk

Yu-Chang Chou        RePack 
MSc Innovation Design Engineering

A return and reuse packaging system for small online retailers to reduce 
packaging waste.



Students who cannot decipher the subtle 
differences between similar sounds in a foreign 
language are victims of what is called 
“phonological deafness”. Since they cannot 
reproduce what they cannot hear, their learning 
abilities are severely impacted.

Intensive research into how the brain is involved in 
the process of producing speech led me to the key 
principle of iago. Through different experiments I 
studied the impact of altered auditory feedback on 
pronunciation and I compared the vowel sets of a 
bilingual person with those of a learner in order to 
develop an automatic way of spotting pronunciation 
errors.

iago changes the learners’  perception of their own 
voice while they speak in order to help them correct 
pronunciation mistakes. By exaggerating the 
differences between what they are saying and what 
they should say, it leads the students to 
subconsciously change their pronunciation. 
In parallel, iago offers a new way of visualizing 
voices that highlights those differences and 
empowers students to master pronunciation 
on their own.

 Group Project - Amoeba

 Website        www.florianpuech.com
 Email           florian.puech@network.rca.ac.uk

Florian Puech                  Lago
MSc Innovation Design Engineering

A new way to practice the pronunciation of foreign languages by 
changing the perception you have of your own voice.



Julian Melchiorri      Silk Leaf & Exhale
MSc Innovation Design Engineering

As carbon emission and urbanization grow exponentially, I have created photosyn-
thetic materials that brings the efficiency of nature into the man-made environment

3.5 billion years ago this planet was a hostile and 
desolate place. The atmosphere was toxic and 
contained no oxygen. Life on earth was restricted 
to a variety of primitive single cell aquatic organ-
isms. Then a new type of organism emerged with an 
amazing new capability; it could harvest energy from 
sunlight and use it to fuel internal activities. This 
phenomenon is known as photosynthesis and is the 
most important chemical process on earth, almost 
all life is ultimately reliant upon it. 

Photosynthesis is an elegant chemical reaction that 
involves an organism taking water and CO2 and, 
with the help of light, turning those compounds into 
glucose and oxygen. 

Conducting innovative laboratory experimentation, 
I have combined my personal expertise in the fields 
of design, engineering, light and materials with past 
experience with biotechnology and silk protein in 
order to explore the potential for making materials 
that can photosynthesise. 

 

 Group Project - Kumo Homes

       

 Email  jpmelchiorri@gmail.com
 Website www.julianmelchiorri.com



Peter Spence                                     ION
MSc Innovation Design Engineering

ION is a making toolkit for creating whacky working inventions from 
recycled material. 

ION builds smart blocks, intuitive apps and hands-
on learning media to inspire the next generation of 
designers, engineers and inventors.

The ION toolkit consists of motor building blocks, 
modular attachments (wheels, pulleys, propellers; 
kid’s imagination is the only limit…) and adaptable 
fixtures (easily connected to any material). The 
building blocks wirelessly communicate with tab-
lets providing a control interface and an interactive 
learning environment. 

This tech gives kids the creative freedom to “make” 
on a new scale. ION’s power and ease of use ena-
bles kids to build “ride-on” whacky inventions out 
of the material around them. Inventions are either 
powered (ride-on spaceship) or generate power 
(school wind turbine). Imagine building pirate ships, 
flying machines, dinosaurs (endless possibilities)… 
that you can experience, drive and bring to life by 
tilting your tablet.

ION places cutting edge tech into the hands of 
the most naturally creative people on the planet. It 
brings their ideas to life; it sets their imagination in 
motion and creates memorable learning experienc-
es that will stay with them for life. Most importantly 
ION prepares the next generation with the skills to 
solve problems and make a difference in tomorrow’s 
world.

 

 Group Project - Kumo Homes
       

 Website        www.ionmaking.com
 Website        www.peterspencedesign.com
 Email           peter.spence@network.rca.ac.uk



Pierre Paslier           Advanced Activism
MSc Innovation Design Engineering

ION is a making toolkit for creating whacky working inventions from 
recycled material. 

ION builds smart blocks, intuitive apps and hands-
on learning media to inspire the next generation of 
designers, engineers and inventors.

The ION toolkit consists of motor building blocks, 
modular attachments (wheels, pulleys, propellers; 
kid’s imagination is the only limit…) and adaptable 
fixtures (easily connected to any material). The 
building blocks wirelessly communicate with tab-
lets providing a control interface and an interactive 
learning environment. 

This tech gives kids the creative freedom to “make” 
on a new scale. ION’s power and ease of use ena-
bles kids to build “ride-on” whacky inventions out 
of the material around them. Inventions are either 
powered (ride-on spaceship) or generate power 
(school wind turbine). Imagine building pirate ships, 
flying machines, dinosaurs (endless possibilities)… 
that you can experience, drive and bring to life by 
tilting your tablet.

ION places cutting edge tech into the hands of 
the most naturally creative people on the planet. It 
brings their ideas to life; it sets their imagination in 
motion and creates memorable learning experienc-
es that will stay with them for life. Most importantly 
ION prepares the next generation with the skills to 
solve problems and make a difference in tomorrow’s 
world.

 

 Group Project - Gravity       

 Website  www.streettoolbox.com
 Email   pierre.paslier@gmail.com



Thomas Essl                   Talisman
MSc Innovation Design Engineering

Instinct Augmenting Technology that informs you about personal 
security in cities.

Like an elephant that seeks higher grounds hours 
before a tsunami approaches, people in modern 
environments should have a reliable sense of 
danger. Talisman empowers you to unbound 
discovery and exploration of your surroundings with 
confidence and peace of mind. It challenges the 
way we consume, or rather perceive, information, by 
transforming abstract data streams into a physical 
instinct-like sensation.
 
Sense is a new kind of notification device that helps 
you make the unknown known. It learns about you, 
knows about your surroundings and uses this 
information to alert you via vibration, warmth or a 
chill when approaching scenarios of increased risk. 
It is your reliable companion that tells you when to 
watch out for pickpockets, when you should keep 
your camera in your pocket or when it would be 
better to take a taxi home.

Sense and the complimentary Talisman Application 
take care of these things so you can take your mind 
of them and fully enjoy the pleasant experiences 
that every city has to offer.

 

 Group Project - Skye       

 Webiste          www.thomasessl.com   
 Website          www.talismanwear.co.uk
 Email              thomas.essl@network.rca.ac.uk 



Thomas Tredinnick                     Blinky
MSc Innovation Design Engineering

A novel device that simply swims around a city’s pipe network mapping its 
health and the quality of the water you drink. 

In the UK 20% of drinking water distributed to 
houses is lost due to leaks. Fundamentally this 
increases your water bill and amounts to a huge 
and unnecessary environmental cost. 

The problem lies in knowing where the leaks are; 
current detection methods are laborious, inaccurate 
and disruptive to our daily commutes. Workers walk 
along the road using basic equipment attempting to 
‘hear’ each leak. 

Using the natural flow of the water, Blinky is simply 
inserted and later retrieved from a city’s water-pipe 
network. Each product is pre-programmed to swim 
to one extraction point whilst exploring different 
paths, thus covering the whole of the network 
rapidly. Upon retrieval data is uploaded to an 
intuitive user interface which informs workmen 
of the location and magnitude of the leaks.

Additional sensors can be incorporated, enabling 
Blinky to relay further information. For example, 
Blinky can act as an early warning system for 
contamination or give utility companies accurate 
feedback on water consumption. 

Blinky is designed to help give more information in 
the simplest possible manner. Using this knowledge, 
water providers can begin to deliver better quality 
water to customers with improved service and 
lower costs. 

 Group Project - Eddy      

 Email   thomas.tredinnick@network.rca.ac.uk



Thomas Tredinnick                     Blinky
MSc Innovation Design Engineering

A novel device that simply swims around a city’s pipe network mapping its 
health and the quality of the water you drink. 

In the UK 20% of drinking water distributed to 
houses is lost due to leaks. Fundamentally this 
increases your water bill and amounts to a huge 
and unnecessary environmental cost. 

The problem lies in knowing where the leaks are; 
current detection methods are laborious, inaccurate 
and disruptive to our daily commutes. Workers walk 
along the road using basic equipment attempting to 
‘hear’ each leak. 

Using the natural flow of the water, Blinky is simply 
inserted and later retrieved from a city’s water-pipe 
network. Each product is pre-programmed to swim 
to one extraction point whilst exploring different 
paths, thus covering the whole of the network 
rapidly. Upon retrieval data is uploaded to an 
intuitive user interface which informs workmen 
of the location and magnitude of the leaks.

Additional sensors can be incorporated, enabling 
Blinky to relay further information. For example, 
Blinky can act as an early warning system for 
contamination or give utility companies accurate 
feedback on water consumption. 

Blinky is designed to help give more information in 
the simplest possible manner. Using this knowledge, 
water providers can begin to deliver better quality 
water to customers with improved service and 
lower costs. 

 Group Project - Eddy      

 Email   thomas.tredinnick@network.rca.ac.uk



Carine Colle              QUO
MSc Innovation Design Engineering

A playful time management system for people with ADHD. 

QUO helps people with ADHD organize their tasks 
and gives them the motivation to keep going even 
with less exciting tasks. Rather than reminding the 
user of deadlines, the QUO products consider the 
time allocated for the task. The software calculates 
intermediate “checkpoints” that support the user 
in accomplishing each step and being able to finish 
the task. Like a companion, QUO escorts the users 
towards their planned goals.

QUO is an evolving system that updates the 
underlying software on a regular basis. The 
reminders and missions are continuously changing, 
so that they stay surprising and intriguing. The QUO 
product range contains three different products.

TAP: a vibrating patch. It stops the user from 
procrastinating and communicates the passing
of time.

BLINK: a task projector. It lights up and reminds 
the user what task he/she should be working on.

MISSION: a secret task messenger. It makes every 
dull task become an adventure. The different 
missions are printed out from a desk creature that 
prompts the user to act.

These interactive devices are animated coaches 
that interact with the users and motivate them to 
get things done.

  Website  www.carinecolle.com
  Email               carine.colle@network.rca.ac.uk



Daniela Paredes        Wonder
MSc Innovation Design Engineering

A digital responsive textile animated by data, illustrating a world where digital 
information is no longer only behind a screen.

We face a reality full of screens, simulating what 
was once physical. Increasingly, we see objects 
disappearing to be substituted by apps. 
Meanwhile, what remains physical is equipped by 
sensors, digitalising life. I have found myself in the 
crossing point between tangible design and the 
possibilities of the digital world. Wonder contributes 
to a future where data means much more than
information on screens or smart realities that 
suppress serendipity and surprise. 

I created a transforming textile envisioned in the not 
so far future of ubiquitous technology. It changes 
colour and creates different images and patterns 
depending on the digital information it is driven 
with. The change of colour is created from the 
movement of the fibers in the fabric, making a 
textile display. Wonder is an alternative and more 
passive way in which we access digital information. 

I decided to use trainers as a medium in which to 
exemplify Wonder. They change based on the 
person’s biodata produced whilst running. Currently 
this information is packed in a small wrist display or 
in an App. It is an instant medium in which the 
runner can immediately visualize the sensed 

information without having to focus on a small 
screen. The trainers can also change through time 
depending on the runner’s activity. 

Wonder illustrates a future in which our objects 
transform as we live: individualizing and animating 
our environments. It envisions a world where the 
physicality of my reality will be very different from 
yours.

 Group Project - Gravity

 Website  www.gravitysketch.com
 Website  www.danielaparedes.com
 Email   iam@danielaparedes.com



Fotini Markopoulou            Cityzen
MSc Innovation Design Engineering

A new system of digital democracy that makes the process of voting richer,
simpler and more engaging.

Cityzen is a digital voting system that makes the 
rich landscape of our voices tangible, reducing the 
distractions of democracy and the effort required by 
people and government to participate. 

As it stands, voting remains stubbornly old-style, 
refusing to join the digital age. People trust and 
appreciate paper ballots more than internet vot-
ing. They choose mountains of paper painstakingly 
counted by hand over computerized systems which 
they view as unaccountable, untrackable and im-
personal. Avant-garde movements advocate for the 
richer political practice that digital voting makes 
possible but they create complexity that makes 
them impractical.

Cityzen approaches digital voting not as a political 
issue, but rather a design one: How do you make 
a voting system that enables the rich experience 
of digital voting while keeping the process simple? 
And how do you overcome people’s preconceptions 
against digital voting? 

The design uses values-based data analytics to help 
people form voting circles within which they can 
flexibly switch between voting for issues and dele-
gating their vote, using an anonymised but tracka-
ble process. The joint vision of the people is dis-
played for all to see, as a resource for government 
and a civic engagement map for the citizens.

 Group Project - MYtempo

 Website  www.mytempo.co.uk
 Website  www.city-zen.org
 Email   fotinimk@gmail.com



Seyi Sosanya               3D Weaver
MSc Innovation Design Engineering

A tool to create three dimensional textiles.

In order to push the boundaries of creation you 
must first build the tools. The 3D Weaver is a tool 
developed to explore new structures in three 
dimensions. A pallet of textile samples each woven 
with specific predetermined behaviours is created 
using the 3D Weaver. 

Textile innovations have taken place for several 
thousands of years. As one of man’s oldest 
traditions, we continuously improved upon materials 
and production practices. We depend on textiles for 
protection, warmth, and shelter.

Inspired by traditional looms, structures found 
in nature and extreme textiles used in ballistic 
garments, the 3D Weaver opens up possibilities 
for a new approach in textile innovation. The tool 
allows for rapid prototyping in textile creation and 
questions how we may use these new structures 
in our daily lives.

 

     Group Project - Gravity

     Website  www.sosafresh.com/3dweaver
     Email Oluwaseyi.sosanya@network.rca.ac.uk



Jack Hooper                                     UGO
MSc Innovation Design Engineering

A new infrastructure of wire ways for people to explore and experience the full 
3D space of their urban environment. 

UGO is part infrastructure, part leisure activity, part 
architectural intervention celebrating the dramatic 
landscape of the built environment and challenging 
the place of the human within it.

Taking inspiration from urban explorers and 
viewing the city as a rich landscape to discover, 
UGO proposes a series of wire-ways strung up, over 
and between the buildings. Urban Gliders can move 
along these using equipment that harnesses them 
to the wires and enables them to slide in a method 
akin to cross-country skiing. They can move fluidly 
around the full 3D space of the environment, reach 
previously unmanageable locations and get new 
perspectives on their world.

Starting as a series of Glide Resorts in selected 
dramatic locations, it can be seen that these would 
grow and interconnect, as has happened with ski 
resorts, to create a citywide network. From here, 
a new infrastructure could develop that opens up 
much more space for people to use, right on their 
doorsteps.

UGO puts the human first within the built 
environment and frees them to explore further, 
opening up new perspectives and experiences in 
the urban great outdoors.

      Group Project - MYtempo

 
 Website         www.mytempo.com
 Email             jack.hooper@network.rca.ac.uk



Paul  Stawenow                 Project PHOENIX
MSc Innovation Design Engineering

A sustainable system and joyful way to dispose of small electronic appliances.

Due to a complicated recycling system, a large 
amount of our small gadgets end their lives in 
landfills, where valuable resources are lost and 
hazardous substances are released into the 
environment. From the user’s perspective, disposing 
of electronics is not easy and often frustrating. 
Project PHOENIX proposes a smart redesign of 
electronic appliances with their end in mind - to 
make recycling easier and even enjoyable.

Simple, clever mechanisms inside PHOENIX 
products enable the user to separate electronic 
parts from the product’s casing in an effortless and 
delightful way. During the separation process, the 
electronics are automatically packaged in a 
pre-addressed envelope. The remaining parts 
can go into the domestic recycling packaged in a 
pre-addressed envelope. The remaining parts can 
go into the domestic recycling bin while the 
electronics can be posted back to the manufacturer 
using the nearest letter box.

 

      Group Project - Formo

 
 Website        www.paulstawenow.com
 Email            paul.stawenow@gmail.com



Michael Currin         My Resilient Community
MSc Innovation Design Engineering

Enhancing communities’ ability to communicate in the event of a disruption to 
telecoms infrastructure due to extreme weather events.

Recent extreme weather events, like Hurricane 
Sandy, have once again brought into focus the 
vulnerability of urban networked infrastructure, 
in particular the centralised power and 
telecommunication grids. 

Modern societies have come to rely on these 
services, especially in times of crisis. Extreme 
weather events cause devastation on a scale which 
requires dormant communities to rise up and for its 
members to organise themselves to help one
 another, leverage social capital and eventually 
recover. 

However, efforts to exchange critical information are 
compromised when this infrastructure fails, particu-
larly telecommunications.

The ‘My Resilient Community’ project offers a 
design solution which gives communities an 
‘off-grid’ capability to communicate and leverage 
social capital efficiently.

The product offering is comprised of an ‘app’ which 
works with a mobile phone peripheral called an 
Indicom. The Indicom is comprised of a radio 
transceiver which enables the user to exchange text 
based information with other local community 
members in possession of an Indicom. It also 
contains a battery which significantly prolongs the 
life of the phone.

The ‘My Resilient Community’ vision involves the 
product being rolled out to vulnerable urban 
communities by local governments and backed 
by a public awareness campaign.

      Group Project - Balance

 
 Website     www.michaelcurrindesign.com
 Email         michael.currin@network.rca.ac.uk



Dabo Chen                       Ghost Camera
MSc Innovation Design Engineering

Watch sports live from any angle or distance through immersive 3D video 
in a replicated virtual environment.

Have you ever imagined being part of a sports 
game? What if you could see the boxer’s point of 
view when the first comes towards you? What if you 
could stand in the center of the basketball court as 
the ball is tossed up? What if you could move 
alongside a rugby player as he scores a try? 

Ghost Camera is an innovative system that makes 
this a reality, creating an immersive watching ex-
perience that puts you inside the sports event and 
makes you part of the game. To achieve this, Ghost 
Camera captures the sports action from multiple 
angles with depth information. The camera system 
reconstructs the action into a 3D animation in a 
virtual environment. With all the physical cameras 
placed outside the boundary of the game, you can 
watch it by having control of the virtual Ghost 
Camera without any physical limitation. It means 
that you can watch the action from any angle or 
distance. 

With advanced skeleton tracking algorithms, the 
Ghost Camera can also be automated to pick the   
perfect angle at the right moment for you.

      

 

      Group Project - Eddy

 Website  www.eddy.io
 Website  www.dabochen.com
 Email   chendabo008@gmail.com 



Yeawon Choi                       Pixel Paint
MSc Innovation Design Engineering

A paintable digital display.

Pixel Paint reimagines the future of screens and 
displays, envisioning a time where powder-like 
screens exist.
 
Fundamentally, Pixel Paint is a new platform for 
creating and curating digital moving images. It 
provides innovative interactions with digital images 
through a tangible medium, digital brushes and a 
Pixel Palette. The tools allow users to mix videos 
and to draw on any kind of surface, as simple as 
“painting”.
 
On the palette, users can choose videos and effects 
by using the brush. In the middle of palette there is 
a space where user can recreate the original sources 
by mixing them together. An Infra-red signal at the 
end of the brush enables the tracking of spaces, 
allowing users to spread the contents on any kinds 
of surface.
 
This is a brand new experience that not only allows  
users to create digital information more intuitively, 
but also creates a platform for a new spectrum of 
media, including real time adaptation and what 
cannot yet be imagined. 

      

 

      Group Project - Rapport

 Website        www.yeawonchoi.co.uk
 Email            yeawon.choi@network.rca.ac.uk



Yuki Machida                              Anima
MSc Innovation Design Engineering

Changing the perception of prosthetics by introducing sensory feedback.

Our brain’s neuroplastic nature allows us to adapt 
to physical and environmental change. Anima is an 
experimental design project that explores the idea 
of extending the self through to a designed object 
by providing a sense of touch. 

Current prosthetic hands are unable to meet 
expectations towards what they are built to do: 
enhance the body to be able to carry, hold or grasp 
objects. Instead, what if prosthesis were designed 
for interacting with people, to feel the warmth and 
touch of a human hand? Could the perception of 
prosthesis in our society be modified to trigger 
interaction between people?
      

 

      Group Project - Kumo Homes

 Website        www.yukimachida.com
 Email           yuki.machida@network.rca.ac.uk



Mikolaj Dymowsk                    Deception
MSc Innovation Design Engineering

Experimenting with our perception of confined spaces; an innovation for 
suffers from claustrophobia.

Deception is a project based on a series of 
experiments related to the perception of small 
spaces. It provides an innovative solution for people 
suffering from claustrophobia in order to improve 
their experience.

Through my research a number of experiments 
and interviews with claustrophobic sufferers and 
psychologists, I have discovered that the 
combination of blowing air, moving images and 
sound may significantly reduce the feeling of being 
trapped. This was primarily inspired by the visual 
perception theory of Gestalt, of which the central 
principle is that the mind generates a whole picture 
based on its fragments. 

My invention follows the philosophy of “pair by 
association”, a psychological mechanism that 
creates association between a stimulus and an 
object. It helps build an emotional attitude to the 
object; in this case the moving images, air flow and 
sound are the stimuli, and the lift is the object.

 

      Group Project - Balance

 Website        www.yukimachida.com
 Email           mikolaj.dymowski@gmail.com



Andreas Bilicki                                Eglu
MSc Innovation Design Engineering

A reversible adhesive for electronic components in portable devices, allowing 
for a more efficient and sustainable end-of-life.

In recent years we have seen a progressive switch 
from mechanical fasteners to adhesives in high-end, 
high-tech portable devices like smartphones and 
tablets. This has been driven by smaller and sleeker 
form factors in these products as they developed 
more intuitive touch interfaces, however this switch 
has also made them hard to disassemble for repair 
or recycling. It is estimated that the reason that 
more than half of these devices are thrown away is 
broken screens. These are problematic to repair or 
replace because of the adhesive used to bond them 
to the main body of the product. Less than 20% are 
recycled and it is estimated that there are several 
billion dollars worth of materials ‘lost’ in landfill.
eGlu proposes the use of a reversible adhesive in 
high-end portable technology devices to allow for 
disassembly. 

Imagine eGlu proposes the use of a reversible 
adhesive in high-end portable technology devices 
to allow for disassembly. 

Imagine being able to apply a simple tape to 
different electronic components of a product with 
the certainty of being able to separate them at end 
of life, for repairs or even for upgrades.  eGlu would 
allow for better bonding and separation of 
components in a world where wearable devices
and the internet of things are becoming a reality.

      

 Group Project - MYtempo

 Website  www.andreasbilicki.com
 Email   andreas.bilicki@gmail.com



Nayoung Kim                      MASQUE
MSc Innovation Design Engineering

Using 3D scanning technology to create personal, custom-made masks that 
perfectly block polluted air by closing gaps between face and mask.

Growing air pollution in metropolitan areas has 
had adverse effects on the health of every man, 
woman and child. Over the past ten years there has 
been an increase in the numbers of people who 
use respiratory masks in their daily life. Despite the 
high demand, masks currently on the market do not 
function properly with daily use (mainly because of 
air leakage).

Previous generic masks are designed based on 
standard face models and have limited sizes. The 
nose bridge of many masks can be pressed to fit 
individuals; however we all have unique facial bone 
structures so masks often become loose and gaps 
are often generated.

It is important to design respirators that meet the 
specific facial properties of individuals in order 
to prevent exposure to harmful environments. 
MASQUE suggests personal custom-made masks 
which fit perfectly to individuals and prevent air 
leakage, this is achieved with the use of 3D scanning 
technology.

      

 

      

 Email           nayoung.kim@network.rca.ac.uk



Charles Doomany                GrainShape
MSc Innovation Design Engineering

Exploring the characteristic non-thermal phase transition of granular media and 
its application in reconfigurable and adaptive structures.

Based on established research, GrainShape further 
investigates how the mechanical performance of a 
granular system can be designed through the 
variation of particle geometry. GrainShape also 
presents a future vision in which vacuum-enabled 
granular systems will allow for highly portable, 
transformable, and compact load-bearing structures 
in the realm of product design and architecture. 

Granular materials are capable of displaying a broad 
range of mechanical and physical properties. In a 
solid-like state, granular materials exhibit 
non-linear distribution of stress under mechanical 
loading through the phenomenon of force chain 
networks - regions of low-stressed grains are 
shielded through vaulting and arching of highly 
concentrated grain networks. Granular materials 
also exhibit the behavior of undergoing a fluid-like 
to solid-like phase transition (jamming) without a 
change in temperature or the requirement of heat to 
undergo phase transition.

From avalanche prediction to the design of grain 
hoppers for the agricultural industry granular media 
are ubiquitous, yet they are still poorly understood 
due to the fact that their emergent behaviors rival 
that of complex systems. Advancement in the de-
sign of vacuum-supported membrane structures and 
new research in the engineering of “soft matter” 
have established granular materials as a new and 
promising material for innovation and applications 
in the field of design, civil engineering, and archi-
tecture. Granular “jamming” has also been recently 
applied to the design of universal grippers and end 
effectors in the field of robotics.
      

      Website      www.charlesdoomany.com
      Email    charles.doomany@network.rca.ac.uk

 


