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What if 3D printing was 100x faster?
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What we think of as 3D printing, says Joseph DeSi-
mone, is really just 2D printing over and over ... slowly. 
Onstage at TED2015, he unveils a bold new technique 
— inspired, yes, by Terminator 2 — that’s 25 to 100 
times faster, and creates smooth, strong parts. Could 
it finally help to fulfill the tremendous promise of 3D 
printing?

Watch the video at: 
http://www.ted.com/talks/joe_desimone_what_
if_3d_printing_was_25x_faster

facebook.com/uid

#lifeatuid

vimeo.com/uid + vimeo.com/ixdumea
vimeo.com/groups/apdumea

@wozzop + #lifeatuid
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Class: 

Transportation Design

10 words or less about yourself: 

Nihilistic smalltown boy.  

Something most people don’t know 

about you: 

I have been at UID for almost four 

years, but never nominated to the 

Wozzop mag before. Btw, I’m ad-

dicted to Pringles.

An interesting fact from your 

country: 

Sweden engaged slave trade dur-

ing a couple of periods in history, 

but we don’t learn about that in 

school.

The New Black in TV/MOVIES 

Better Call Saul. It’s a spinoff of 

Breaking Bad, one of the fattest tv 

shows ever. Saul’s way of speaking 

Do you have any interesting websites, movies, or good reads that you’d like to share  

with the rest of the school? Send them to: wozzop@gmail.com

Thanks for your contributions.
Future articles & photos can be sent to
wozzop@gmail.com by Friday evenings.

WE LOVE HEARING FROM YOU!
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Graphic Designer: Justyna Fryczak
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Breno Moreira, Reto Schneller
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CLEANINGWORKSHOP CLEANING (THURSDAY)

is really entertaining and his meta-

phors are so deep that you need life 

jacket.

The New Black in DESIGN 

My taped slippers

The New Black in SLANG 

Genau ja… Which means ‘exactly’ in 

German (adding ja is a must). This is 

a very effective word to annoy a ger-

man, if you repeat it enough (if you 

are not german yourself).

Want to learn some basics about elec-
tronics and how to solder, or simply get 
card access to the Interaction Lab? 

SIGN UP FOR THE ACCESS LECTURE! 

Want to learn how to bring light, sound 
and/or motion into your model with 
some easy programming? 

SIGN UP FOR THE ARDUINO  
INTRODUCTION! 

A new set of sign-up sheets have been posted on the door to the Interaction Lab.
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SHARE YOUR PROJECTS, FIKAS AND CLASS MOMENTS WITH UID  
BY SENDING YOUR PHOTOS TO: WOZZOP@GMAIL.COM

Foosball table!

IxD1 CoDesign with PhD Aditya

Swedish Waffle Day

Architecture // Design – Kimberley’s library lecture on com-
parison of the methods and processes between disciplines. 

Artur’s small bolognese for lunch

@deedeecarlson Tuesday literature 
circle about co-creation an tool kilts 
#lifeatuid

@lugnegard Night-shift. #lifeatuid 
#industrialdesign #ideas #maya 
#nightlife #hardwork #designlife

@deedeecarlson Team Library work-
shop! #lifeatuid

@ezgisa Sider2015 is starting! We will 
dive into embodied interactions in 
the upcoming 2 days #lifeatuid

@intheeyeofman 18 posters deliv-
ered, 18 people relieved #lifeatuid 
#transportationdesign

@martijnvandenbroeck SiDERIxD 
conference about #embodied  
#interactions is starting! #lifeatuid



Apple’s Haptic Tech Makes Way for Tomorrow’s Touchable UIs

- ARTICLE - - ARTICLE -

BY KYLE VANHEMERT

The illusion is one of Apple’s lat-

est innovations: the Taptic Engine. 

Relying on a technique pioneered 

in research labs 20 years ago, it 

uses an electromagnetic motor 

to trick your fingers into feeling 

things that aren’t 

actually there. The 

motor’s precisely 

tuned oscillation 

makes it feel like 

you’re depressing a mechanical 

button, when you’re really just 

mashing your finger against a 

stationary piece of glass. I tried 

it at the Apple Store, and to call 

the effect convincing is an under-

statement. Within seconds, I was 

hunched over the machine like a 

lunatic, scrutinizing the trackpad 

from inches away, utterly con-

vinced I was feeling a real click 

even though I knew there wasn’t 

one.

This phantom click is but one 

trick the haptic trackpad might be 

able to achieve. A recent update 

to iMovie shows Apple already is 

experimenting with others. These 

haptic flourishes are a hint of 

what’s to come: A future where 

we feel interfaces with our fin-

gers—not just on desktop track-

pads but on smartphones as well.

FROM LAB TO LAPTOP

Apple first mentioned the Taptic 

Engine last fall as 

the component that 

will drive the Ap-

ple Watch’s subtle 

vibrating notifica-

tions. Tim Cook likened the feeling 

to someone tapping on your wrist. 

At the time, it seemed like a less 

intrusive version of the smart-

phone vibrations we’re all familiar 

with. Not all that exciting.

But the Taptic Engine’s appear-

ance in the MacBook trackpad 

suggests a more intriguing piece 

of technology, something far more 

sophisticated than the dumb mo-

tors that cause our phones and 

game controllers to shake. In a 

tweet, former Apple designer Bret 

Victor hinted at what drives the 

MacBook’s tactile trickery: “To-

day’s Apple announcement made 

possible by Margaret Minsky’s 

lateral-force haptic texture syn-

thesis research, 20 years ago,” he 

wrote.

clicks in the ’90s, the device that 

produced them weighed nearly as 

much as the MacBook does today. 

When I showed him a picture of 

the guts of the Taptic Engine, as 

revealed by an iFixit teardown, he 

seemed delighted by the design. 

“It is, in the Apple way, very well 

engineered,” he said. “There’s a lot 

of attention to detail. It’s a very 

simple and very clever electro-

magnetic motor.”

IMOVIE’S BUMPY PIXELS

Could this very simple and very 

clever electromagnetic mo-

tor produce effects other than a 

fake click? “Most definitely,” Hay-

ward says. In theory, the trackpad 

should be capable of yielding all 

sorts of illusions—clicks, inden-

tations, holes, bumps, and other 

types of bas relief-like textures.

Apple showed its eagerness to 

explore this potential earlier this 

week, with an incremental up-

grade to iMovie that adds haptic 

feedback for a handful of interac-

tions. As explained in the release 

notes, “When dragging a video 

clip to its maximum length, you’ll 

get feedback letting you know 

you’ve hit the end of the clip. Add 

a title and you’ll get feedback as 

the title snaps into position at the 

beginning or end of a clip. Subtle 

feedback is also provided with the 

alignment guides that appear in 

the Viewer when cropping clips.”

Freelance film editor Alex Gollner 

was one of the first people to no-

tice the addition and wrote about 

his experience using it on his blog. 

“When I dragged the clip to its 

maximum length I did feel a lit-

tle bump. Without looking at the 

timeline and looking at the viewer, 

I could ‘feel’ the end of the clip.”

Minksy’s doctoral thesis, complet-

ed in 1995 at MIT, centered on sim-

ulating texture with lateral force. 

Using a custom software environ-

ment called Sandpaper, Minksy 

found that applying certain pat-

terns of horizontal force to a joy-

stick allowed users to “feel” various 

textures. Adjusting the amplitude 

of these forces changed the effect. 

The key perceptual tic at the heart 

of Minksy’s work: Sideways spring 

forces often feel like downward 

spring forces to our fingertips. Or, 

translated for the MacBook today: 

A precise horizontal jolt under-

neath a trackpad can feel just like 

a downward click.

Vincent Hayward, a haptics pio-

neer who’s written dozens of pa-

pers on the topic, was producing 

phantom clicks with horizontal 

forces in his lab at McGill Univer-

sity around the same time Minksy 

was doing her texture work at MIT. 

What Apple has done, as it has 

so many times before, is trans-

late their research into something 

that makes sense in a consumer 

product. When Hayward was first 

generating rudimentary illusory 

This might not seem remarkable, 

but as Gollner astutely noted, it 

hints at a massive change in how 

we might interact with our devices 

in years to come. Until now, what 

we’ve seen on our screens and 

what we’ve felt with our fingers 

have had little to do with each 

other. The iMovie update takes 

some first small 

steps towarwd 

marrying the 

two. In an email, 

Gollner elabo-

rated on the po-

tential. “Video editing is a special 

case in that often you don’t look 

at the UI that manipulates the 

clips, you want to just look at the 

footage,” he said. “Hopefully we’ll 

be able to have full screen editing: 

Watch the footage and feel the UI 

that carries out the edits.” Gollner 

even came up with an evocative 

term for what we might call this 

new illusory interface material: 

Bumpy Pixels.

THE FUTURE OF TOUCH

Where might bumpy pixels show 

up next? Hayward can imagine 

it accentuating interaction with 

all sorts of on-screen elements, 

like buttons, menus and icons. “It 

could make interaction more real-

istic, or useful, or entertaining, or 

pleasant,” he says. “That becomes 

the job of the user experience 

designer.” Other haptic research 

suggests more unusual possibili-

ties. Aproject from a group of Dis-

ney researchers involved a touch-

screen environment in which icons 

felt “heavier” based on their file 

size.

Another place the Taptic Engine 

might show up? The iPhone. The 

Wall Street Journal recently re-

ported that Apple is considering 

Force Touch for the new device, and 

if it is included, it stands to reason 

that the Taptic Engine could end 

up in Apple’s phones in some form 

as well. (Once you play with a new 

MacBook, you’ll see why; having 

multiple layers of touch sensi-

tivity doesn’t really make sense 

without dif-

ferent types 

of feedback 

to differenti-

ate between 

them.)

Sophisticated haptic feedback 

could add a new dimension to 

smartphone interactions, which 

so far have been trapped be-

hind glass screens. Imagine an 

on-screen keyboard where you 

could orient yourself by feeling 

the grooves between the letters, 

or a version of Angry Birds where 

you could sense the tension in the 

slingshot as you drew it further 

back. Or just think about feeling a 

pleasant bit of texture under your 

fingertips as you flicked through 

your Twitter or Instagram feeds.

Hayward thinks there’s huge po-

tential for haptics in mobile de-

vices—it’s just a matter of coming 

up with motors that are powerful 

and battery-efficient enough to 

live inside them. “More interest-

ing paradigms really are around 

the corner,” he says. “They already 

exist in labs. If you come to Paris, 

I can show you some things that 

you will have in phones in 10 years. 

Or maybe five years. Or two years, 

if we’re lucky.”

If you’re into magic tricks, 
stop by an Apple Store and 
park yourself in front of a 
new 13-inch MacBook Pro. 
Click around on the trackpad 
for a while. Voila! That’s the 
trick: It’s not actually clicking.

“I was feeling a real 
click even though I 

knew there wasn’t one”

“Imagine an on-screen key-
board where you could orient 
yourself by feeling the grooves 

between the letters”



- EVENTS -

1 April (!) 2015
15.00 UID 
Green room

Rich Holland
tseou.com

Rich’s work 
combines action 
with aesthetics, 
physical pleasure 
with visual pleasure. 
He focuses on the 
right to public space, 
that is gradually 
being occupied by 
commercial and 
private bodies.

Curious to see the Oscar nominated short 
films of 2015? On 31st of March, Short Break is  
inviting you to Studion UFH for a spectacular 
night filled with jazz and short films

In line with the glamour of the Oscars, we invited the 

Umeå based trio, Dogwill, to set the tone for the night 

with live jazz music. The host of the event, Sebastian 

Lindberg, will orchestrate the night with witty lines and 

stories from behind the scenes.

The program of the night is:

19:00 We open the bar

20:00 Dogwill opens the night with live jazz music 

20:15 Short film program (Oscars 2015)

22:15 Dogwill closes the night with live jazz music 

logo

contest

STÄLLVERKET

It’s time for Ställverket to update the 
old logo and we would like to ask for 

your help

PS. There will be a prize for the winner!

Use whatever media you want 
and send your submission to 
stallverket.uid@gmail.com
or put it in the provided box

Ticket price 100kr. Special price of 70kr for students, members of Umeå Jazz Studio and everyone called 

Oskar. The fee for the cloak room is included in the price. The tickets can be bought at the entrance on 

the night of the event, or in advance at Biljettcentrum (Umeå Folkets Hus), as well as online:

http://www.biljettcentrum.com/evenemang/oscars-night/ 

http://www.ticnet.se/event/372797


