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“Modern food values are focused 
on convenience and effortlessness, 
overshadowing other values such as 
environmental sustainability, health, and 
pleasure.”

— Jaz Hee-jeong Choi

“Food is not just a collection of chemicals — 
it has a role in human society that goes way 
beyond molecules.”

— Marion Nestlé



How could culinary science and technology educate us about food 

through engagement and reflection? In this project, I proposed to 

uncover opportunities for design intervention within our near-future 

scenarios of cooking and eating in a home environment. My intent has 

been to use interaction design methodology to form social practices 

that turn the process of making and eating food more pleasurable and 

inspiring, while developing one’s individual knowledge, without being 

didactic and prescriptive.

The hypothesis has been that culinary science simplified, combined 

with today’s data-driven technologies, have the potential to foster 

creativity and experimentation among hobby cooks. The aim has been 

to discover the consequences of cloud data and connected technologies 

on experimentation, which is inherently driven by human intuition. 

My approach has been to explore what behaviours such data-driven 

systems designed for eliciting creativity could possess, and what kind of 

inspiration the science of flavour could bring into everyday cooking.

The result is a set of design principles for how creative cooking 

explorations can be fostered through tangible and embodied 

experiences. It is manifested in a concept that creates a ‘culinary safe 

zone’ by encouraging experimentation, presenting information on 

demand, but without overshadowing the cook’s intuition. The concept 

Curious Cuisine allows non-professional cooks to create their own 

unique dishes; to explore ingredient pairings, preparation techniques, 

and fine-tuning flavours.
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In this explorative interaction design research project, my  aim was to 

find relevant opportunities for design intervention within our future 

relationships with making and eating food. I proposed a design inquiry 

into the possibilities of culinary science and emerging technologies in 

engaging people to make mindful choices about food. We interact with 

our food systems in many different contexts: supermarkets, restaurants, 

social media etc. Of all these situations, my process focused on the 

home context; it is a very complex melting pot of social, ethical and 

technological interactions, shaped by our relationships, habits, and 

willingness to adopt new products and technologies.

FOOD FOR 
TOMORROW

OPPORTUNITY Whichever angle we approach food problems from, the health and food 

system expects us to gather knowledge, take action and make mindful 

choices on our own. We can take it for granted that environmental and 

dietary trends will keep changing, just like they always have; what will 

remain constant is the need for us being open towards new solutions, 

and mindful in our food choices. Choi et al. 

(2013) also find it relevant to critically reflect on 

food practices to understand our habits, cultural 

conventions, and presumptions about food.

In this project, I explored the opportunity of 

using interaction design solutions to form 

social practices that turn the process of making 

and eating food more pleasurable and inspiring again, meanwhile 

developing one’s individual knowledge and mindfulness, without being 

didactic and prescriptive. This opportunity entailed researching what 

constitutes heightened knowledge and mindfulness about eating, and 

how to design for them in an enticing way.

INTRODUCTION

“Modern food values are focused 
on convenience and effortlessness, 
overshadowing other values such as 
environmental sustainability, health, 
and pleasure.”
— Jaz Hee-jeong Choi
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From a design standpoint, food and nutrition presented plenty 

of complex social, cultural and technical challenges. My choice 

of challenge was to bring mindfulness to everyday food practices 

through hands-on engagement with the creation process. 

Through history, this process of making food has been shaped by 

the surrounding technologies of the time. Nowadays, emerging 

technologies, are highly technical and scientific, therefore it is 

important to make sense of them in context with specific intent, and 

lower the threshold to embrace them in our everyday lives. To define 

this intent and make them approachable, my interaction design 

approach played a key role. When it comes to the near-future of food, 

it is hard to foresee what trends will catch on in the mainstream, 

but the challenges detailed above will be unlikely to disappear. 

By extrapolating today’s technologies towards an everyday home 

context, I envisioned their effects on social practices, required skills, 

and aesthetic standards of cooking and eating.

RELEVANCE

PROJECT 
SCOPE

In a speculative near-future scenario, I explored whether new 

technologies and culinary innovations (molecular, synthetic, digital) 

could have the potential to bring mindfulness to everyday food 

choices, making personal nutrition more understandable, without 

losing the social or artistic value and excitement 

about food. My aim was to make sense of these 

technologies in a home setting for people who are 

not food enthusiasts; not as a replacement, but as 

a complement to the conventional food system.

This project was not set up to solve chronic 

hunger with these technologies, nor was it aimed 

at proving whether certain technologies have 

a positive environmental impact. This was an 

interaction design project with special attention to 

the social–cultural effects of techno-centric food 

trends. I limited my design context to developed 

or emerging economies, without choosing one 

certain country. The reason for this was to keep the conceptual 

process open, and to then reflect on the validity of concepts in 

specific cultures during user evaluation.

I formed collaborations with Umeå University’s 

School of Restaurant and Culinary Arts. My 

contact persons are Ute Walter researcher and 

lecturer, ad Björn Norén chef and lecturer. I 

was also helped by their graduating students in 

Creative Gastronomy. My external advisor was IHan 

Cheng interaction designer, my former colleague 

at frog, and food enthusiast. She was generous to 

enough to donate her time to follow my process 

and provide advice and encouragement all along.
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INTENTION

A BROAD 
OVERVIEW

In this chapter I introduce the theme of food on a human scale, from 

a social and technological point of view. Then, I conclude each section 

with a summary of learnings relevant for my design process. During 

this project, I was concerned with finding strategies to engage people 

with our food culture in a thoughtful and informed way, by leveraging 

technological or scientific solutions. Through literature research, I built 

up a foundation of what factors might shape this engagement, and which 

particular technologies can be of use. This foundation contributed to the 

primary research inquiry and design explorations.

The initial research process included a broad range of topics, most of 

which were marginal to the project; however, here I summarize each with 

a key finding.

Current research on food security argues for a balanced approach in 

maximizing efficiency of food systems: solutions both on supply and 

demand sides are needed; future food demands can be normalised 

by adapting diets and reducing waste (Foley et al., 2011). Emerging 

technologies in the food industry allow for unprecedented control 

and precision over what to put in a dish. Nutrition science have found 

potential in giving personalised algorithmic dietary advice based on 

one’s individual genetic makeup (Zeevi et al, 2015). The food giant 

Nestlé also started a project to develop sensitive nutrient analysis 

methods so they can tailor made-to-measure vitamin combinations to 

individual needs (Nestlé, 2014). Such accurately personalized food can 

be created with additive manufacturing techniques; transformed based 

on the principles of molecular physics and chemistry; replicated through 

synthetic processes; or programmed with data-driven digital tools.

FOUNDATIONAL 
RESEARCH
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Food Culture 

Beyond the physiological need for nutrition, the rituals 

and habits around eating are deeply embedded in culture. 

According to NYU food scientist Marion Nestlé (in: Lee Ball, 

2015), “food is not just a collection of chemicals — it has a 

role in human society that goes way beyond molecules (…) 

eating has social, economic and anthropological roles.” 

Food acceptance depends on more than just taste; it is 

matter of memories and multi-sensory perception (visual, 

olfactory, tactile).

In the developed world, food is mainly a status symbol, a 

medium of a creative self-expression, beyond a basic need 

for survival. Due to the easy access to gastronomy trends 

and high-end techniques, many food enthusiasts show 

exhibitionist behaviour, occasional peaks of knowledge 

and attention to food, often by capturing and sharing 

their meals online. Social media data, combining food 

and emotion, is being explored for insights and reflection 

about food practices by research and advocacy groups 

(Dixon, 2013). When designing for this context, one needs 

to be sensitive to the fluctuations and motivations of 

people’s involvement in food culture.

Social Practices 

Around Food 

It is intriguing to look at our various interactions with food 

(eating, cooking, sharing etc.) as social practices. Shove 

et al. (2012) discuss the dynamics of social practices: how 

they emerge, persist and disappear over time and space. 

According to their framework, the elements that define a 

social practice are materials, competence and meaning. 

Materials are the things that are needed to perform an 

activity within a practice. Competence is the cultivated 

skill and understanding that is crucial to its enactment. 

Meaning is the motivational knowledge, the symbolic 

significance of participation. For designers, it is of key 

importance to consciously consider access to all of these 

elements, and their temporal rhythms: while shaping the 

material (ingredients, equipment), one needs to address 

the competence to perform and the meaning to engage 

as well. Links between the elements of practices form 

and break continuously, vanish silently, stay dormant, or 

get repurposed within other practices. In food terms, the 

revival of old skills and traditions of cooking, combined 

with today’s technological possibilities, is essentially the 

formation of new practices on the basis of old ones.

Food Aesthetics

According to Vogelzang (2015), “…food aesthetics don’t 

only emerge in the form and colour, but also in the 

temperature, the consistency, the flavour, the smell, the 

way it feels in your mouth, and the sound the food makes 

when it is chewed”. The aesthetics of food goes even 

beyond sensory perception. Salomon (2007) writes about 

how cooking experiments have fused with performance 

studies, design and anthropology. In their manifesto (I’m a 

Kombo, 2014) on the Social Act of Dining, the Copenhagen-

based food experience company I’m a Kombo states that 

“the true matter of eating is about creating an inspirational 

social space by the intervention of food”. Food-designers 

and chefs together have conceived of food theatres, which 

combine high cuisine with production design for all 

senses: the rituals of eating are designed as performative 

products; food has significant symbolism and represents 

social distinction. This trend is in line with the sociologist 

Bourdieu’s (1982) view that taste is class culture 

embodied. For designers operating within the food theme 

this trend implies that there are opportunities beyond 

visual aesthetics: exploring multi-sensory experiences and 

rethinking social scenarios of cooking and eating.
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Culinary Science

Food science has gone through massive changes in the 

past decades, in terms of its relationship with the craft of 

cooking. The era of domestic science in the period between 

1910-50s was a turning point in the history of cooking, 

during which food itself was not interesting. Eating was 

only a route to nutrition, and appetite was considered 

a lowly sense. “Food that can be appreciated most fully 

without being eaten, was a special achievement”(Shapiro, 

1986).

Today, Nouvelle Cuisine is a mix of artistic and scientific 

approaches, more and more hypothesis-driven (Arboleya 

et al. 2008): scientific understanding is a tool for chefs to 

avoid trial-and-error attempts. To cultivate this knowledge 

transfer, they urge chefs to collaborate with food scientists, 

which is a scientific outreach opportunity via chefs. This 

is in line with Harold McGee’s (2004) take, “science is 

the best friend of creativity”. Adria & Pinto (2015) make a 

clear distinction between the creative, reproductive and 

experiential processes within professional gastronomy: 

“Creating isn’t reproducing; the action of the cook doesn’t 

match the perception of the diner.”

Gastronomy innovations are evaluated for their 

environmental impact, if they might decrease greenhouse 

gas emissions, transportation costs, and food waste. 

Note-by-note cooking (This, 2014) is the concept of using 

flavour compounds extracted from natural ingredients, 

and then ‘reassembling’ them in new combinations. He 

defines cooking as a “well-chosen arrangement of sensory 

units”. Using these compounds would allow for unlimited 

culinary possibilities, and would save on transportation 

and waste. When it comes to the intersection of culinary 

science and design, Vogelzang (2015) urges designers 

to work side-by-side with scientists to transform their 

developments into comprehensible designs so the public 

can engage with them.

The Science of 

Flavour

Culinary movements often challenge our traditional 

perception of food. One of the biggest hurdles for new food 

technologies is maintaining taste, not only appearance. 

The science of taste perception has been proven to be more 

complicated than vision. The human brain assembles the 

experience of flavour from inputs from all our senses: 

starting with anticipation based on previous memories; 

following with visual, auditory, olfactory signals; then 

including the sensation of texture and taste.

Humans, however, can learn the skill of tasting: preferences 

towards basic tastes are innate, but smell perception is 

learned (National Geographic, 2015). To make flavours 

even more understandable, flavour scientists are urged 

to “devise a new vocabulary of tastes that goes beyond 

the worn-out mantra “salty, sweet, sour, bitter,” which 

for many years now has been refuted both by personal 

experience and by sensory physiology.”(This, 2014).  

From a design stance, the opportunity emerges to teach 

people the skill, knowledge and language of flavour 

needed to eventually appreciate unexpected or alternative 

foodstuffs.

Data-Driven Food 
Systems

Just like in almost any industry, Big Data has been a frontier 

in the food industry as well. Delivery services and restaurant 

chains like Maple (Maple, 2016) in New York City use data 

science to optimise their supply chain and workflow, 

and they reach unprecedented efficiency (Kessler, 2016). 

IBM’s Chef Watson is a cloud-based cognitive system that 

creates new, surprising, and pleasurable dishes based 

on online data analytics, hedonic psychophysics and 
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chemoinformatics (IBM, 2015). Chef Watson represents 

how human creativity can be appropriated to a data-driven 

computational system. Data as a design asset brings up 

the question of agency and trust: how much responsibility 

to appropriate to technology, and what decisions are to be 

held in human hands. 

Cooking and 

Technology

The idea of a meal-in-a-pill has been around since the 

1970s (Belasco, 2000); suggesting that home cooking 

would be a thing of the past for city dwellers (Sutton, 

2006). It is argued that modernity has homogenised 

the cultural traditions of, and has been devaluating the 

practical knowledge of cooking, and caused them to 

be socially disembedded (Sutton, 2006). Humans have 

always engaged with food through embodied sensory 

knowledge, have used their sense organs as cooking 

tools; and have recalled memories and vivid metaphors 

through synesthetic experiences. Although cooking has 

been becoming more disembodied and standardised by 

machines, our recipes today still call for kinaesthetic skills 

that need to be acquired through embodied experiences. 

In Ingold’s (2011) view, technologies, don’t necessarily 

spell the end of skill, because we have the improvisational 

ability to creatively incorporate technologies to our ‘rules 

of thumb’. According to Latour (1987), new technologies 

take over parts of the skill and knowledge that the actors 

of a practice had previously embodied. It has to be a 

conscious design choice as to which competences to 

delegate to new technologies.
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RESEARCH 
QUESTIONS

Following up on the proposed design inquiry and the foundational 

readings, my primary research focused on generating insights about 

future food trends relevant to the adoption of emerging culinary 

science and technology in a home setting. This phase was a divergent 

exploration of food-related themes: skills, aesthetics and rituals. To 

break down the main research question (leveraging new culinary science 

and technology to engage people with making mindful choices about 

food and nutrition), I formulated the following sub-questions to look 

into some of the influential aspects of our food values and interactions. 

 

New Rituals: How might 

new food technologies fit 

in with our old traditions? 

What are the new cultural 

practices that might emerge? 

 

New Aesthetics: How might 

our multi-sensory experiences 

and food acceptance 

change? How might we 

make everyday meals more 

exciting, and nutritious 

choices more enticing? 

 

New Skills: How might we 

adapt our skills to new culinary 

techniques? What forms of 

embodied knowledge do we 

need to integrate into the 

‘cooking’ process?

FOOD for TOMORROW

SKILLS

AES
TH

ET
IC

S

R ITUALS

PRIMARY 
RESEARCH
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In order to build up an inspiring and informative foundation for my 

design explorations, I set up a series of research trips to visit food 

experts. My goal was to interview people with a long-term outlook 

on the world of food; with enthusiasm towards new developments, 

and with years of experience navigating the complexities of the food 

industry.

Due to access, I was interested in Northern European values 

about food. I conducted 10 interviews, including field visits. I 

curated the list of interviewees in order to reveal 

a broad spectrum of different standpoints 

from different segments of the food industry. 

The participants were chosen because they 

represented unique professions and specialties: 

chefs, scientists, entrepreneurs, biohackers, 

food writers etc. The interviews were conducted 

in person in Umeå, Östersund and Järpen in 

Sweden; Copenhagen in Denmark; Eindhoven in the Netherlands; 

and Shanghai in China (over Skype).

RESEARCH 
METHOD

 
What are key emergent trends about 
our food systems and technologies, 
concerning skills, aesthetics and 
rituals?
How do they expect our habits to change 
as technology enters the food space?

→ Interview participants 

mapped based on which segment 

they represent in the food 

industry. 
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After completing all the interviews, I downloaded them by summarizing 

the key topics that were discussed, the most influential quotes by the 

interviewees, and my observations from site visits. These research 

findings — topics, opinions, quotes, observations — were clustered into 

fourteen insights, which were then illustrated with photographs from 

the field visits. For a detailed breakdown of the insight synthesis, see the 

Appendix.

SYNTHESIS
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For the upcoming constructive design intervention, I chose six 

insights with the highest relevance: Social values, Nutrition, 

Experimentation, Creative process, Perfect food, Storytelling. The 

selection criteria were feasibility for the scope of this project and 

for my expertise of generating relevant interaction concepts. In this 

section, I present a thematic overview of these six research insights, 

with the most interesting quotes from the interviews.

INSIGHTS

SOCIAL 
VALUES

Our increasing appreciation for food is a tool to bring respect and 

synergy to the professions involved, and set higher social standards. 

Food not only brings people together who are related; it also has 

the power to connect disparate social groups, and 

induce empathy and caring between them. Food 

experiences can inform the wider public about 

the circumstances of people who work in the food 

industry. Food is a currency that affects the living 

standards of those who are dependent on the social 

system.

NUTRITION Dietary guidelines are losing traction among a wider public. The 

emphasis is shifting towards balancing proper nutrition with a 

pleasurable experience. People navigating through ever-

changing nutritional recommendations and  diet fads are 

becoming less and less tempted to give up on the joy of 

eating, in the name of protecting their health. Food industry 

players need to reframe their value propositions by dropping 

strictness and embracing pleasure in their narrative.

“What we are really good at is bending 
guidelines. Kids hate unsalted food just like 

everyone else. On a monthly basis, 
the balance will be okay.”

–Lars, Københavns Madhus

“Farmers with 20 acres, that’s our 
heartblood [sic].”

–Simon, Kødbyens Mad og Marked
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EXPERIMEN-
TATION

Experimentation with food happens on several levels — culinary novelty 

seeking, finessing recipes, or building decentralised food systems. 

Such experiences make us engaged and appreciative of the know-how 

about food. There are various 

drivers behind people’s need 

to explore new things with 

food: boredom, self-expression, 

scarcity, or personal values 

of sustainability and health. 

Experimentation opens up 

our minds towards new and 

unexpected possibilities. 

In this era of changing food 

landscapes, adopting new 

food sources is often a matter 

of open-mindedness among a 

wider public.

“We humans have a preference towards creating rigid [food] systems.
Nature does not work like that.”

–Wender, University of Copenhagen

CREATIVE 
PROCESS

Originality is the golden ticket for success in gastronomy, whether you 

are a professional or an amateur enthusiast. Meanwhile, the need to be 

resourceful in the kitchen intimidates people who don’t enjoy cooking. 

Unlike for professionals, among the wider 

public convenience comes first, when it comes 

to eating: hands-on food preparation skills 

are not a must-learn anymore. Creativity, 

however,can demystify the ‘chore’ of cooking, 

and could make it enticing again.

“Nobody used to know how to 
cook. They just felt it. Not many 

people used to check the exact 
temperature.”

–Per, Duå Umeå
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PERFECT 
FOOD

Many food experiences take on the mission of challenging 

preconceptions about visual or gustatory aesthetics of food. As 

consumers, we are so distant from the source that is clouds our 

judgement about food quality. Our norms 

are shaped by unrealistic expectations, 

because we don’t have knowledge about 

the process: we have to re-learn what good 

food looks like.

STORYTELLING The narrative behind the creator’s intent is a huge part of our food 

experiences, just as influential as taste. When used right, it’s the story 

that sparks trust and engagement. 

Due to the abundance of food 

choices, we base our decisions 

about what to eat on the food 

producer’s promise at the first 

point of contact. The story of our 

food, however, has been going 

beyond branding or marketing. 

Food can be used as a medium 

that expresses the values and views 

of its creator. Sometimes, this 

excitement about telling stories 

through food can overwhelm the 

audience.

“What we are really good at is bending guidelines. Kids hate unsalted food 
just like everyone else. On a monthly basis, the balance will be okay.”

–Lars, Københavns Madhus

“The hardest thing is to 
accommodate [customer] 

expectations about how 
produce should look like, how 

to save the soil, how to plan for 
seasonal produce.”

–Roger, Farmonize, Shanghai
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RESEARCH DISCUSSION
Most insights touch upon topics that are not new or surprising 

within the theme of food. However, it was useful to reiterate 

these broad topics to look for concrete design opportunities. 

Storytelling, Perfect food, Nutrition and Social values are among the 

most powerful topics that challenge current norms about what food 

might become. The challenge to engage users in social interactions to 

rethink the value of food, shows potential for an interaction exploration. 

Experimentation and Creative process were the most unexpected 

research findings. They emphasise the playful and hands-on aspects of 

food relationships. I assume that an interaction design approach can 

help the lack of experimental and creative behaviour in our everyday 

lives.

My conclusion from the primary research phase was that my process 

would benefit from a more refined design goal. Based on synthesis, 

I had a clearer definition how to elicit ‘mindful food choices’: the 

solution doesn’t lie in factual knowledge; it is hands-on engagement and 

reflection-on-action that eventually makes people mindful. Therefore, 

I chose hands-on experimentation as the core 

interaction quality to ideate upon. I learned 

that a technology-push design process, i.e. 

exploring culinary technologies, cannot be 

the pure objective of this project, but these 

technologies can be powerful assets to achieve 

a more human-centric conceptual goal. 

Compared to the original design inquiry (How might we leverage new 

culinary science and technology to engage people with making mindful 

choices about food and nutrition?), I formulated a more specific goal to 

achieve: How might we simplify new culinary science and technology so 

that they can educate us about food by making us engaged and reflective, 

through a tangible and embodied ‘cooking’ experience?

NEW DESIGN 
GOAL

KEY 
INSIGHTS

How might we simplify new culinary 
science and technology so that they can 
educate us about food by making us 
engaged and reflective, through a tangible 
and embodied ‘cooking’ experience?
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IDEATION
METHOD My goal was to bridge the gap between primary research and concept 

development by a divergent exploration of key insights. I aimed to do 

this by generating plenty of rough ideas within different topics, before 

narrowing down the project scope. To turn research insights into 

interaction design opportunities, I planned three consecutive ideation 

sprints, each with a different interest area as a starting point for a week 

of exploration.

Sprints are short, time-boxed ideation processes inspired by the SCRUM 

technique in agile software development. Sprints divide a large design 

problem into multiple small issues and solve them one by one. It assumes 

quick delivery of solutions that incrementally build upon one another.

I used sprints to explore the huge design space of culinary cience at 

home by breaking it up into smaller opportunities. I chose this format 

so that I could perform short, structured, high-

pace and divergent ideations. This allowed 

me to constructively (instead of analytically) 

evaluate the potential of key insights, without 

prematurely converging towards one single 

topic, or getting lost in the abundance of options.

Each sprint involved brainstorming; developing 

ideas into sacrificial concepts; building mock-

ups; and evaluation with users. I developed these 

ideas to be discussion starters with users, rather 

than feasible design concepts.

The sprint structure followed the primary 

research questions: Skills, Aesthetics and 

Rituals; which were combined with the selected 

key insights.

FOOD for TOMORROW

SKILLS

AES
TH

ET
IC

S

R ITUALS

CREATIVE
EXPERIMENTS

SOCIAL
NUTRITION

FUTURE
DINING

ETIQUETTE

↓ Research framework 

developed into the ideation 

sprint structure. 
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SOCIAL 
NUTRITION
Challenge: The objective was to explore how new 

technologies might influence our rituals and social 

practices around food.W There were two research 

insights that inspired this sprint: Social Values 

and Nutrition. This sprint explored how society’s 

increasing concern about nutrition might need to 

be consolidated with social eating habits: how might 

we help our personalised needs for perfect nutrition 

become a social experience again?

SPRINTS Idea: It proposed personalised nutrients served 

in a family dinner setting as garnish . As recent 

nutrition research showed, our genetic makeup 

possibly predisposes us for different dietary needs; 

meanwhile, such high nutritional accuracy can 

already be engineered. The idea visualized how 

personal nutrients could respect the ritual of eating 

the same meal together.

Feedback: The notion of personalised nutrients 

steered the discussion towards persuasive 

technologies: tools that nudge one to be healthy. 

Due to its deeply embedded connotation with 

medical issues, nutrition is not about the food itself; 

it’s a reflection on our attitude towards health. The 

concept’s health nudging potential would create 

tension between family members eating together.
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FUTURE DINING 
ETIQUETTE 
Challenge: In terms of aesthetics of food, the most 

interesting aspect is how multi-sensory experiences 

influence food acceptance. The primary research 

insights on Perfect Food and Storytelling were 

especially relevant for this exploration. This 

sprint explored how storytelling can help set our 

expectations about ‘perfect’ food: how might we 

challenge today’s preconceptions about food and 

our manners of eating? How might engineered 

aesthetics change our perception of food? 

Idea: The concept was proposition of urban gardening 

at its extreme: home-grown vegetables growing in 

custom-designed petri dishes. It was inspired by 

a plant cell biology experiment: as all plant cells 

are stem cells, they are capable of reprogramming 

themselves to survive in their environment; could 

they live in any environment? Could we custom-

design the shape of that environment?

Feedback: It questioned whether people would 

like to eat precisely engineered food, and whether 

we would trust ourselves to grow things like this at 

home: would we know when it’s ripe, and how should 

it taste when it’s good? We lost our ability to use our 

senses to make judgement calls during food creation 

processes.
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CREATIVE 
EXPERIMENTS
Challenge: In terms of skills, adapting our embodied 

knowledge to new culinary techniques, rather than 

eliminating them. The primary research resulted 

in insights about Experimentation and Creative 

process. In this sprint, I ideated on how to make the 

process of cooking more creative and experimental: 

how might we design tools or ingredients that foster 

creative explorations in the kitchen?

Idea: The concept is an interactive tool that simplifies 

dealing with the infinite number of possible flavour 

combinations by recommending ingredients 

dynamically while cooking. It shows possibilities 

of data-driven computational food: algorithms may 

help us simplify the complexity of flavour, but it 

might be a trade-off between control and handmade 

inaccuracies.

Feedback: A culinary ‘safety net’ could promote 

experimental risk-taking in the kitchen, but it should 

not let the cook completely fail. An issue of trust was 

mentioned: users would want to know whether the 

proposed flavour matches are proven.
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LEARNINGS
The greatest challenge in this project had been 

finding relevant opportunities for interaction design 

intervention. In these sprints I could freely open 

up the design space to evaluate multiple directions 

for further development. The format allowed me to 

quickly get my ideas to a presentable (i.e. tangible) 

stage. Each sprint had a distinct goal for discovery, 

and one inherently influenced the thought process 

of the next. The core directions — Rituals, Aesthetics, 

Skills — were not mutually exclusive: all ideas fell in 

the intersections. For a thorough outcome, none of 

these categories could be disregarded in concept 

development. Based on the sprint experience, at this 

point I was ready to narrow down the project scope 

by choosing one of the three design directions.

CONCEPT 
SELECTION
The user evaluations helped choose one direction 

for further work. Social Nutrition could become 

a persuasive technology concept, where the core 

interaction would be controlling the nutrient 

assembly system. Future Dining Etiquette could be 

an exploration of visual aesthetics to challenge our 

understanding of food. Creative Experiments could 

be an experiment kit for home cooking, driven by 

culinary data on flavour pairings. Any direction 

had the potential to yield interaction concepts, but 

based on my personal interest in technology-driven 

creativity, I chose Creative Experiments for further 

development.

To augment my ideation process, I organised two 

ideation workshops to create future food ideas: how 

we might make, share, eat food in more creative 

and experimental ways. The program included 

a time-boxed brainstorm, following the sprint 

structure (Rituals, Aesthetics, Skills); it was followed 

by prototyping: materializing one promising idea 

with simple materials: paper, play-doh, foodstuffs 

etc. This session yielded new ideas related to my 

explorations. The Rituals theme brought up the 

topics of collaborative food, crowd cooking, social 

communication, and persuasive technology. The 

Aesthetics theme was refined with topics such as 

engineered imperfections, trusting our senses, 

and food with a new purpose. The Skills theme 

inspired the topics of generative recipes, agency 

and control, food trickery, random food hybrids, 

food analysis assistants. All three aspects — Rituals, 

Aesthetics, Skills — had to be taken into account in 

concept development, therefore most ideas from 

the workshop were inspiring the development of the 

Creative Experiments direction.

WORKSHOPS
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HOW TO 
FOSTER  
CULINARY 
CREATIVITY

For further concept development, I chose the idea of the Creative 

Experiments, which was a result of the third ideation sprint on Skills. The 

idea was communicated with a simple mock-up that aimed to illustrate 

the potential of a system recommending flavour pairings based on cloud 

data. To expand the idea into a concept, three major questions needed to 

be prototyped and evaluated. What is the scale of the interaction between 

the user and the system? What social scenario to adapt the system for? 

What is the flow of engagement with such a system? To develop an 

informed opinion, I build a reduced system prototype, and placed it in a 

kitchen to test with users in two different social scenarios.

CONCEPT 
DEVELOPMENT

SACRIFICIAL 
PROTOTYPE

I envisioned the concept as a system of multiple agents located in different 

parts of the kitchen and its periphery (in the fridge, garden, storage 

cabinets, supermarket etc.), which act as a team to give the user ideas 

about matching ingredients. To validate how this could be appropriate 

for a home environment, I built two agents with distinct characters. The 

goal was to understand key design challenges, not to create a high-fidelity 

representation of the experience. The setup represented the fuzziest 

interaction scenario: when multiple non-uniform agents want to share 

information with the user at the same time. The two agents differed 

in their location, interaction modalities, and physical form. Both were 

in the same kitchen space, working in synchrony, but not in the same 

line of sight. The countertop unit was a spice box with lights signalling 

seasoning combinations. The cabinet unit was a physical pointer with 

rotary motion and light, pointing at recommended ingredients. In order 

to simulate a natural flow, I used the Wizard of Oz technique to control 

what the agents recommended from a computer nearby. This humanized 

their behaviour: they did not express a concentrated logic ahead of the 

cooking process; they showed suggestions on-the-go, while the users 

were preparing the meal.

What is the scale of the 

interaction between the 

user and the system?

What social scenario to 

adapt the system for?

What is the flow of 

engagement with such a 

system?
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SCALE OF 
INTERACTION

Hypothesis: In terms of time and space, to what extent should 

the system be included in the process of preparing a meal? As for 

the temporal aspect, the flow starts with sourcing ingredients, 

and finishes with eating the meal. In terms of physical space, 

experimentation with food happens not only in the kitchen, but in 

the supermarket, the pantry, the garden, even at the dinner table.

Learnings: During the test, it became apparent that one object was 

distracting the user’s attention from the other object; especially 

because the interaction styles were unbalanced: the cabinet unit 

made a slight noise when moving, which drew attention away from 

the countertop unit’s subtle light interaction. The major takeaway is 

to avoid temporal overlaps of interactions with multiple objects, and 

place all agents in the user’s line of sight during the process.

SOCIAL 
SCENARIO

Hypothesis: Which setting is more encouraging for experimenting: 

cooking together or in solo? When cooking together, people 

influence each other’s decision making — cooking can 

become quality social time. Meanwhile, fiddling with food 

alone is a chance for creative self-expression, allowing the 

cooks to develop their own taste preferences without pressure. 

During the user test, in the first case users had conversations 

about which ingredients to add, and they discussed the system’s 

suggestions as well. In the second case, the user, when in doubt, 

addressed the agents with questions directly.

Learnings: When two people were 

cooking with the agents, the atmosphere 

felt more natural. The solo scenario 

elicited an ad-hoc conversational 

interface, because the user attributed 

intelligence to the agents, and asked 

several yes–no questions, such as 

“More bananas? I don’t like bananas”. 

Designing a data-rich system exclusively 

for social cooking could gamify the 

experience, but it would less likely be 

used – cooking together has a different 
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Hypothesis: How to pace guidance during an experimental cooking 

process? How to balance human intuition with (scientific) facts? The 

assumption was that users can make the executive decisions on their 

own, whether they agreed with the system’s suggestions or not.

Learnings: Because the agents were not part of the meal planning, their 

suggestions broke up the natural cooking flow; they were stalling the 

process. Also, due to their perceived intelligence, the suggestions were 

understood as opinions; the agents’ will perceived as more important 

than those of the users’. (This is partially due to the situation bias of 

the test itself.) Participants occasionally asked questions such as, “Are 

you happy now?”, expecting an answer. What is key for the flow of 

engagement is that the system provide help only when the user is in 

doubt, not to overshadow their gut feeling and creative choices. As for 

hierarchy, the agents need to express their subordinate roles towards 

the user; after all, it is the user who is eating the meal, not the agents. 

The agents’ behaviour and (non-verbal) tone of voice needs to be more 

consistent and professional to encourage trust, without losing character.

FLOW OF 
ENGAGEMENT

purpose than stretch one’s own comfort zone of taste. Therefore, the 

system needs to flexibly fit a social or solo setting. The solo setting is 

more challenging to design for, because the conversational interface 

aspect needs to be carefully considered.
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CULINARY 
WORKSHOP

Within a 1-hour workshop with Creative Gastronomy students at 

Umeå University, my aim was to understand their perspectives 

on the creative cooking process: how do they experiment outside 

their comfort zone? How do they discover new 

flavours? To help them express their ideas,the 

ideation exercises were presented as questions 

phrased from a non-professional’s perspective.

The following learnings, synthesized from all 

worksheets, spanned across most participants’ 

answers.

Simplicity: Amateur cooks are urged to starts with a few ingredients 

at a time: less is more, “one doesn’t have to be the wildest in fantasy” 

to come up with something interesting. The best way to go about 

experimenting it to take a classic meal, tweak and modify it, little 

by little.

Imagine your friend in a professional 
kitchen, with all ingredients and 
equipment available. Which tips & tricks 
would you show them to make cooking 
more exciting and experimental?
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Taste!: The most important tool for a cook is his/her senses: one has to 

“taste, taste, taste” constantly while developing the dish’s flavour. We can 

think about not only complementing, but reminiscent flavours as well.

Mise-en-place: Without an exception, every chef 

student raised the importance of a good mise-

en-place: to “understand the routines, to find the 

stuff, and place them right” in the kitchen.

Confidence: For some, the sight of a kitchen might cause a “creative 

blockage”. A professional kitchen is a “symbol of tasty food and 

creativity”. However, once you gain enough confidence, taking greater 

risks might lead you to greater vins in food experiments.

Reflection: A simple suggestion from professionals is about reflection: 

trying to consciously understand where tastes come from in a dish; 

trying to explain to ourselves why we like certain flavours; when dining 

out, trying to “think of what we would make of the dish”.

“A professional kitchen is the symbol of 
tasty food and creativity.”
– Frida, culinary student
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INTRO I explored how culinary science could inspire cooking at home. Today, 

scientists have no proven mathematical models of flavour yet, which 

makes my concept speculative: what would gastronomy be like if we had 

complete understanding? Instead of implementing existing knowledge, 

this project aims to imagine the experience of experimentation with rich 

data, but still driven by human intuition and creativity.

FINAL 
RESULT

DESIGN 
PRINCIPLES

Encourage risk-taking: Creating novelty is not possible without taking a 

leap — this is true for intriguing flavours, too. A creative kitchen system 

needs to subtly push the user out of his/her own comfort zone, to not be 

afraid to fail.

Do not hide what is needed: Everything has to have its place in a kitchen 

– and this applies not only for ingredients and equipment, it is true for 

information as well. Inspired by mise-en-place, every piece of information 

needs to have its distinct and designated source available to the user.

Create a culinary safety net: To balance out a healthy risk-taking 

behaviour in the kitchen, the system needs to create a safe atmosphere: 

the user can trust that the system won’t give unreasonable suggestions, 

and it won’t let the meal get ruined completely.

Engage all senses again: When we interact with food-related media, 

our lower senses are often forgotten — food becomes visual material 

distanced from eating. A system designed for kitchens should expand 

towards alternative modalities — to make use of our auditory, olfactory, 

gustatory and tactile senses.

No pressure — just make it delightful: Cooking often becomes a boring 

chore or a scary experience, depending on the cook’s skills. This system 

needs to reinforce the fun aspects, through its interaction style and tone 

of voice.

These five principles 

represent how to design 

data rich connected systems 

for eliciting creative 

culinary explorations at 

home.

← Curious Cuisine is a 

set of connected objects 

that work in unison to 

guide the hobby cook within 

a culinary safe zone.
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The concept Curious Cuisine expands a non-professional cook’s 

toolkit with knowledge on culinary experimentation: pairing 

ingredients, preparation techniques, and fine-tuning flavours. 

The concept manifests as an experiment kit, a set of three tangible 

devices connected to a cloud-based service; they work together in 

unison to present their know-how to the user, right in the kitchen. 

Each object has its bespoke intelligence and unique expertise about 

a different part of the cooking process. The Grocer is knowledgeable 

about pairing ingredients in a surprising way. The Chef is the master 

of cooking techniques beyond conventions. The Alchemist unlocks 

the magic of refining flavours to make the dish more exciting. With 

the gastronomy information that they draw, these devices create 

a ‘culinary safe zone’ for the hobby cook: the opportunity and 

confidence to experiment, without overshadowing the cook’s own 

intuition and preferences.

CURIOUS 
CUISINE

CURIOUS 
COOKS

Curious Cuisine is a culinary experiment kit for people who already 

feel confident with the basics of cooking, are open to experimenting 

on special occasions, but may be in need of some inspiration and 

guidance to create their own unique and exciting dishes. The target 

audience is not linked to demographics: preparing food is definitely 

relevant for all age groups, regardless of social standing. In line 

with what is mentioned in the project scope, due to the advanced 

technology included in the system, this concept aims at developed 

or emerging markets. It is not linked to any price point of food 

ingredients; experimentation is possible with all kinds of foodstuffs.

As for social scenario, it can either 

be a solo or joint experience with 

other people. For an example of a 

plausible setting, parents cooking 

with children can be meaningful 

time spent together: the objects’ 

playfulness is inviting for young 

children to come and taste 

interesting food; and they create a 

special occasion out of mundane 

food preparation.

↓ Targeted at cooks who got 

the basics right, and need 

inspiration to experiment.

↑ Scan the QR code to watch 

the concept video on Vimeo.
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mushroomssalmon

THE GROCER When the user spins the Grocer, it shows a new ingredient idea, which 

can be dismissed by spinning again, or added to the list by pressing the 

‘Add’ button. The following ingredients are always good flavour matches, 

based on their molecular similarities. This way, the user can choose any 

number of ingredients.

THE CHEF When the Chef is being shaken, it recommends a preparation technique 

that works well with the selected ingredients. Shaken again, it suggests 

another alternative. By pressing the ‘Add’ button, the user can select the 

method.

Knows about pairing 

ingredients in a surprising 

way.

The master of cooking 

techniques beyond 

conventions.

THE 
ALCHEMIST
Unlocks the  magic of 

refining flavours.

The power of molecular compounds lies in their density: they can be 

stored and transported easily. The taste of ingredients not available 

in a certain season or geographic location can also be extracted into 

compounds. They are added to dishes in very small amounts, so the 

flavour doesn’t overwhelm the entire dish, they only create a subtle hint 

of the ingredient that they belong to. The compounds are unlocked by 

the Alchemist being held to the compound drawer.

The Alchemist can be tilted around for discovering a flavour profile for 

the dish. Different directions show a different flavour that the meal can 

be tweaked into; pressing the ‘Add’ button stores the selection. The 

Alchemist describes flavours in an ambiguous langugage: these terms 

represent different sensations for all of us; it is up to the user to take 

the leap to try them. The Alchemist unlocks the right molecular taste 

compounds that tweak the dish to the desired direction.

FLAVOUR 
COMPOUNDS
Molecular taste extracts in 

liquid or powder form.

blueberries cook bisque

smooth
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Gestural Interface

The main spectacle of the experiment kit are the three 

expert devices. Each object is designed not only with 

its own expertise, but also with a signature gesture 

to operate it with. The Grocer responds to spinning, 

the Chef to shaking, the Alchemist to tilting. These 

interactions were inspired by the recognizable 

and discoverable interactions of kitchen tools and 

appliances: the physical forms are designed to afford 

the specific gesture.

Audio Interface

Beyond the simple entry-level interaction of gestures 

and visual feedback, the objects can share their 

deeper gastronomy knowledge on demand through 

a conversational audio interface This requires 

natural language processing, speech synthesis and 

machine learning capabilities in the system. One can 

ask specific questions, and the devices can respond 

with suggestions and ideas verbally. Each object’s 

conversational UI is limited to its specific know-

how, which can be activated by placing the object on 

the Stage, the dedicated area marked with a speech 

bubble in the kit.
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Export Function

Sourcing ingredients is a crucial part of the 

experimentation process. The system is designed 

with pre-planning in mind. For those who prefer to 

start with an inventory, the Grocer assembles the list 

of selected ingredients and transfers it to a digital 

device by tapping them together. The ingredients 

can be ordered online or added to a shopping list.

Sequence of use

The flow of experimental cooking can vary among 

users – creativity is not limited to one predefined 

sequence. Therefore, the devices can be used in any 

possible order. 

The cloud data

The objects’ culinary knowledge about ingredients, 

techniques and flavour profiles comes from curated 

scientific data. The system would draw this data 

from a cloud-based service; an extended version 

of IBM Chef Watson (already existing today); it will 

possibly have richer data in the future. This richness, 

combined with the capability to learn about personal 

and collective preferences and usage history, is the 

reason why the system would be capable of inspiring 

the home cook over and over again.

data

groceries compounds

→ A system overview, indicating 
the source of information 

and food ingredients: cloud 

databases supplying data about 

flavour combinations; online 

shopping services providing 

groceries; specialty stores 

sending flavour compounds.
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Many of the design decisions behind the concept’s interactions 

were inspired by and adapted based on user testing. The user test 

involved a cognitive walkthrough with 5 people of various design 

backgrounds, and it meant to probe on the discoverability of gestural 

and audio interfaces. The two greatest issues are discussed in more 

detail below.

CO-LOCATION 
OF INPUT 
AND OUTPUT

The devices are designed for gestural/tangible input and visual 

output on a screen. This output, however can be separated from the 

object itself by involving an external device such as a tablet, which 

could provide ample screen real estate for visual information. The 

hypothesis that this setup would take away the magic of the devices, 

and it would potentially break the flow of engagement, was validated 

by users. As a commercial product, a separate screen setup would be 

more viable, but as a design concept, I chose that the gestural input 

and visual output be co-located on the devices.

USER 
TESTING

↓ A screen-based prototype 

quickly created for testing the 

gestural interface, along with a 

form mockup.



| 33 

OPEN-ENDED 
AUDIO 
INTERFACE

To justify all the technology that is needed for a conversational audio 

interface, I probed on whether users would need additional information 

during the process of cooking. As assumed before, they prefer audio 

to video input: sharing questions, doubts, opinions with the system 

verbally is less invasive than a camera system tracking the user’s steps. 

The drawback of an audio interface is that it automatically appropriates 

intelligence to the object, which prompts the user to start open-ended 

conversations. To overcome this, the devices’ narrow specialties 

are clearly differentiated. The audio output offers possibilities for 

the devices to have their own tone and personality, albeit preferably 

mechanomorph, rather than humanoid.

↑ Form mockups used 

as discussion starters 

about different interface 

concepts, such as audio.
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The concept proposes a scenario where people find enjoyment in trying new 

ingredients and flavours, exploring their preferences and expanding their 

comfort zone. It is fair to ask, however, why is this important, why is this scenario 

beneficial for our food culture? In primary research, several interviewees 

mentioned different ways of experimentation with food in their daily practices: 

cooking unknown dishes, travelling around the world for novelty seeking, 

cultivating unusual produce for the purpose of making meals more exciting, 

or designing setups to grow alternative food sources at home. This led to the 

insight that experimentation in any form creates a deeper engagement with food 

decisions; people who explore food in new ways reflect on their personal and 

collective societal behaviour around food, and are generally more likely to adopt 

new types of ingredients, for health or sustainability reasons. Therefore, through 

this concept, I envision experimentation within a trusted ‘safety net’ as a means to 

tackle food neophobia; a way to open up people towards embracing unexpected 

food sources, which might eventually become — hopefully sustainable — staples 

in our future food systems.

WHY 
EXPERIMENT?

DISCUSSION

Every human eats. However, not every human seeks culinary novelties. Most of 

us prefer to not take risks, and would rather settle with the tempting reliability of 

comfort food, even if it gets boring.

That said, humans have an innate instinct to provide food for themselves and 

others; this can be one reason of success for food concepts where diners get 

to make decisions about their dish, while skipping the chore of preparing 

everything from scratch (e.g.  Korean BBQ, DIY salad bars etc.).

The Curious Cuisine concept builds upon this latent need of tweaking food to 

our tastes; it aims to elevate this experience towards creative self-expression. 

Therefore, the ideal users for this concept are people who are slightly bored of 

conventional ways of making meals at home (assuming they choose not to eat out 

USER 
APPROPRIATION
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every day), and occasionally have the time to turn dinner preparation into an 

event on its own. Despite the long-standing prophecies about the death of 

urban home cooking, there are no indications that this is happening any 

time soon: gastronomy skills have never been more respected and have 

never been in higher demand than they are today.

In the culinary world, artistic expression and human intuition are more 

valued than ever, because of their freedom from the rigidity of computation. 

Big Data, however, is changing what, when and how we eat. Predictive 

algorithms optimise supply chains, food delivery services, recipes and even 

restaurant suggestions. This concept aims to explore what is in between 

the two extremes: what value technology could add to the culinary industry, 

besides raw efficiency and optimisation. It assumes that once the science 

of flavour is fully cracked, and scientists have defined accurate models of 

flavour networks, we will not be experimenting with food in the same way as 

we do today. According to chef Corey Lee (In: Begle, 2014), “Food innovation 

in the next decade will be centered around understanding flavor—its 

composition, how we perceive it, ways to measure it, and even a new language 

to discuss it. (…) Cracking the code of flavor (…) will promote sustainability 

as we learn better how to rely solely on responsible and plentiful ingredients 

to produce great flavor, and also allow for the enjoyment of delicious food to 

be a more democratic experience.” This doesn’t mean that human choices 

based on gut-feeling will be obsolete. The concept is based on my vision of 

augmenting technology in the creative process without replacing humans; 

of using data respectfully towards the traditions, artistry and craft of making 

food. It hopes to inspire people with data-driven knowledge to come up with 

unseen — or rather, untasted — flavour combinations.

CREATIVITY 
AND DATA

The system’s tangible devices are designed with distinctive and discoverable 

affordances. To provide all necessary functionality for an enjoyable and 

meaningful flow, the depth of interaction was extended from simple 

gestural to more complex conversational interfaces. This means that users 

are expected to talk to objects: this paradigm closely resembles the way we 

interact with artificial intelligence, even though this system is not designed 

to integrate a fully functional AI based on reinforcement learning. In the 

process of user testing, it became clear that a conversational interface might 

lead the user to mistake the system for a multi-functional cognitive system: 

INTERACTION 
MODALITIES
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The entire functionality of the system (gestural input, visual feedback, 

conversational interface, access to cloud-based data) could potentially be 

packaged in a full digital form as a piece of software or application for a personal 

device: this solution might be a way to lower the cost of the product, if the goal 

was to market it. The concept, however, is designed to make use of tangible 

computing, instead. This decision is motivated by the vision that if a piece of 

technology can truly have added value, it doesn’t have to be confined to pixels 

only. As computational complexity increases, rather than hiding its presence and 

functionality, it can be embodied in the physical world, where humans feel most 

at home. In the specific case of cooking and eating, physicality becomes even 

more crucial; my goal was to prove that data-driven technologies don’t have to be 

separated and disjointed from the context of use.

DIGITAL VS. 
P H Y S I C A L 
MANIFESTATION

The project title Food for Tomorrow hints at my goal to explore an alternative 

present or a near-future scenario for our food culture. How does the concept 

Curious Cuisine fit into a larger vision on near-future food systems? During 

the primary research interviews it became apparent that food experts and 

enthusiasts are on the opinion that the way we source our ingredients today 

needs to be radically different. An interesting pattern that emerged in the 

discussion was localisation and specialisation. These trends already have a 

recogni-sable footprint in the high-end and premium categories; for them to 

become widespread and affordable for all, a complete ecosystem overhaul is 

necessary. If that happens, even without going far out in future, we will see an 

intricate network of small local food suppliers with their own specialty (farmers, 

small-batch meat producers etc.); this is very similar to pre-industrial-era food 

systems. To extrapolate this towards a post-industrial ecosystem, the hyperlocal 

and micro-level food production (desktop 3D printing, at-home greenhouses, 

vertical gardens etc.) can bring even more refinement to food culture. This 

is where I see the Curious Cuisine system source — or even customise — the 

necessary ingredients, including the supplied taste compounds.

FUTURE FOOD 
SYSTEMS

a computational polymath. In order to clearly communicate the limitations of 

the system’s intelligence, the devices have a discrete task division, and a specific 

tone of voice designed to suggest that their know-how is not entirely human-like. 

These ‘experts’ provide rich data and inspire with randomisation, but the skill of 

creative synthesis is still the human user’s role in this interplay.
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REFLECTION
My greatest challenge as a designer has been dealing with the ambiguity of 

this broad exploratory process. My brief was not written as a clear problem 

statement; I was looking for new opportunities for interaction design to 

solve. Albeit the many fuzzy problems that burden our food industry today, 

I deliberately took a detour to research other issues yet unknown. In this 

quest, a key exercise was to get the tone of voice right – to create something 

positive and aspirational, yet thoughtful, rather than paint an unsightly 

food future. Why was this important? I believe that design can and should 

motivate people for the better but not through deterrent persuasion. Hence 

I preferred to lure (instead of scare) people back to crafts through  techology.

My stance on introducing technology in the food domain was most 

challenged during the ideation phase. How far should I push new tech into 

an ancient industry? How controversial need my design be to make a point? 

Eventually, after many painful dead-end brainstorms on nano-food and the 

likes, I grew to embrace a standpoint where high-tech must integrate with 

the traditional craft of eating and cooking, in order for both to survive, or 

even better, to achieve symbiosys.

A designer might work individually but never alone. It is an essential skill 

(and a major time-sucker) to keep finding others for their know-how and 

feedback. What made collaboration harder beyond what I expected? The 

perceived responsibility for others’ values in my process: whether it’s 

interviewees or advisors,  to what extent need I be respectful towards their 

vision on the future of food? This dilemma gave me some headache, but 

with it came a bit of maturity. Behind every design decision lies a worldview 

that is truly mine, inspired by all collaborators, without strictly sticking to 

their opinion. I hope they would still stand by what I ended up with.
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