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IoT projects in the Smart City
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Tilde Bekker, Yaliang Chuang, & Mathias Funk
Department of Industrial Design
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Introduction
The Internet of Things is usually designed, implemented
and deployed in industrial segments, domestic habitats, 
and other clearly defined contexts for clearly identified
users. The Smart City is a context that rivals all above in 
terms of diversity and requirements for ad-hoc usability, 
playfulness, and meaningful applications. This poster 
shows the outcomes of designing and building new IoT
products for the CityBeacon platform in the context of a 
TU/e course on Design Thinking and user-centred design.

Challenges
Furthermore, IoT applications targeting the city
have to adhere to special, often constrained
platforms, realize location-based added value
and respect privacy. Multi-disciplinary student 
design teams working in the TU/e 
InnovationSpace had to successfully find a 
balance between user needs, ubiquitous
connectedness and the means afforded by the
CityBeacon platform.

Hotspot is a route planner developed for Citybeacon. 
Users can plan a route for the event (e.g., Dutch Design 
Week) by selecting their interests. The system will then show 
the recommended planning based on data of crowdedness 
and popularity. Those two are the essential criteria most 
visitors concerned and wished for better crowd management 
and more explicit direction guidance for having pleasant 
experiences. 

Beacon War is a real-time social game for 
connecting people on the street. When the 
audience analytics sensor detected a user 
approaching, it would prompt “Hey you, do you 
want to play a game?’ to invite him/her to play 
with other users at a different location. In the 
game, players need to stretch their body to 
mimic the pose.  The best one will earn virtual 
coins and redeem them in the visitor center.

SafetyBeacon shows the situations that are happening in the city center, 
such as disappearance, a burglary, or something that was stolen. People can 
post these situations for help, and the beacon could acknowledge the passed-
by passengers to check and react to the events. Together with the prominent 
display on the top, Citybeacon could help the residents build bonding 
communities and make Eindhoven a safe & happy place for living.

Conclusions
This selection of projects (3 out of 14) in a course with over 50 students shows how existing real-life platforms can be enriched
with novel applications that result from an in-the-field investigation of user groups and their needs, a thorough understanding of a 
platform such as CityBeacon and its capabilities, and finally a designerly attitude towards connectivity. This course is one of the
first university-wide courses that applies both IoT and 21st century skills in ways that demonstrate relevance to society.

In the following, we present a selection of three projects that 
were designed and implemented as prototypes:


