
HABlab  

Everybody has their own idea of what 
a ‘Home’ means to them but what hap-
pens when a home does not follow the 
stereotype of making you feel safe and 
secure? This is the question our HABlab 
answers. 

The HABlab accomplishes this by por-
traying a different kind of home that 
initially looks ordinary in layout and con-
tent but has a dark and sinister under-
tone towards it created by the ambience. 
The HABlab intentionally focuses on a 
single recognisable room in a house so 
that if somebody looks at it for the first 
time they feel familiar with the space. 
This is done through the use of objects 
and content that relates to a typical idea 
of home.\
The layout for the HABlab has two tones 
that consist in the space. The first notice-
able tone is created with a familiar cor-
ner of domestic sanctuary using the cosy 
fireplace to make people feel comfort-
able and safe. Whereas the other con-
flicting tone is one of uneasiness created 
from the unknown area under the stairs 
along with the rest of the surroundings.
The scarce use of colour adds to the 
overall feeling of unknown as objects 
and content blend in with the rest of 
their surroundings. In addition to the 
feeling of unknown, everything blending 
in together creates a sense of on edge. 
This is because your perception of how 
close everything is in relation to you or 
other objects is skewed.
This sense of unknown is built on by 
the dark cupboard under the stairs. This 
object is intentionally designed to look 
irregular in form so that people feel un-
comfortable looking at it and are curious 
as to what it is.
The HABlab is partially enclosed as it 
adds to the experience of unease by 
causing an overwhelming feeling of be-
ing trapped in a place you do not want 
to be in. It also adds to the 

One of our biggest research influences 
was old horror movies like The Shin-
ning and Nosferatu. Classic movies like 
these create an atmosphere of tension 
and suspense using various techniques 
that we wanted to incorporate into our 
HABlab. A good example of these tech-
niques is our use of ambient background 
sound to incorporate sound into our 
HABlab. 
Another major influence for the HABlab 
was the The Lost House from The Secret 
Life of Buildings. This gave us a great 
insight into how a dark space can cause 
a home to have a different atmosphere 
than we expect it to. 
As for objects in the HABlab, the winding 
stairs were influenced by Mieker Meijer 
work because they are reminiscent of 
spider webs.
Our chair was heavily influenced by 
Damien Hirst - Mother and Child (Divid-
ed) exhibition as we liked the look of an 
object cut in half. However, we decided 
to use juxtaposition to make the chair 
smaller and give it a Frankenstein feel.
The chandelier is an object that was 
heavily influenced by the work of Ingo 
Maurer. As we found that his use of 
found objects gave off a sense of creativ-
ity that we wanted to emulate.

The creative process begun by every-
body sitting around a plain A3 sheet of 
paper and brainstorming some ideas 
we thought would be cool to include in 
our HABlab. After coming up with the 
theme of ‘Scary Cosy’ we decided to each 
sketch out individual concepts and ide-
as we wanted to include in the HABlab. 
It took us a while to get started on the 
actual HABlab because we want to re-
fine the concepts and make sure they all 
meshed together. This was accomplished 
by constantly iterating the 1:5 scale 
model throughout the entire creation 
process of the HABlab. As our group was 
the smallest in size decision making was 
easy and straight forward throughout 
the process.

SOCIAL DIGITAL

AN EXPERIMENTAL ENVIRONMENT FOR INTERACTIONS, OBJECTS & RITUALS 

Ben Akkari - AO Poster - Interaction
Rose Kendall - Video - Interior
Erin Shankland - CAD - Product
Ciara Devlin - Workshop - Product

HABlab  describes an experimental environment for interactions, objects and rituals. Teams have explored ide-
as through an installation structure in response to a human habitat for a place of PLAY...WORK or HOME. Teams 
include students from 1st Year BSc Digital Interaction, BSc Product and BDes Interior & Environmental Design at 
DUNCAN OF JORDANSTONE COLLEGE OF ART & DESIGN at the University of Dundee. Module Leader Andy Milli-
gan and Aymeric Renoud [Designer in Residence] and Andrea Alessandrini [Interaction].
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2  Damien Hirst - http://www.damienhirst.com/

3  Scary House - https://s-media-cache-ak0.pinimg.com/
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5   The Shinning - http://www.imdb.com/title/tt0081505/

6  Nosferatu - https://nmtpas.org/current-season/subscrip-
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7  The Lost House - http://www.adjaye.com/

8  Ingo Maurer - http://www.upcycledzine.com/wp-con-
tent/uploads/2015/09/Ingo_Maurer_Porca_Miseria_05.jpg

1 2 3

8

4 5 6

7


