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I’m a designer bridging six years of physical product craft with user experience, interaction design, 
accessibility, and AI-assisted workflows.



Award/Recognition:
1st Prize, Graduation Awards 2025 by KHMW (Royal Dutch Society for Sciences), Netherlands
Healthcare Innovation in Underserved Community Category
For scalable design solution, and validated impact on blind users’ independence.

Client: Envision Technologies BV, Rotterdam (Netherlands)

SenseScape
A voice first and AI based Indoor Navigation for People who are Blind or have Low Vision (PBLV)
Individual Project: Master Thesis Project, MSc Design for Interaction, TUDelft (Netherlands), 20 Weeks
Supervisors: Stella Boess (Chair), Ianus Keller (Mentor), Ferkan Metin (Client Mentor)

/Brief01



//Research: Interview + Shadow Mapping (& More)

(Based on Value Vs Complexity mapping for 19 Issues Identified)

Identified Focus Area: Indoor Navigation

I always have to wait for someone else going in the same 
direction as the coffee machine so that I can ask them and go 
along and they can touch the coffee for me.  I don’t mind. But 
wait, why should I have to wait for someone for such small 
tasks?
(Quote from user interview)

“

I always wear an earphone while using my laptop as I have 
to hear and work to know what is happening on the screen. 
If I don’t use earphones, it might be a disturbance to others. 
Once I removed my earphone 3 minutes before our meeting, 
so that I could walk to the meeting room with others who are 
also in the same meeting. But I realized they had already left 
for the meeting. I was really clueless how to go.
(Quote from user interview)

“

I don’t use the touch interface on my Smart Glasses. When I 
am out, it’s just too cold to take my hands out of the gloves. I 
would prefer if it could work directly with the voice. 
(Quote from Test Participant)

“

My dog can help with navigation but can’t read names or 
signages. I think AI can help with that.” 
(Quote from Test Participant)

References helps in the wayfinding

Improvised approach works well

Strong natural sensory awareness

Friction sometimes, in existing methods

“



Testing Capabilities of Existing Video 
and Photo Models of AI (May 2025)

Testing prompting with AI models 
To identify suitable details to mention or avoid, example, 

yes for sounds/textures etc, 
and maybe no for painting on the wall 

Multiple User Tests using ‘Wizard of Oz’ Prototypes to 
identify right interaction approach relying less on visual 

and more on other senses
(In the image, testing navigating within a coffee machine) 

//Process/Approach

Server Room, or Printer sounds etc

Smell of Coffee

Open Areas - More Bright or with 
wind

Floor textures - Carpet, Wooden etc

Adding Sensory Cues for each location along 
with pictures

User test when AI also has picture of each turns or locations on 
the floor



//Interaction flow + Developing working app using Claude Code
User Interaction Flow

Adding a location (by sighted building staff)
Developing MVP Test App using AI

(Terminal + Claude Code + Supabase + XCode)

//Figma Design/Prototypes



Recognition:
Finalist, Impact Contest by Yes!Delft (Incubator in TUDelft), Netherlands, 2025
Ideation Category
 
Also published in IP Magazine, KB Lab and zenodo.org

Client: KB National Library, The Hague (Netherlands)

Interactive Image Desriptions
An AI-supported interactive image-description experience in ebooks for readers who are blind and have low-vision
Individual Project: Internship Project, MSc Design for Interaction, TUDelft (Netherlands), 10 Weeks
Supervisors: Ted van der Togt (KB), Jeff Love (TUDelft)

/Brief

Enable an enjoyable and effortless reading experience for readers who are blind 
or have low-vision by making image descriptions in digital and audio books more 
personalised, engaging, and easy to access without breaking the flow of reading.
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/Research: Interview + Generative Session Insights: Qualitative Insights

Current Reading Experiences

Making custom GPT 
that understands what is 

important in an image and 
describes in less than 30 

words, and answers further 
questions (if asked)

/Prototype and Testing

Description refers to 
image but lacks details or 

connects to other sections.

Human biases 
misinterpretations affect 

understanding.

Text in images is inaccessible 
or hard to interpret. Images 
often seem non-existent for 

screen-readers.

AI sometimes misinterpretes 
or looses what is important to 

describe

Missing context in 
descriptions creates 

challenges

Tabular data and pie charts 
are hard to comprehend for 

accessibility users

AI assistance is helpful but 
should integrate seamlessly 

into the reading flow.

Quick descriptions are often 
sought from other people for 

clarity than AI/tech.

When the screenreader goes to the image, the 
user’s small wearable (like a ring) gives a gentle 

vibration. Interacting further on reader’s free will.

Checking the interaction experience using 
microcontroller and vibration motor/actuator 
attached to a foam (the foam acts as the ring)



/Concept Development



Client: Cities of Things Foundation, Netherlands (https://citiesofthings.nl)

/Speculative Project 

City of Bots is a speculative interactive experience design exploring how 
autonomous robots might become part of everyday neighbourhood life. Built 
as a physical diorama with camera-based interaction, the project invited visitors 
to look inside a miniature city and reflect on the social, ethical, and experiential 
questions raised by robots in public spaces.

City of Bots
Interactive Experience Design for a future world where robots are as common as people in soceity
Group Project: Interactive Technology Design, MSc Design for Interaction, TUDelft (Netherlands), 10 Weeks
Supervisors: Dave Murray-Rust; Mahan Mehrvarz; Phil van Allen (Coach) 03



City of Bots is an interactive miniature city that invites people 
to question how autonomous robots might shape everyday 
neighbourhood life. 

Using a control panel, visitors navigate a ground-level camera through 
the diorama and encounter scenes of residents interacting with robots. 

Each scene raises a critical question about the social role of robots in 
future urban environments.

/What



/Why

After navigating the street through 
the camera, visitors step behind the 
curtain to view the diorama directly. 
This reveals the full miniature 
neighbourhood, hidden details, 
and interior house scenes that add 
context to the robot interactions 
seen earlier — encouraging visitors 
to reconsider their first impressions.

Through scenes about privacy, social connection, accountability, 
vandalism, and public space, the diorama raises open questions rather 

than giving fixed answers. The goal was to spark curiosity, discussion, 
and critical thinking about the future role of robots in society.

City of Bots invites reflection on how robots and AI may 
shape everyday public life.

/What



/HowCity of Bots combined a physical diorama with a 
camera-based interaction system.

To let visitors “drive through” the miniature 
neighbourhood, we mounted a small camera 
on a linear actuator. A servomotor allowed the 
camera to rotate, while two buttons moved it 
forwards and backwards.

These controls were built into a physical control panel using a potentiometer and buttons 
connected to ItsyBitsy microcontrollers. This allowed visitors to explore the street from ground 

level, as if they were inside the scene.



Client: Sunrise Medical (Netherlands)

Redesigning Flip Over Joy Stick Module
Redesigning joy stick module which flips down when not needed to make the table flat 
Group Project: Usability and User Experience Assessment and Design, MSc Design for Interaction, TUDelft, 10 Weeks
Supervisors: Arnold Vermeeren, Dajung Kim

/Brief

Redesign of flip-over joystick module of an electric wheelchair to improve usability, 
ergonomics, and safety for users with diverse motor and cognitive abilities.
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FLOW CHARTASSESSING CURRENT USER EXPERIENCE

Primary Focus Areas

START

END

(Key Activities based on the detailed flow chart in Phase 1)

Prepare wheelchair for the 
activity

Is the table set correctly? Is JSM facing right side?
Is seating position comfortable for the intended activity? Is seat 
height suitable? Is the back angle right?
Are users able to easily recognize how to make any adjustments they 
need to make using the Joystick Module?

Is speed setting correct? Can the user clearly understand the available function and 
how to make the adjustments as they need to do during the activity?

1. Get on Wheelchair

2. Prepare wheelchair for 
Departure

3. Drive

5. Get off Wheelchair

4. Park

Yes No

Does next activity need 
wheelchair? Adjust Seat Settings 

Adjust Speed Settings

Button (Symbol + Organization)

Joystick Module Flipping









PROTOTYPE DEVELOPMENT

Flipping - Initial Prototype using 
potentiometer to check the code

Flipping - Revised Prototype using foam board, buttons and touch 
sensor. Code re-written to final code.

Prototype with actual size buttons and 3D printed joystick

1:1 Scale print to have to correct dimensions for the prototype 
and user test.

EVALUATION

Camera to Record 
Overall Space Camera to Record Interaction 

with the module and screen

Video with Instructions

Observer, Note and In-
terviewer 

Video Controller
(Wizard of Oz)





Pranav Prasun
 Website | LinkedIn

https://www.linkedin.com/in/pranavprasun/



