
   
 

   
 

Statement of Objectives 

I am a researcher, architect, and interaction designer writing to apply for graduate studies 
at the Tangible Media, Social Machines, and Poetic Justice groups at the MIT Media Lab. My 
goal is to promote the personal empowerment of users by increasing the transparency of 
data collection. 

Background 

I was always interested in human centered design and in the relationship between design 
and the human body. Therefore, I majored in fine arts and biology in high school (2007, 
High honors). Following my graduation at the age of eighteen, I enrolled in the military and 
spent my obligatory two year period of service as an intelligence researcher in an elite 
research unit of the Israeli Military Intelligence Directorate (2008-2010). As part of my role, I 
wrote qualitative analytical documents based on top secret intelligence for policy makers. 
In the military, I encountered firsthand the consequences of unregulated institutional 
power holding surveillance technologies, which shaped my political views as an adult.  

Following my military service, I completed a Bachelor of Architecture degree from Tel Aviv 
University (2016, Magna cum laude) with the goal of employing architecture as a tool to 
rethink social structures through spatial design. During my studies, I worked for close to 
three years for Oded Eavri Architects - a small architecture firm in Tel Aviv, where I 
conducted research for historic building conservation and was involved in the design of 
their extensions (2013-2016). I was fascinated with the conservation process. The historic 
buildings we conserved were microcosms that mirrored politics, economics and cultures of 
specific populations, periods of time and various places, and we made it a point to convey 
their rich histories through their physicality. Through my bachelor’s thesis, I chose to 
research the city of Acre, Israel. Acre is one of the oldest cities in the world, and is a Jewish-
Arab mixed city which is politically complex and historically rich. I focused on the urban 
fabric and unique social scenario in Acre. I used Michel Foucault’s concept of disciplinary 
mechanismsi to study how political power shaped the city, and how it caused a reality of 
segregation and financial deprivation since the establishment of the state of Israel in 1948. 
I proposed a network of urban farming as an intervention based on my time volunteering 
in organic farms in Italy, and my own daily miniature urban farming practices.  

After completing my bachelor’s degree, I enrolled in a master’s degree at the Bartlett 
School of Architecture in University College London (September 2016). I conducted my 
research at the Interactive Architecture Lab, focusing on human-machine interaction in 
architecture. During my master’s, I developed skills in computer programming (C#, Java, 
Arduino), and physical computation of interactive installations and parametric design. My 
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master's thesis ‘Aposema’ was a speculative wearable device that read facial expressions, 
analyzed emotional states and represented them through soft robotic encrypted patterns 
and an augmented reality digital overlay. My written thesis (distinction) focused on the 
influence of face perception on the construction of social identity based on cyborg theories, 
the history of mask making, and neuropsychology research on face perception. Since 
graduation, a short paper (p. 243) about my master’s thesis was published in the 
proceedings of the DESFORM 2019 conference hosted by MIT Design Lab, and was chosen 
for the cover of the proceedings. Aposema was also presented in several other 
international conferences and was featured on multiple blogs and websites 
including TechCrunch, Digital Trends, and Harvard Soft Robotics Toolkit. I am also one of 14 
authors contributing to a chapter in a book about soft robotics in architecture edited by 
Frank Melendez, a City College of New York faculty member.  

After graduation, I took part in a six month concept design and artistic research internship 
at Superflex - a world renowned anti-corporate artist collective in Copenhagen focusing on 
multidisciplinary design aimed at social critique. At Superflex, I directed the studio’s 
technical operation that included 3D scanning, computer modeling, 3D printing prototypes 
and virtual reality visualization. Following this, I relocated to San Francisco where I have 
been working as an architectural designer for over a year. I am currently working on 
construction documents for the interior of new Google complex’s in Mountain View, CA. 
The designs of these workspaces were informed by methodological research in an attempt 
to define the optimal interactive and flexible work environment for each employee 
architype in order to maximize production. This project provides me with exposure to the 
information-based design process of the built environment which is likely to spread from 
tech campuses to other realms of the built environment.   

In addition to my role as an architectural designer, I have been hired to teach a course 
entitled “Game Space: Making” in the undergraduate architecture department of the 
California College of Arts for this coming spring semester. As part of the class, students 
from architecture, interaction design and animation departments will gain experience in 
applying the advantages of game engines (Unity) in combination with 3D modeling (Rhino) 
for creating interactive virtual reality experiences in architectural environments. In addition, 
together with the founders of ‘The Midway’ and ‘Public Works SF,’ I am currently involved 
with founding an event and work space for local new-media artists and designers, located 
in the industrial area of Dogpatch, San Francisco. The space is currently open for 
underground events while we go through the design and permitting process.  
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Due to the recent integration of digital products in most aspects of life, one of the burning 
questions of our time regards the future of surveillance through communication and 
information technologies. Through digital products, technology companies collect user 
data for the purposes of improving their products, increasing sales and maximizing 
shareholders value. Surveillance mechanisms, when operated on a large scale on a large 
number of users, produce the most valuable commodity of our time - information, the 
‘food’ of machine learning and the key to the automation and optimization of these 
products and services. These surveillance mechanisms are usually designed and 
engineered to be hidden from the user’s sensory perception. Unperceived, surveillance 
mechanisms are having profound impacts on social structures, shaping user 
behavior, psychology and cognition. As part of my research, I would like to explore how 
design can be used to promote the social and psychological wellbeing of users. 

Digital products exist materially, and through that materiality they surveil their users. They 
are embodied within physical objects: personal computers, smartphones, wearable 
devices, automated vehicles, smart home systems and virtual assistants. The essence of 
these products, their ‘smartness’, involves their inherent quality of responding, which 
requires an ability to surveil. They track location, activities, biodata, tones and facial 
expressions in addition to verbal content. They analyze that information, and the more 
information they have, the more precise they become at predicting a user’s behavior. I am 
interested in exploring the role of physical human-machine interaction in a digitalized 
world. What defines the relationships between human bodies, digital products and the 
interfaces between them? Could these interfaces be redesigned to be more transparent 
about the consumerist agendas they serve? How can users be given authorship and agency 
of their behaviors? Shoshana Zuboff claims that systems are designed to intervene in the 
state of play and modify behavior, shaping it toward desired commercial outcomes. She 
mentions emotional contagion and ‘Pokemon Go’ as examples.ii I would like to challenge 
Zuboff’s claims by offering an alternate way of perceiving data collection.   

At Media Lab, I would like to explore how the transparency of information and 
communication technologies can be used to promote social change through user 
awareness, human centered, tangible, and sensory perceivable physical interfaces 
that bridge the digital and the physical. I believe that tracking and visualizing practices 
of data collection will promote awareness and play an important role for the process of 
users gaining control over the distribution and use of their personal data. This is a 
departure point for investigation that leans on the combination of my interests from my 
master’s and bachelor’s degrees’ research, as well as my work experiences. More than a 
fascinating topic, I believe that the contemporary reshaping of social order by information 



   
 

   
 

and communication technologies is one of the most burning issues of our time. Promoting 
transparency for positive social impact at this time of paradigmatic shift is of utmost 
importance in my view, as a new political status quo is currently being defined. 

After having visited the Media Lab, hearing from past and current researchers, and getting 
acquainted with current research projects, I believe that the Media Lab, with its inspiring 
professors and researchers, multidisciplinary body of knowledge, unparalleled resources 
and its vision driven approach to design will be the best place for me to develop my 
academic career. At the Lab, I hope to engage in promoting social change by raising 
awareness to digital surveillance, data ownership, and privacy issues by embodying 
visualizations of data collection into physical interfaces. The Tangible Media, Social 
Machines, and Poetic Justice groups are the most aligned with my interests. I am 
particularly excited about the opportunities to collaborate with researchers from different 
backgrounds while contributing my experience with spatial and interaction design to 
develop meaningful, hands-on, and innovative designs that inspire and impact academic 
research and consumer products. I am excited about the prospects of pursuing my 
research at the Media Lab and certainly believe that it will provide me the environment 
needed to pursue my interests. 
 
Thank you for taking the time to consider my application.  

Sincerely, 

Adi Meyer 

adimeyero@gmail.com 

Online Portfolio: https://www.adimeyer.com/ 

  

i Foucault, Michel. Discipline and punish: The birth of the prison. Vintage, 2012. 
ii Zuboff, Shoshana. The age of surveillance capitalism: The fight for a human future at the new frontier of power. 
Profile Books, 2019. 
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