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ABSTRACT

An airport is one of the largest and most complex systems in modern society. Observational
field studies have been conducted to investigate passenger experiences in, and interactions
within, an international airport. Based on these studies, this paper discusses how activities
mediate people’s experiences in the airport. For example, moving through the security
screening process is discussed from both passenger and staff perspectives. The applied
coding scheme ensured research rigor. The findings illustrate that passenger activities are
complex and shared, and only partially supported by current terminal design. Thus, this
research has the potential to impact on airport design to facilitate passenger flow through
airport precincts.
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ABSTRACT

In continued efforts to provide users with fuller experiences, one major trend is the blending
of products and services. From extensive critical literature study with relevant cases,
broadly, two major approaches seem to exist in this area: 1. PS (Product-to-Service), 2.
SP (Service-to-Product). The former generally indicates adding more services to existing
products, whereas the latter generally refers to making services tangible and/or visible in the
form of a product. However, one important deficiency in dealing with service issues around
the product was found: the ‘integration’ between the actual product design and service
elements for supporting a new service-product system. That is the rationale behind this
research, an attempt to investigate the possibility for the integration of product design and
service factors which can be embedded in the design of the product itself in a new service-
product system.

This research attempts to identify the relationship between service and product in two
different approaches, viz. PS (Product-to-Service) and SP (Service-to-Product). Furthermore,
it aims to establish the role of design in the integration of service and product, and to
suggest the Design-led Service-Product (DLSP) model as guidance for a new service-
product system development.

From the five critical case studies on public bike rental systems, this research identified
various features consisting of the service-product system and the role of design regarding
each feature to support the DLSP model. The DLSP model refers to the integration of a core
service and specially developed products for the system. In DLSP, design is an essential
tool rather than a promotional or supplemental element. Therefore, it can be utilized as a
basis of a new service-product system development process.
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ABSTRACT

Healthcare services are continuously redesigned to meet a range of complex quality
requirements: patient safety; patient experience; efficiency; and clinical effectiveness.
People across various disciplines, including operations researchers; systems engineers;
ergonomists; and clinicians, use different information sources and methods to design a
service to meet different quality requirements. Unlike product design processes where
tradeoffs between different design requirements are managed and design activities across
disciplines are integrated, healthcare service design activities are very often carried out
separately to meet disparate quality requirements.

As a first step towards integrating healthcare service design activities, this study classified
and compared various methods applied to improve healthcare quality and safety by
systematically reviewing published literature. A dozen representative methods were
compared in terms of information sources, main purposes and application areas. Five
different information sources were identified, including people’s behaviour, people’s opinion,
medical records, complaint/incident reports and literature. The objective of this paper is to
present these methods and discusses how to make the most of them to move towards a
more integrated approach to healthcare service design.
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ABSTRACT

In discussing design research, we often run into confusions, because all the terms we
employ, such as ‘user’, ‘designer’, ‘research’, carry many implicit meanings. In abstract
reasoning, this leads to mismatches between participants in the discussion. In the area of
design tools, ‘designers’ are the ‘users’ of the tools (‘design’ and ‘evaluate’). The confusions
are similar to the ones that burden the current development of participatory design
techniques and co-creation, where —to a greater or lesser degree- design tools and design
responsibilities are given to or shared with end-users of envisaged products or services.
This paper presents a visual scheme meant to help structure the discussion and thinking
about the meaning of and relations between design, research, and use. The scheme
distinguishes levels of activity in which we find ourselves in different roles: consumers of
everyday products, designers of consumer products, tool developers who make design
tools, methodologists who devise research/development strategies, and sometimes
philosophers considering basic issues such as the hierarchy just described. It helps locate
and ‘point out’ a number of key discussion points of current design (research) theory, such
as designing for users who are different from the designer, reflective practice, as advocated
by Schon, working up users as experts in participatory design. It also helps to clarify how
design, research, and use take place at each of these levels. A main conclusion from this,
and a recommendation for further discussion of design (research) methodology, is that the
terms ‘user’ and ‘designer’ only make sense if explicitly related to the product that is used
by the former party and designed by the latter, and that this relation should be made explicit
when the terms are used.
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ABSTRACT

The paper presents that it would be useful for Design Research to be able to discuss about
artifacts at a more general and abstract level than the concrete artifacts themselves and
suggests that the concepts of mediation and re-mediation might serve such purpose. Based
on Krippendorff it is suggested that any artifact carries at least three mediated relationships
at the same time, and this is illustrated with an example. The existence and nature of the
three relationships is then grounded and explained by the means of cultural-historical
activity theory (CHAT). In conclusions the usefulness of the defined concepts of mediation
and re-mediatiion is further discussed.
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ABSTRACT

Over the past six decades designers and manufacturing companies have been increasingly
open to user-centred approaches that define product designs based on what people need.
They realize that it is the only way to satisfy these needs and to give added value to their
design. Meanwhile recent studies note that designers are key cultural intermediates and
must embody cultural values in the products they design.

Research methods have been more and more derived from and shared with social science
approaches, one of which is ethnography. The appeal of ethnography to design follows from
the recognition by designers that the development of technologies increasingly relies upon
an appreciation of the social circumstances in which systems are deployed and used. It
allows seeing patterns of behaviour in a real world context, patterns that we can understand
both rationally and intuitively. A second development is that people as users or consumers
have been given more influence in the design process. In this design participation they
participate in the informing, ideating, and conceptualizing activities in the early design
phases. This study investigates what can be done in terms of coffin design to provide;
desirable, affordable, responsible, respectful and dignified coffins within the informal market
sector. Botswana was used for this Case Study. The aim of the study is to find a balance
between financial, cultural and emotional needs with respect to coffin design in Botswana.

205



From Design
Research to
Theory:

Evidence of
Maturing Field

KEY WORDS

design research, design theory,
research on design, research for
design, research through design

Jodi Forlizzi Erik Stolterman John Zimmerman

Human-Computer Interaction Institute HCI/D, Indiana University, Human-Computer Interaction

and School of Design, Carnegie Mellon ~ Bloomington / estolter@ Institute and School of Design,

University / forlizzi@cs.cmu.edu indiana.edu Carnegie Mellon University / johnz@
cs.cmu.edu

ABSTRACT

As a discipline evolves, research practices mature and begin to define the field they support.
The field of design is currently undergoing this type of evolution. Design researchers are
undertaking new forms of research, articulating methods and processes, and in some
cases, building new theories of and about design.

In this paper, we attempt to characterize the maturation of the field of design by
understanding theoretical contributions of design research through interviews with
design researchers. Our goal is to better understand types of design research in design
researchers’ native terms, to understand how design research supports problem framing
and the selection of research methods, and to understand if and how the outcomes of
design research activities lead to theory construction. Through synthesis and analysis of
interviews, we characterize three types of design research: research on design, research for
design, and research through design.

Our goal in creating these classifications of design research is to move the field forward,
and better clarify the relationship between the different types of design research and the
relationship between design research and design practice. A deeper understanding of
existing and recognized types of design research and their application is an important step
in the further refinement and development of design research and particularly design theory.
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ABSTRACT

This paper outlines an innovation-focused design research collaboration that connects
New Zealand design and manufacturing industry with advanced design thinking about
design for desirability, a research area pursued at AFFECT - the Centre for Affective Design
Research at Massey University in Wellington (NZ). Nowadays, it’s all about offering products
that are desirable; products need to appeal to their users on emotional, social and intuitive
levels. Function and usability are still important issues of product design, but unless the
product is instantly and as well as continuously appealing, chances for success are slim.
Academic design researchers and five New Zealand companies have collaborated in a
governmentally funded “Growth Innovation Pilot Initiative” scheme, that aims to foster
design for desirability thinking and capabilities by means of knowledge sharing and
enterprise training in the form of design projects and workshops. Within this collaboration,
Master of Design (MDes) projects were conducted that created visionary product concepts
for animal farm management and radio communication utilizing the perceptual product
experience framework [1]. This paper describes the process of this project, highlighting the
initial interviews with the companies, the collaborative knowledge sharing and enterprise
training workshops, and the two MDes projects that aimed to foster and advance design for
desirability thinking together with the companies. The described project provides a novel
collaborative model between industry and academia that challenges advanced thinking
and implementation of design for desirability in small- and medium-sized (SME) companies
with the aim of improving international competitiveness of their products. Such companies
often lack the knowledge and resources to devise strategies and adopt operational ways
of working with desirability focussed design conceptualisation programmes that require
a holistic understanding of the users, which can be provided through academic design
research collaborations.
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ABSTRACT

Industrial design typically interacts with diverse organizations ranging from local companies
to government agencies, as well as various and distinct disciplines such as engineering,
business, sociology, and psychology. In educational environments, such collaboration can
serve as an excellent pedagogical tool and a structure for maintaining the relevance (and
future viability) of industrial design programs in large research universities.

This paper begins with a brief definition of design collaboration. It will then discusses the
mutual benefits for the disciplines involved, the nature of their relationships, opportunities
for education and research, and the difficulties faced as well. In addition, this paper will
also show how these collaborations within a university structure can be a significant tool
in the generation of socially conscious and innovative ideas as well as great learning
environments.

Collaborative design will be described by the attention devoted to various case studies, in
which the author is involved as well. Special attention will be devoted to these case studies
for they are a part of an ongoing relationship between industrial design and mechanical
engineering on a major university campus along with a local company and U.S. government
agency. This paper will also demonstrate how expertise in a wide range of disciplines
is necessary when developing products and provide broader implications for anyone
interested in leveraging collaboration to spark new forms of education and faculty research
in industrial design.
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ABSTRACT

This paper lays out a concept of education-based research—the production of research
knowledge within the framework of tertiary design education—as an integration of problem-
based learning and research-based education. This leads to a critique of reflective practice
as the primary way to facilitate learning at this level, a discussion of the nature of design
problems in the instrumentalist tradition, and some suggestions as to how design studies
curricula may facilitate education-based research.

University-
Industry
Collaboration
in Design
Fields:

Management to
Promote Reflective
Practice by
Students

KEY WORDS

University-Industry collaboration
in design fields, Management,
Reflective Practice

Yosuke Kanno

Tohoku University, Graduate School of
Economics and Management / Japan /
yohsuke@amber.plala.or.jp

ABSTRACT

In recent years, there has been a rise in university-industry collaborations in design fields
across Japan. Normally, company designers and students have different background
knowledge about design and thus their designs also have diverging characteristics. Although
this heterogeneity is important in formulating a creative design, it leads to incompatibility in
the collaboration process. Therefore, in order to create good performances, management
of the collaboration process is necessary to deal with these problems. Through extensive
analysis of successful cases of collaboration in Japan, my research indicates that “reflective
practice” preformed by students is an important tool in dealing with incompatibility and
that management can encourage reflective practice and thus achieve a more desirable
collaboration process.
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ABSTRACT

Many older adults have difficulty using modern consumer products due to their complexity
both in terms of functionality and interface design. It has been observed that older people
also have more problems learning new systems. It was hypothesised that designing
technological products that are more intuitive for older people to use can solve this problem.
An intuitive interface allows a user’s to employ prior knowledge, thus minimizing the learning
needed for effective interaction. This paper discusses an experiment investigating the
effectiveness of redundancy in interface design. The primary objective of this experiment
was to find out if using more than one modality for a product’s interface improves the
speed and intuitiveness of interactions for older adults. Preliminary analysis showed strong
correlation between technology familiarity and time on tasks, but redundancy in interface
design improved speed and accuracy of use only for participants with moderate to high
technology familiarity.
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ABSTRACT

Cloud Computing, a phrase originally coined to represent telephony grids, is now used to
generically describe service systems based on distributed computing of some description.
In recent years Cloud Computing has gained substantial coverage, partially due to a flood
of web-based services and to the move from hardware innovation to network and software
innovation in some high tech industries. Although this situation has created the potential for
a number of new forms of work practice, social behavior and collaboration, it has also led to
a gap in working methodologies. Despite the fact that current research and popular practice
have reacted to this shift, the implications to the Design Industry and to designers’ practice
has not yet been carefully examined. Additionally, as the shift is still underway, there is
potential to make informed assessments relating to the expected outcome of this paradigm
in the coming decade.

This paper will discuss the experiences of the authors in their journey into existing Cloud
Compu-ting technologies and services. The paper will discuss specific case studies and
use archetypes of web-based services as a spring-board to speculate upon what design
projects, studios, and design education may look like in a Cloud Computing scenario. Of
particular interest is the discussion of how unexpected uses of tools and services would
lead to unexpected use-cases, effecting the eventual workflow in design. Finally, we discuss
some suggestions and interesting possibilities for the future of these technologies and tools
in addition to lightly reviewing the implications of Cloud Computing related hardware on
various aspects of design.

In conclusion, Cloud Computing and tools for its access have significant potential in
providing new design methods as well as new ways of teaching and practicing in the design
industry. This paper initiates discourse on this matter and shows evidence of related trends.
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ABSTRACT

Scholars and researchers are currently looking into the ways in which design thinking and
design methods serve the organisation in reorienting and changing itself around the needs
of the people they serve [1,2,3,4]. However, there are still few examples that allow us to gain
insights of how this works in practice.

This paper explores how design thinking can enable and contribute to the process of
change implementation throughout the organisation building on insights and lessons
learned from a recent project, in which design in the organisation was a core focus.
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ABSTRACT

Robust design ensures products have a strong performance under diverse conditions.
A previous study proposed a robust design method for diverse conditions, which allows
robustness to be measured in problems where the objective characteristics have non-
normal distributions, and in problems where the control factors have adjustable ranges. In
the latter problem, a user can set the value of the control factors, such as an adjustable
mechanism design, which strives to increase robustness. However, because increasing
the adjustable range or number of mechanisms increases production cost, adjustable
mechanism designs should be evaluated with respect to the trade-off between robustness
and production cost. Herein we propose a method employing a quality loss function, which
is the relationship between the quality and cost. In this method, the bi-objective optimization
problem of the robustness and cost is treated as a cost minimization problem. Furthermore,
we apply this method to an example of a public vehicle seat.
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ABSTRACT

Design representations are constructed by designers using design tools, from pencils to
interactive graphics tablets and rapid prototyping technologies. These tools are employed
to externalise, develop and communicate design intent during professional practice. With
an expanding inventory of media employed by the designer, this research provides a
framework for understanding the critical role design tools play during a period of practice,
and how that role is influenced by their idiosyncratic characteristics. The Framework
consists of two constructs. Firstly, a taxonomy categorises Design Tool Types within a
model of industrial design practice that progresses from concept to development and finally
detail design. Secondly, 5 Universal Design Tool Characteristics measure the character of
these Design Tool Types. In order to validate the Framework a survey of design practitioners
was conducted. Results suggest tools, used for a similar purpose during practice; concept,
development or detail design, share common characteristics and that the Framework is
valuable as an analytical approach to understanding the tacit effectiveness of design tools.
This understanding goes some way to make implicit relationships between design tools and
design practice explicit.
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ABSTRACT

"Sustainability" is apparently reflected in corporate management and product development.
Technology development and industrial revolution not only provide human beings luxury
living quality but also causes global environmental problems and natural resources crisis on
earth. Therefore, quite a few environmental protection policies in the world have been made.
"Reduce, reuse and recycle" definitely becomes a new life trend. Under this circumstance,
Product Service System (PSS) is a new way to satisfy the customers' needs by means of a
complete process in products and services. It can make resource usage become a closed
loop, thus reducing total product quantity and enhancing resource usage sufficiency. PSS
has a characteristic of lower environmental impacts. Therefore, the author incorporates the
concept of PSS into sustainable design strategy. This study first utilizes Analytic Network
Process (ANP) to analyze both service categories from PSS and ranking priority of life cycle
structure to be the foundation of sustainable design. Secondly, this study adopts Modified
Delphi(MD) method to inspect the sustainable design factors considered for the application
of PSS on case study. Furthermore, the author develops evaluation guidance and check list
to make sure the target achievement of product sustainable design. Finally, this research
accomplishes an applied process of PSS's sustainable design. By employing PSS on
sustainable design, the study improves the impact of product life cycle on environmental
quality. As a result, this study provides the PSS's design factors considered of sustainable
products for corporations, and supplies a continuous service to create an operation
mechanism with higher profit and lower risk as well.
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ABSTRACT

Product Service Systems (PSS) are system solutions that directly fulfil client demands with a
combined set of products and services. The PSS strategy allows companies to gain profits
by providing highly customised and need-oriented system solutions. Thus, producing and
selling greater volume of new products is not a major concern of PSS solution providers.
By decoupling economic value creation and material consumption, as well as being a
source of new employment for manpower-based services, the PSS strategy is one of the
most advanced sustainable development approaches. This paper aims to help designers to
understand the PSS concept and its potential for sustainable development and introduces
a PSS development project conducted in collaboration with a prefabricated-housing
company. As one of the main results of the project, the importance of emotional and socio-
symbolic values in PSS design and marketing is highlighted as a critical factor for customer
acceptance.
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ABSTRACT

Sustainability has become a central research issue for interaction design, as emerging
interactive products can create serious environmental impacts while products are being
used. This research investigates a design method for sustainable interaction. A main
concept of the design method is to understand and to apply unconscious human behaviors
in design. Products designed with this method are expected to be used unconsciously
by users with reduced environmental impacts. A framework of design space matrix is
proposed, after understanding the attributes of unconscious human behaviors and the
types of interaction behaviors causing environmental impacts. To verify the effect of this
approach, a design case developed by this method was tested in user study in terms of
sustainability. The proposed framework and the design case can be used as a base of an
advanced sustainable interaction design method.
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ABSTRACT

In order to reduce Carbon emission from buildings, a number of technical approaches
and end-users policy can be adopted. It was reported that providing energy end-users
with accurate and regular information can give rise to energy reduction by 4-20 %. User
interfaces plays a significant role in the energy feedback system. In this paper, a design
guideline of the user interface for the energy feedback system was proposed and discussed
on the applicability with examples.
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ABSTRACT

The purpose of this research is to develop methods which help make concepts for research-
based designs at educational scenes.

We usually try to generate design concepts based on the data acquired through
observations and interviews. Generating concepts by understanding the demands of users
from the contextual behavior of the users shown in the data is not easy for the students.
The author now proposes two methods: shuffle discussion and acting out. In the shuffle
discussion method, concepts are mandatorily shared in the early stages of development
by the development team members who present the concepts to other team members for
further elaboration. In the acting out method, the users' behavior - when they use the design
- is reproduced in short plays based on the achieved concepts in order to get feedback
from the audience and to provide the development team with new ideas.

To verify these methods, the author conducted two workshops and a 6-month class in 2008.
Through the verification, the author tried to prove that these two methods are effective in
making design concepts.

Researching
Fungus
through
Design for
Innovation

KEY WORDS
design research, material research,
fungus, textile design

llpo Koskinen

University of Art and Design Helsinki,
School of Design / Helsinki, Finland /
ilpo.koskinen@taik.fi

Tiina Harkasalmi
University of Art and Design Helsinki,
School of Design / Helsinki, Finland /
tiina.harkasalmi@taik.fi

ABSTRACT

This paper describes a development process of Fusart®-method that can be used for
degumming, smoothening and cottonizing flax fibres and removal of lignin of plant origin.
In practise it means that lustrous and soft fibres can be produced cost-efficiently and
environmentally-consciously for textiles and technical applications. The objective of the
study was to explore the suitability of flax elementary fibres in new textile and creating
prerequisites for product design and productization. In this product-development-oriented
design research was combined natural sciences with product design-specific ways of
working. The study was divided in three parts. In the first phase was investigated the
fungus Fusarium starting from finding of the microbe following the isolation, the cultivation
of fungus and the determination of treatment conditions. In the second part a production
model was designed based on “total fibre” lines, which included phases: linseed harvesting,
refining processes, cottonizing with Fusart®-method and rotor spinning. The third part
includes free experimental processes aimed to explore the handle and tactility of the
materials. Knowledge of the differences and nuances of the bast fibres were embodied
in artefacts. Artefacts worked also as tool for concretise the ideas that have their basic in
intuition and tacit knowledge.

However, this case also shows that a designer can learn to do laboratory science, and can
solve problems that have their origins in aesthetic perception and as a result novel materials
for productization was created.
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ABSTRACT

Although a physical material is a key component in textile design creativity, textile designers
rarely articulate how a material is crucial for their creation. For this reason, experiential
knowledge of the relationship between textile materials and the creative processes remain
personal and unable to be shared with others. This paper explores the influence of the
expressive qualities of a physical material on the experience of a textile designer during the
process of creation. The exploration utilized a practice-led approach, i.e. the researcher
adopts the role of a practitioner, creating artifacts and exhibitions, and taking them into
research as case studies. The materialness conception this study offers shows that the
physicality of a material has the expressive potential to inform the maker and viewers how
to interpret the artifacts. This conception can be useful for textile pedagogy and designers,
both in textile and in other craft design fields.
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ABSTRACT

In the early stage of product design, designers make fluid and extensive use of external
representations to support their creative process. Sketching and modeling are used to
quickly explore a product’s shape and configuration. Material aspects of a product are, in
comparison, explored completely different, and are selected rather than created. Colors,
textures and graphics, are selected by examples found in existing products, samples, or
while browsing magazines or the web. We have developed a creative design technique in
which we have designers do exactly the opposite. In a two-hour session designers “create”
materials in a quick and playful way, while they "select" the spatial arrangement of the
product out of a discrete set of shapes. We report of two workshops in industry where we
applied this technique. In each workshop we used the materials designers already had,
e.g. their moodboards, models, example products, and collections of visual materials.
Based on the considerations that went into designing these workshops, the observations
during the workshops and the results of the workshops, we derive a set of guidelinesfew
considerations for tools and techniques that aim to support designing materiality in the early
stage of product design.
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Cardboard

Prototyping ...

for RObOt This paper provides a framework for a more effective cardboard prototyping tool to use

in the robot design process. The object of the robot design prototyping framework is to

supply the appropriate prototyping methods for each stage of the robot design process by
Development changing materials, supplies, and modeling tools. The method effectively reflects the initial
design concept in the final production without omissions or changes. To increase the fidelity
of kinematic cardboard prototyping at the engineering level, improvements in accuracy
and stiffness are needed. The concept of a framework in this paper denotes a system
that connects prototypes at each stage of the robot design process and produces a final
model from the results of each developmental stage. By combining of kinematic cardboard
prototyping and digital work, integrated development using prototyping is possible
throughout the robot design process.
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ABSTRACT

Seoul has been designated as World Design Capital for 2010. To fit this criterion, the city is
bustling with renovations to make everything 'new'. However, in this design age of material
and energy responsibility, design values and challenges are crucial in discriminating the
essential / factors that reveal values within the chaos of the old cityscape.

This paper is a study of city renewal through design. The paper will contain research to
support the argument that retaining the existing cityscape is design-worthy when proper
design planning and management is put into effect. The paper will focus on case study of
the N Seoul Tower and how it can be a model of maintaining old city culture and values
whilst successfully transforming into a visually refined user oriented environment through an
integrated design approach.
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ABSTRACT

Recently there has been a raise in number of discussions on public designs and spaces in
Korean society and its relations to the cultural value. The Seoul Metropolitan Government
started the ‘Design Seoul headquarter’ which an execution and management organization
for the city design of May 2007, enacts the design guidelines made the public design
projects are on the increase. The public design policy will be expand and increased by
launching of The Seoul Design Foundation of March 2009. Also there are loud concerns and
criticism about the Seoul Design Olympiad 2008, Seoul was designated as the World Design
Capital 2010.

In this study, we will discuss the developmental subject of the Korean design policy
following for promotion of the current in the viewpoint of the Korean design Studies
in history and the social hierarchal principle and interests through various cultural
communicative actions. Also, these studies what public design projects is and the type and
characteristics and how result is 6 metropolitan including Seoul City’s for the last 3 years
therefore, this study aims to analyze and evaluate the institutional issues of public design
policies and suggests the reforms to public design projects in Korea and will be developed
enlarge and reproduce public design projects.

The purpose of this thesis is contributed affirmatively and suggest plan of public design
that limited by Interest and the investor environment who are social does not stop not to be
improve steadily is propelled long-term and quality of life of a Korean and improve a daily
life environment
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ABSTRACT

It could be argued that human experiences are full of conceptual and emotional metaphors.
Metaphors are a significant part of language and play an important role in structuring human
perception. Therefore it is ubiquity to find that people use different adjectives to express
their emotional reactions toward an automobile styling. 3000 Chinese Adjectives in daily
use were systematically analyzed in the methods of the Category Filters, and 119 Attribute
Adjectives were selected as a result. Then a survey of three groups of subjects (designers,
managers and users) using these 119 Adjectives was carried out by questionnaire based
on one auto-company and its automobile styles. As a result, 31 pairs of Core Chinese
Adjectives (CCA) were proposed, and the corresponding Mood Boards were constructed to
build an imaginative rationality, which could map the form-based metaphors of automobile
styles. The statistical results from this exploratory analysis indicate that there are conceptual
and emotional gaps among designers, managers and users in interpreting the metaphors
of automobile forms and styles in terms of linguistics differences. A descriptive model of
the automobile style was built as an interpretation device that could bridge the manager,
designer and user point of view based on the 31 pairs of CCA. On the basis of the model,
a CAS (Computer Aid Styling) system with the interpretation device was developed and
put into application to improve the ability and quality of automobile design of Chinese
corporations.
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ABSTRACT

This paper is concerned with the application of eco-features in Vietnamese traditional folk
housing to high-rise housing. One of the main characteristics of vernacular houses is that
they are designed with a deep understanding and respect for nature, but this design-with-
nature approach is no longer found in the modern houses. The values of conventional
dwelling must be considered and applied in the future eco-housing design process. Firstly,
this paper introduces briefly about the climate and the environment in Northern Vietnam
and their effects on traditional folk housing. Next, ecological elements are addressed by
an architectural examination of the composition of the typical Viethamese folk housing in
relation to the local climate conditions and Vietnamese lifestyle. The result from actuality
survey in Duong Lam, which is the oldest ancient village in Vietnam, are given. Finally,
several models are proposed to apply the considered factors to high-rise housing design in
urban Vietnam. The traditional Viethamese house is an important source for the creation of
a Vietnamese identity in architecture because it reflects and expresses the way of life of its
users and was evolved by the Viethamese over generations adapting to their needs, culture
and environment.
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ABSTRACT

Passive design is a key element of sustainable building. It aims to maximize comfort for
people living in a home while minimizing energy use and other impacts on the environment.
This means making the most of free, natural sources of energy, such as the sun and the
wind to provide heating, cooling, ventilation and lighting and to contribute to responsible
energy use. During recent years, high-rise apartments quickly developed in Vietham’s
urban areas. There is, however, a limitation of architectural design theory for high-rise
buildings, especially those lacking passive design principles. This study focuses on the
basic principles of passive design for high-rise housing in Vietnam in relation to the local
climate. Firstly, the Vietnamese climatic conditions are presented. Then, the lessons learned
from traditional housing design in Vietnam are mentioned. Finally, a passive design method
of Vietnamese high-rise housing is introduced based on five points i.e. i) configuration and
orientation; ii) fagade; iii) natural ventilation; iv) daylighting; v) passive heating, cooling and
thermal storage. Results of the study with potential recommendations for design principles
in Vietnam are outlined.
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ABSTRACT

Design meets people’s needs. In order to advance design for future needs, we can learn from our past -
what has worked well and what has not. The act of reverse engineering existing products helps identify
successes and mistakes that may have occurred over the service life of a product. Reverse engineering
is a method of disassembling existing products to better understand their construction and manufacture.
It is an analytical process of observation and documentation used to improve the design of existing
products. Knowledge learnt is then considered, developed and applied to create better products.
Reverse engineering was an important component of the doctoral research study and design outcome
referred to in this paper. The design outcome for this study is a timber window frame: a casement
window designed as a product that exhibits the fundamental qualities of formative research highlighting
the importance of reverse engineering practices to advance existing products, giving strength to timber
as a sustainable material of choice for the window frame industry. Comparison studies of new and old
window frames have been conducted to visually represent reverse engineering methods of research. This
reverse engineering method identifies poorly constructed products, while design advancements are also
developed from this process.

In the case of a timber window frame, it has been valuable research to reverse engineer older products
to observe deteriorated areas. These areas have deteriorated from moisture build-up leading to rot and
decay from fungal attack over a prolonged period. This is the major weakness of timber used in outdoor
applications. Observing this in an old window and understanding why these problems have occurred
has led to improved design solutions for innovative future products. Manufactured timber window frame,
which is the result of this doctoral research, gives highest importance to energy-efficiency, sustainable
materials, quality hardware and innovative design solutions to prevent rot and decay during the service
life of the product. This window acts as an exemplar product for other window frame types and other
timber products intended for outdoor use. The specific style of window, a casement window, was
manufactured as it best highlights the areas of innovation incorporated into the design outcome derived
from reverse engineering methods.
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ABSTRACT

Most impressive architectures bring perceptual images from morphological elements and
affect people’s feelings. Kansei, a Japanese word, means “consumer’s psychological feeling
and image” and Kansei Engineering has translated feelings into specific parameters for
architectural design. Semantic Differential Technique (SD) is applied for measuring emotional
content in where adjectives used to describe perception. These issues are in pursuit of
methodology of evaluating substantial image on Semantics Environment Description (SED)
to demonstrate significant correlation based on SPSS statistics by investigating restaurants
as follows: 1) To concrete SD application for accumulating 20 opposing semantic adjectives-
pairs for questionnaire. 2) To extract 3 independent factors “Evaluation, Activity, and
Potency” by Factor Analysis procedure with Spearman’s correlation coefficient, K-M-O, and
Bartlett’s test of sphericity. 3) To emerge Kansei words to examine major factors responding
to dimensional orthogonal vector-space. 4) To conclude on relationship between fagades
and images, and analyze shape elements creating plus or minus image categories.
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ABSTRACT

It has been noted in many face perception researches that people reliably and automatically
make personality inferences from facial expression despite little evidence for their accuracy.
Because of that a facial expression is a silent social signal, influencing mate choice and
other social judgment. The selective sensitivity of human to features in the human face
that convey information on sex, age, emotions, and intentions. A recent study has reported
that the human ability can be applied to not only conspecifics, but also artificial objects.
S. Windhager et al. found that people tend to perceive the world primarily in social way,
also that people actually ascribe characteristics concordantly for most of the dimensions
analyzed. There remains a question: does gendered perception make a difference? In
consumer researches, gender is introduced as key consideration when segmenting
consumers along the transactional/relational continuum with culture. Consulting firm A. T.
Kearney estimated that females determine 80% of consumption, purchase 60% of cars and
own 40% of all stocks as of 2008. Little wonder that female’s consumption becomes more
and more important in all over the industries. This subject deserves more than a passing
notice. This paper builds on design practices with tacit knowledge aiming to explore
whether gendered perception makes a difference on automotive fronts or not. One hundred
thirty-nine models representing thirty-five brands automotive fronts were used as stimuli.
The subject rated each stimulus on 2 traits relating with human face. Among the stimuli,
twenty-six car fronts on the male-/female like trait and, sixteen on the adult-/child-like
trait, showed the significant by gender. In other words, around 80% of the pictures did not
revealed the significant. It remains an unsettled question: why gendered perception makes
exceptions in the automotive fronts. To find the answer of this question will be the further
direction of this research.
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ABSTRACT

People live with transitions rooted in both nature and culture that embody the ‘changing’
and ‘unchanging’ traits of roles and environments. People harmonize these traits with their
‘character’, which provides them the continuity and the values of their lives. In contemporary
culture, changing and unchanging character traits become a problem due to advancing
technology that radically affects the material and social dimensions of our relationships.
Interactive products and services play an important role in these transitions as they provide
a tangible grip for people to hold on to during their struggle. However, because people have
fewer unchanging than changing qualities, they lack grounds to define or shape “character”
which would help them to better facilitate their transitions. To design interactive products
with “character,” | propose a transitions research approach to be utilized by the analysis
of transitions with heuristics, and a dramatist synthesis through the modes of transitions
framework using principles of the social aesthetics. This work identifies a need to explicitly
reframe experiences from the perspective of transitions and contributes to the theories of
experience design.
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ABSTRACT

Technological aids provided by products and systems have reduced people’s problem-
solving efforts in everyday practices. It is crucial for users to learn how to operate a system,
and yet their acquisition of knowledge about domain problem-solving is largely disregarded
in the current design process. Without enough domain knowledge, users cannot creatively
adjust their system use to meet their variable needs, and users’ experiences with a system
can be confined to step-by-step operational procedures. Therefore, systems should be
designed to support users’ development of domain knowledge through interaction. This
research proposes the Learning-Based Approach, which emphasizes the incorporation of
users’ domain knowledge into the system design processes. Example products are selected
to more effectively explain the difference between the Learning-Based Approach and the
existing approaches. By supporting users’ domain knowledge development, system designs
will be able to help users produce higher-quality results and a higher-level of satisfaction.
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ABSTRACT

The Multispace Design Method can flexibly detect characteristics of the analysis method
and idea generation method, and freely apply these characteristics to the design process,
enabling a continuous design process from top-down to bottom-up designs. However,
applying this method to a cleaning robot design revealed two weaknesses: difficulty for
users with industrial design knowledge to extract State space elements and adequate
extraction of State elements. Hence, the Multispace Design Method was expanded by
introducing a sketching process, and the expanded Multispace Design Method was used
to successfully design a cleaning robot. Furthermore, the expanded method is easier for
individuals with industrial design knowledge to use and State elements can be sufficiently
extracted. Additionally, both subjective knowledge and objective knowledge are reflected,
and a cooperative design can be realized.
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ABSTRACT

The presentation and perception of risk are of great importance in the field of screening.
Presenting the risks of fatal abnormality to pregnant women is important in counseling
prior to offering prenatal screening tests. These risks must be balanced against the risks of
harm caused by diagnostic investigations that often means that patients and professionals
are faced with difficult judgments. Thus, the purpose of this study is to consider how
these visual presentation tools can be developed to communicate risk more effectively,
especially in the dilemma decision making process. Related studies have revealed that
visual presentation such as graphics; illustration and pictures affect perceived risk, attitude
and behavior. A questionnaire method was applied to this research to evaluate 9 different
formats of dilemma decision making tools. By using t-test and one-way ANOVA, this
study was trying to find out if risk perception and different ages affect the choices of the
screening tests in a dilemma decision making process. The findings were: (1) the average
risk perception of the 9 communication tools were between medium to high , and women?s
recognition varied significantly; (2) there was no significant difference between the choices
of high-risk and low-risk perception; (3) there was significant difference (p<0.05) between
two age groups in ratio data format , abstract image format, discrete concrete image
format, and sequential concrete image format (P<0.05), and very significant difference in
text format, histogram format, and proportion data format (p<0.01).
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ABSTRACT

Graphical representation of the tourist map explains many city characteristics for the tourist.
There are numerous kinds of tourist maps using a wide range of visualization techniques.
The maps, however, are often very difficult to read or understand. It is not just because the
map elements are visualized in complex systems, but because interference often occurs
amongst the graphic components. The tourist map regularly includes visual information
in multiple layers, which contain different parts of the graphic element for each layer. The
cognitive load of each layer could be different while the visual search and reducing salience
of the graphic elements in the layers could affect search performance. We tested this
hypothesis by measuring the reaction time from the text search tasks of each graphic layer,
composed of the following five levels- text, roads, contour, signs, and land marks. Text and
roads were embedded for all stimuli and three types of different maps were used within
participants. We discovered that there are distinctions in the reaction time for each layer.
Experiments showed that the landmark is a significant map element and it helps to find text
information. Increasing roads contrast resulted in decreasing RTs. This experiment explains
the possibilities of visual tuning methods for better search performance. The map search
activity as well as the aesthetic aspects might be influenced by the gestalt grouping theory
and anchor effect for landmarks. The function of tourist maps needs to contain numerous
graphic elements. The adjusting of graphic elements size, color, and contrast significantly
affected the text finding task. The experience designer’s work is similar to the experiments
results. Therefore, visual tuning of the graphic elements helps to not only in improving
visual searches but also in increasing aesthetic potentiality for the maps. The visual tuning
methods for the graphic elements could be applicable to information visualization.
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ABSTRACT

On this paper, | extend ‘Street Signboard’ category more widely to Scape category. It is
defined as the concept of ‘Signscape’ on this paper and discussed about the informational,
aesthetic value of commercial signboards community working in street scape. The
commercial signboards are composed as street scape and it gives the aesthetic preference
rather than information facts. So, | would like to propose that the commercial signboard
should be considered as not ‘environmental information’, but ‘aesthetic information’.
This study is intended to find the relationships between visual preference and aesthetic
variables of perceptual-cognitive dimension and affective dimension in Signscape. Features
in Signscape are trying to maintain the Homeostasis, Complexity in the relationship of the
visual aspect, Mutual dependency. Signscape increases also aesthetic value through the
placeness of street, connection of surroundings historicity and the physical formation of
street.
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ABSTRACT

While the reading experience of fictional picture books is to enjoy the story, the reading
experience of science picture books is to join the story. In order to link knowledge with
children’s experience, there has developed a unique process of communicating with
children. In this paper, a science picture book, Paper Plane is analyzed to discover how
science picture books communicating with young readers. The analysis of visual text and
verbal text is based respectively on the in-terpersonal meaning of visual social semiotics
developed by Kress and van Leeuwen and the spe-cific words used in science picture
books, called “trigger words”, in Takigawa'’s research. We di-vided Paper Plane into several
scenes and recorded visual and textual characteristics of each scene separately according
to theories mentioned above. Finally the separated records were putting together to see
how visual and textual elements affect each other. The results will be discussed in three
aspects: entering the book, leaving the book and the relationship between trigger words
and pictures. We can see how visual and verbal texts working together in the discussion.
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ABSTRACT

Graphic design is more usually discussed through the material outcomes of the process of
graphic designing, rather than process itself. This is common in visual studies of material
culture, from Art to Architecture. Yet outcomes of graphic design tell us little about the
design process that created them, or the relationships that exist in the field. In this paper we
look beyond the artefacts and consider how graphic designers have attempted to represent
the subject in terms of diagrams that explain complex relationships and ambiguous
terminology. Examples are featured that explore 'intermediate dimensions' of the subject,
examining earlier work by Bruce Brown and Katherine McCoy, as well as a wider framework
of design and design education, developed by Bruce Archer in the 1970s. The outcome is
a theoretical construct that incorporates common concerns attempting to locate graphic
design in relation to design, science and humanities.
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ABSTRACT

Contemporary design and research into design is a century young field. But design
before twentieth century can trace its lineage to art and craft. Even before the birth of
constructivism the issues of usability, customization and user experience were part of
the domain of art and craft practices. So the re-examination of ancient art will lead us to
the traditional knowledge about design. This paper is an effort to bring to the attention of
graphic designers an interesting method of preparing grid for dynamic layouts.

Grid is a well known and well studied tool in graphic design, especially in print media and
typography. The paper will throw light on two pre-modern concepts, radial grid and oblique
grid, from perspective of graphic layout. The phenomenon is observed in ancient Indian
art by an artist-art historian, Alice Boner. This is a synchronic study with the review of early
medieval texts, analysis of medieval artworks and reflections on contemporary design.
The effect of oblique grid on the pattern of viewing the image is validated by experiment
conducted with Eye-movement recorder. We will discuss the oblique grid against the well
known Cartesian grid.

This new grid will put the challenges for the current digital technology used in graphic
design and at the same time will open up the innovative possibilities for the practicing
designers.
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ABSTRACT

This paper presents a teaching experience nowadays in use in the Package Design
discipline, at UniRitter Design Course. The objective of that academic project was to
identify contemporary problems in packaging and redefine the parameters guiding the
design of more environment friendly solutions. One of the cases of study — milk package
— is presented here. The questions raised in the Package Design discipline were: (i) how to
reduce the environmental impact of the discarded milk package (i) how to guide creative
processes to ecologically sound design alternatives.
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ABSTRACT

This paper argues that fun could be a useful concept in facilitating the interaction
between people and graphic design towards effective communication, and attempts to
gain a preliminary understanding of the experience of fun with graphic design that could
provide designers with insights for experience-oriented graphic design that will inspire in
people’s experience of fun. It begins by discussing the concept of fun and the relationship
the concept has to graphic design, then presents an empirical study that utilises the
combination of the probes and interviews to investigate people’s lived experience of
fun in the context of graphic design. The results of the study show that people could
experience fun with graphic design by engaging themselves in sensual, emotional and
intellectual involvements that are intertwined into a unity of fun. The factors contributing
to and influencing the experience of fun with graphic design include: “feeling attracted”,
“challenge-achievement”, “out of expectation”, “positive emotions”, “social interaction” and
“contextual factors”.
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ABSTRACT

A motorbike (bike) and its biker together complete a biking experience. A significantly
distinct and desired relationship between biker and his bike personality leads to an
emotionally satisfying biking experience. The paper establishes a framework of biker
and bike personality factors within the social culture of biking in India. The findings are
based on the all India survey conducted with more than 3,000 bike owners belonging to
different biking segments. The respondents rated their own personality and their bike's
persona on fourteen personality variables developed by Das & Singh (2008). The data was
statistically analyzed using factor analysis to cluster the correlated personality variables
into factors on which sample population can be distinguished. A group of five bike and
three biker personality factors were identified from the study. The developed framework of
eight personality factors can be used to investigate the differentiation in the biker and bike
personalities within the social culture of biking in India.
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ABSTRACT

Consumer electronic industries are increasingly confronted with consumer complaints
although products function well according to their technical specifications. It is assumed
that the gap between actual product usability by users and intended product usability by
manufacturer lead to the problems. This new class of consumer complaints in the consumer
electronic industry is defined as “soft usability problems”. Product usability is described
by attributes that address the physical, cognitive, personal needs of intended users, and
cultural background, which refer to user characteristics. Therefore, this paper explores the
relationships between soft usability problems and user characteristics. With the aim, two
studies were conducted in the Netherlands and South Korea. The overall results suggest
that soft usability problems vary along specific dimensions of user characteristics. With
these findings the study leads to the definition of specific user profiles related to each soft
usability problem.
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ABSTRACT

This paper aims at exploring the information phase of the early design process in the
perspective of defining and developing new computer support tools dedicated to this
phase. Our research was structured according two main steps, first the formalization of the
cognitive processes, and then a computation of some routine parts which can be improved
by computers. After a presentation of the theoretical background, some experimental results
are proposed and an application is shown. Considering the fuzzy and affective nature of
the information involved in the earliest steps of design, and the link the designers are used
to apply which are often processed in an intuitive way, new formalisms will be presented
that fit with the natural activity of the designers and that were developed into the TRENDS
software.
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ABSTRACT

This paper suggests that the visual communication design community does; it does not
'know' what it knows. Design has an abundance of rule of thumb beliefs that guide the
designer, as long as the designer is operating within a familiar context. Design lacks a
subject specific external guide, beyond our heuristics, outside our craft, that allows working
designers to assess their work.

In this paper the author examines some existing epistemologies of socially constructed
domains, investigates the possibility of a vis com design epistemology toolbox.
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ABSTRACT

During recent years much has been said concerning the qualities of a user centered
approach to design. Obviously, use is of key importance to designers, and obviously an
open, searching and negotiating attitude to complex problems is of value. But the products
and places that are most treasured by culture, the most popular, often are not the more
usable. Clearly, ‘user-driven’ is in itself neither a necessary, nor a sufficient condition for
success in design. How, then, is the concept of user involvement to be framed in the
context of design?

The design problems that many user-involving processes are designed to adress, are those
of making complex and hidden functionality comprehensible for users. In other words, the
design of use-signifying properties or affordances. As a basic taxonomy of affordances, this
paper suggests applying Peirce’s three characteristics of signification: The index, the icon
and the symbol. This allows us to see the parts of the material world where shared human
understanding rules. Where it is not a question of ‘making sense of things’, since they
already make sense. Denotations are accounted for.

Examining examples of indexical, iconic and symbolic areas of design, it is argued that
connotations, in all their richness and multifacetted misbehaviour, are the primary operators
af design language. Furthermore, referring to philosophy of art, the characteristics of cultural
significance is discussed. Cultural significance - one among many possible design virtues
- is identified as a certain syntactical and semantic density. A manifold web of denotations
and connotations, wherein a tight and rich set of coordinated connections constitutes
complex meaning. The implications of these notions for both user-driven innovation and
design-driven innovation are outlined.

The main argument of the paper supports a negative answer to the question posed by the
title.
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ABSTRACT

This paper presents, first, a historic-philosophic discourse as the foundation aimed
to provide perspectives on critical environmental aesthetics issues by examining the
competing paradigms of general aesthetics through the evolving patterns of philosophic
positions from classical Greek era to around the end of the 18th century. Then, while
tracing through the early 19th century’s anthropomorphism to the emergence of scientific
study of aesthetic appreciation, which started from around the middle of the last century
that mostly employed cognitive approaches with a natural science mentality, a broader
probing of non-sensory factors is found to be vital to truly understand the complexity of
modern-day environmental aesthetics, including discussions of the possibility that cultural
identity, societal sense and even personal preference can lead people to form emotional
attachments to their surroundings and thereby develop a greater sense about the value
and scope of the study of environmental aesthetics. Finally, an integrated methodology
meta-structure composed of cognitive form, cultural knowledge, societal sense and
anthropological perspective is proposed and discussed accordingly to accommodate the
study of contemporary environmental aesthetics regarding its multi-dimensional and ever-
evolving nature.
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ABSTRACT

While a great deal of design thinking research has focused on individuals and/or ad-hoc brainstorming
groups, most commercially-significant design activity is played out in real-world teams situated in
organizational and professional contexts where work encompasses far more than just the generation of
ideas. To understand design thinking in these settings, we must direct our attention as well to phenomena
of inter-subjective engagement, co-construction and the consolidation of commitment amongst members
of groups to courses of action aimed at realizing preferred futures. Real-life design tends to be spread
out over time and place and to involve many different actors, all of which make it difficult to study these
processes in a fine grained way. Emerging practices of radical co-location and real-time design, however,
offer new opportunities. These practices utilize profound spatial and temporal constraints to help teams
boost productivity and move designs rapidly forward. While their performance makes them intrinsically
interesting, the concentration and intensification of design activity inherent in these practices also affords
fine-grained study of the dynamics enabling productivity gains. This paper reports an exploratory study
undertaken into an exemplary case of high-performance concurrent design practice at NASA’s Jet
Propulsion Laboratory, focusing particularly on the roles played by persistent, shared representations.
In this setting, teams of experts design next generation exploratory vehicles and science missions,
working together in a war-room environment to achieve high quality outcomes in 1/4 to 1/10th the time
required by conventional processes. The research involved on-site observation, interviews and coding of
participants’ interactions with one another as well as with various forms of shared visual representation.
The outcomes of the study include a hybrid social-semantic (actor-discourse) network formalization for
design reasoning in which persistent, shared representations are treated as actors on a par with human
participants, and a framework for understanding representational support for design activity across
different timescales. This suggests indicators and group-level measures with which to assess interaction
in similar contexts, as well as ways of thinking about how representational support for various types of
collective knowledge work might be improved.
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ABSTRACT

This paper presents two studies of four pairs of design students collaborating during
two design sessions in both face-to-face and distributed settings while using computer-
mediated communication (CMC) technologies and a collaborative virtual environment (CVE).
The design session were analyzed through systematic observations, which focused on how
much time the students worked "together" and "individually" in the design process. The
results indicated that teams spent more time working together when using programs that
support shared sketching abilities or shared viewing of 3D objects. This finding suggests
that the CVE can be a more useful tool if it provides better sharing capabilities, such as the
capability to manipulate 3D modeling in CVE in real time.
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ABSTRACT

Advanced information and communication technology (ICT) dramatically changes the
design process in terms of communication, use of information, and accumulation of
knowledge. This kind of design process deals with huge information and involves much
more complicated interpersonal communication. Divergence among design team members
usually departs from initial design vision and mission. This paper addresses a framework
of managing communication-based collaborative design processes focused on close
coordination. Through the interactive communication mechanism, designers perform
creative thinking depended on a variety of abilities and disciplines. A software interface
design project is used as a case study to describe the proposed framework. In this case
study, the design studio communicates design needs and concepts with the customer
via face to face communication (FTF) and computer mediated communication (CMC). The
management of information flow and creativity generation flow are integrated and design
knowledge is accumulated during the design project. A communication-based collaborative
design process is successfully executed as the result shown in the case study.
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ABSTRACT

Recently, several policies are under way in the topic of the public design and seek various
directions at the same time in Korea. The city view, which is one of the objects, holds a
meaning as a public property composing the city over the individual facilities and visual
problems. However, the city view of today does not give any aesthetic beauty or valuable
experience.

The study on land art is an alternative for that. This study tries to find out three key words,
time, space, and natural material in land art and seek the value and possibility for the
application to the actual squares, parks, and watersides of the public space. 'Time'helps to
form a space that faces with changes and induces communication, 'Space'helps to form
a space that can rediscover the natural order, and 'Natural material'helps to form the eco-
friendly space.
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ABSTRACT

Clinical visits require movement through complex, unfamiliar spaces during times of
uncertainty and anxiety. This poses special challenges for designers. This paper addresses
two conflicts of special significance to wayfinding in healthcare spaces. The first is how to
direct visitors quickly and efficiently to their desired destinations, at times when perceptual
resources may be devoted almost exclusively to pressing health issues. Given the unique
confidentiality and privacy requirements of medical settings, a second, related issue is
how to streamline and expedite pedestrian movement to clinical destinations, while clearly
encouraging restrained, appropriate behavior once they arrive to protect privacy. Using live
observation and survey methods this research investigates cueing and wayfinding behaviors
among patients at a student health clinic and explores design means by which: a) directional
information can be transmitted to inattentive pedestrians and b) activity can be alternately
accelerated and decelerated as appropriate.

231



A
Rudimentary
Research of
Way-finding
systems

for public
exhibition
space

KEY WORDS
universal design, Way-finding
systems, Way-finding behavior

Ming-Shih Chen Che-Hung Lin

Taichung, Taiwan / msc@ Taichung, Taiwan / rockj129@
thu.edu.tw hotmail.com

ABSTRACT

In this research, we discuss the way-finding systems for public exhibition space by universal
design’s way, and take National Museum of Natural Science in Taichung, Taiwan for
example.

First is to collect and collate the relevant literature, to understand and find the relationship
between the Way-finding system and the characteristics. Second, classify all signage inside
the Museum of Natural Science in Taichung, Taiwan by doing field research and define its
advantages and disadvantages. The field research is based on Natural Observation Method,
observe the way-finding behavior of the visitors on site; and record the characteristics
of the behavior; analysis the data from the result of field observation without prejudice of
the existing condition. Base on the analysis; clearly define the different survey questions
through information searching and decision-making for different ethnic groups. All the
information above serves as the basis for the next phase, which is the interview.
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ABSTRACT

Library graphic information and sign systems are a close visual and spatial link between
users and libraries. In this paper we first define the following factors: location, content,
color, font-style, lighting, size, form and material. Next, following questionnaire is based on
related literature and scholarly interview results. We used the content validation, to generate
the questions. Finally, confirmatory factor analysis was performed using the software
application LISREL 8.72. The software was used to establish a sign system measuring
model to test the validity and the values for the goodness-of-fit. The objective was to
convert the developed scale into a result-oriented evaluation tool. The scale was formed by
using the comprehensive evaluated index. Based on the formula of Bruhn and Grund, this
study digitized the measurement model and calculated factors and overall Measurement
Indices of different samples as the criteria to improve the sign system quality.
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ABSTRACT

Due to the mass information production the method of conveying information is in pursuit
of the effects of interest and emotional factors. This paper suggests the factors of user
experience-centered information design, and takes an example of project in dynamic
statistical data graphics, which is not just static but interactive format.

The structure of user experience-centered information design consists of sensitive stimuli,
cognitive interest, and experiential amusement. The Sensitive stimuli are realized with visual
attention in ways of applying the design principles such as harmony, rhythm, and emphasis.
It also consists of visual interest by using metaphors, visual pun, dynamic style utilizing
multimedia or animation, and sound effects. Cognitive interest is fulfilled with applying the
structure of storytelling, the experience of surprising events, and the interaction that makes
user control the information for themselves. Experiential amusement is related to the game
elements such as competition, exploration, mimic, and discovery. It's also related with
human sensory and motor organ, and humor with combination of unrelated and unexpected
things.

| tried to apply some of the factors to the project of dynamic data graphics. The project is
about how people spend their time in a day, what is called ?Time Use of a Day" created in
the type of dynamic data graphics. User can speculate his own time use and compare to
other people's or country's use. The project also has the elements of sound, animation, and
interactive graphics for user experience-centered

information design. | find that appropriately designed dynamic data graphics significantly
improve graphical perception at both syntactic and semantic levels of analysis. Futhermore,
| felt that it facilitated both improved understanding and increased engagement. So the
dynamic data graphics can be utilized in user experience-centered information design.
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ABSTRACT

The Classical literatures have been transmitted by word of mouth and later recorded with words,
and lllustration also has been developed more effectively in various media. While People can easily
understand the exact meaning of the story with written language, they can expand their imagination by
decoding the illustrations. lllustration can convey certain story or message without text, and this is the
function of Visual Storytelling. Then we have to consider the obstruction by the written language in that
some explanations can even deteriorate the range of imaginations by adding information more than it
needs. That is, people easily interpret and understand a book only with illustrative images. Furthermore,
Illustration which represents certain contents can produce different interpretations as it opens to the
imagination.

This study is focused on the creating illustrative style and communicative method of Storytelling based
on classical subject matters. The audience is able to assume designer’s intention and background from
the illustration, if it is a good design. Additionally, lllustration has multipurpose in that it conveys various
messages from different media and method. Especially, lllustration can be expanded to merchandising,
such as educational products and public design. Furthermore, many historical Characters from the
classical literature, can be represented by lllustration, and all through these process, audience can derive
certain mutual understanding by recognizing its periodical and cultural by the historical evidence.

In this study, With these characteristics of illustration, | suggest new concept of the storytelling, that
is “Charactergram”. Charactergram is a new illustrative and representational method which suggests
certain messages without text and it creates different interpretations with rearrangement by various
audiences. To achieve these possibilities, it needs to signify the key-words or main theme of Story. For
this project, | chose, ‘A Filial daughter Shim-Chung’, a classical literature of Korea, and also, create this
illustration by rearranging of the basic elements, such as time, space, characters, events, and the objects
of Charactergram. Moreover, audiences could play with the Charactergram, and imagine its storyline
by visualization. Finally, Charactergam can be applied to merchandise through every media for an
educational material so that it conveys the same value of original sources.
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ABSTRACT

As women's social appearance and professionalism speeds up, there is increasing demand of
independent residential space for women's life and culture. However, unlike social demand like this,
there has not been enough development in design that suits women's lifestyle. In this dissertation, the
researcher analyses the type of current residence for singles, finds their problems, and proposes designs
with safeness and sensitivity for women considered.

In active network society, every residence turns from a mere residential space into information oriented
residence thanks to development in internet and information mobile communication. Residential space,
where both residence and working are possible, has become the most important place for human beings
because it is where people spend most of the time. In the situations where home becomes center of life,
sensitivity and safeness play important roles in residential space design for women.

The method of research is gathering examples in Korea and Japan, analyzing them, and proving the
difference in the aspect of oriental culture. Then from the aspect of both culture and social issue by re-
proving them the factors of social issues showed in residential space design. Consumer group proposes
residence design for future single women by anticipating types of thinking observed through patterns of
actions based on statistical factors which enable anticipating future.

Designing residence is inclusive action of design which show the connection between human and
culture. It has importance that the fact that the various patterns of actions in space should be considered
beyond just using one products. It proves the reason of design development and propose appropriate
design by proving expansion of women's social hemisphere based on statistical data, and finding and
coping with designing factors in the aspect of culture. It will give the base which helps understanding of
the issue in the modern society and change of residence culture. Understanding mind of consumers will
be helpful for setting directions for general fields of designing.
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ABSTRACT

With the changes of life style, people spend daily lives inside buildings, have weaker and
weaker relationships with people around in society, and treat them as if they are invisible.
Furthermore, we get used to keeping in touch with relatives and friends with internet, but
forget the excitement in real meeting and how to communicate with others face to face. On
the other hand, if we observe carefully in environment, we will know people already behave
interactively with others. For example, we see each other and behave eye contacts, then
start to greet each other and talk or even only give a smile to other persons. These small
actions show the intricate relationships between people, however, interactions in outdoor
space are not only among humans but also between humans and surroundings. People
utilize products consciously or unconsciously everyday, and they have emotions and
feelings reflecting on their behavioral mode at the same time.

Street furniture is the most related matter with persons in outdoor space, so the
conscious communications through users’ behaviors on the street furniture are discussed
in this paper. This research takes public chairs of Art Greenway in Taichung as subjects,
and uses the non-participant observation to record users’ activities to discuss the
interactive relationships between users’ behaviors and matters. Close questionnaires and
inhabitants’ interviews are also exercised to realize how users feel appearance images and
psychological emotions of public chairs. Study results hold public chairs’ types should be
varied by basic form elements to make users’ gestures and activities abundant to induce
more various behaviors and make the interaction happen more frequently. Because of
users’ unconscious behaviors always make outdoor activities more various indirectly. The
researchers take industrial design viewpoints to think the design elements in public space,
and hope the results can be references in related fields.
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ABSTRACT

The current paper proposes a conceptual research model for the discipline of retail design
research. Based on an interdisciplinary theoretical framework, the model captures the
interaction between interpreted space, a consumer’s emotions/mood and actual behavior in
retail spaces, but now from a designer’s perspective by focusing on the holistic nature. The
model can function as a structuring device to organize the relevant research from marketing,
psychology and architecture, in relation to retail design. Furthermore, it also constitutes the
basis for our research program, which is illustrated with a typical experimental study recently
performed at our lab. We argue that studies in retail design need to be undertaken in an
actual, 3D architectural space in which actual in-store behavior and emotional responses
can be investigated. As such, the conceptual research model can function as a guide in our
research of how well-designed store environments can positively influence consumers.
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ABSTRACT

Despite the merits of bicycle riding, the rate of bicycle use in South Korea is far lower than
Europe and Japan. In this study, by analyzing structural context of cycling environment
and behavior, the factors that impede the popularization of bicycle use in South Korea
were evaluated, and a design strategy for encourage the bicycle use was suggested. This
study also stressed the importance of the establishment of material infrastructure and the
development of new types of bicycle in order to accommodate the user's lifestyle, adverse
natural environment, and unexpected traffic accidents.
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ABSTRACT

The recent use of ethnographic field research methods in design research practice reflects
the growing interest of designers in the expressive and cultural impact of the artifacts they
create. Design researchers have not, however, exploited the "thick description" methods
used by ethnographers to report their findings, but instead prefer to apply the results of
design-driven ethnographic research directly to the development of new product concepts.
This paper proposes that ethnographic representation methods, including innovative visual
representations, offer untapped potential for design research reporting, not just in terms
of facilitating communications during the design process, but also as a record of ongoing
attempts by designers to make sense of the broader field of historical design. Test projects
by design students show the potential of ethnographic representation methods for design.
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ABSTRACT

IThe following paper explores two main concepts: a) the ethnography as a thick and
qualitative observation method, which refers to an active interpretation of the traditional
ethnography by the communication design research mindset; b) the definition of design
knowledge space, as extended boundaries for the physical place of design activities.

In the paper we introduce the interpretation of ethnographic plan as a tool for
communication epistemology and as a relevant research tool for the understanding and
interaction with high complexity knowledge contexts. Ethnography has been practiced
within design organizations aiming to provide remarks and insights about knowledge
management systems within knowledge intensive organizations. We describe ethnography
structure, tools, data analysis and interpretation techniques.

For communication design practice, the field research is not considered merely as a
techniques toolbox that have been borrowed from social sciences; design rhetoric refers
to the major purpose of design thinking to act transformations in the observed contexts;
ethnography is a way to face problem setting through research tools that consider
observation and dialogue as the necessary design premise.
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ABSTRACT

There has recently been more awareness of user-centred design (UCD) due to instances
of poorly- designed products that are used in our daily lives. In order to improve the
usability of products, many methods have been suggested to approach UCD. However,
encouraging users into the design process encountered many difficulties.. The two main
problems in realisinge UCD were addressing the techniques of coordinating UCD meetings
and the longer process of development cycle. Consequently, the practice of UCD principles
is considered a costly. This research aims to develop an economic model, based on
empathic design, in order to support designers to develop their design concepts with a
better understandings of the users. Firstly, this research investigated concept development.
Secondly, a theoretical model was then proposed a and, finally, this was assessed it. In
the first two stages, twenty designers were invited to construct the model while five more
experts helped with the assessment. This research was concluded with a conceptual model
which allows integration with a designer’s individual design work.
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ABSTRACT

This paper introduces a profiling method, which empowers users to convey their personal
experiences by utilizing dramaturgical techniques. Designers and stakeholders rely upon
insights about the user’s mindset, for which user-profiles have proven to be a helpful
tool. However, existing profiling methods show two major deficits. First, they neglect the
information about subjective experiences and latent thoughts resulting from personalized
relationships to a product or service, and secondly, they lack to propose effective ways
to represent that hidden information. The reason for those shortcomings lies in the nature
of user-profiles to generalize characteristics in favor of a quantifiable standard. Yet,
contemporary challenges to user research demand for approaches beyond superficialities
and simplifications. Users are dynamic and indicate depths that can no longer be
represented by static and hollow archetypes. Accordingly, the two guiding questions of
this study are: What are user-generated experiences? How can they be represented in the
context of user-profiles? In consequence to these research aims, the method suggested in
this paper encourages the user to explore own features of distinctions and own taxonomies
by utilizing methods from staging practice and experimental acting. Instead of being pressed
in prefabricated categories, the user actively defines oneself while performing different roles
and conducting improvised dialogues that both deal with the user’s relationship to a product
or service.
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ABSTRACT

In design process metaphors can work as a shared design language creating a common
ground for reference and participation. In this paper we explain through a case example
how metaphors can be used throughout a user centered design process.

The study has been conducted as a part of a university merger project where design,
business and engineering schools are joining to become a cross-disciplinary university. Our
aim was to define what kind of study planning services students would need in the new
more versatile academic environment.

We arranged a series of co-design workshops where metaphors were used to trigger visions
for new concept ideas. Metaphorical approach included several beneficial aspects. First,
metaphors created an intuitive design language. Second, they helped to transfer ideas
between the workshops. Third, the metaphors helped the design team to change the point
of view. Fourth, they enabled in creating an inspiring atmosphere.
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ABSTRACT

While residential environment in an area meets a big turning point, the city planning base
on community welfare by citizen participation is a very important issue as well as an offer
of administration-led. This study is to discuss residents as the leading role of community
building based on community welfare in Okayama prefecture(Okayama station) and
Wakayama prefecture Kamitondacho areas. Field survey, questionnaire and workshop are
carried out since 2007.

Even Okayama station area occupied more than 60,000 passengers a day, there is less
developing of universal design for disabled. Wakayama prefecture area makes a livable
town by collaboration among aged, disabled and children in a community. They can learn
community’s culture each other and make the living town.

There are three types for a living in the community, first is effort of the inhabitants alone
(self-help), second is mutual aid between inhabitants (mutual assistance), third is each
other’s cooperation of the public system (public assistance). It is important to be established
a network for inhabitants’ comfortable living and support within a community. Each sector’s
cooperation are necessary with inhabitants, an administration, a university, schools,
industries, NPO and so on in the community.
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ABSTRACT

HIV/AIDS awareness and prevention campaigns are intended to influence behavioural
change, and graphic design plays a significant role in this process. Homosexual or gay
males and men who have sex with men (MSM) in Australia constitute the most vulnerable
group for HIV/AIDS infection, and the majority of campaign graphics focus on the Caucasian
male as the norm. Longitudinal analysis of Australian HIV/AIDS graphic designs over the
period 1984-2008 identify a small number of campaigns which specifically address Asian
homosexual men and MSM.

This paper concerns the graphic representation of the Asian homosexual male and MSM in
HIV/AIDS campaign graphics as part of a larger project on the production and consumption
of epidemic knowledge in Australia. Drawing upon object analysis, textual/document
analysis and visual interpretation, this research examines campaign strategies and changes
in the iconography and textual messages from four case studies between 1989-1999. The
research also draws upon qualitative data collected from focus group discussions with
Asian gay men and MSM, exploring the attitudes and practices of the communities which
produce the representations, as well as the underlying patterns of beliefs and meanings in
response to the graphics.

Preliminary findings indicate that Asian gay men and MSM consider community and family
acceptance, self esteem, socio-cultural and sexual identity, discrimination, and homophobia
as pertinent issues in the discourse on HIV/AIDS, and raise implications for designing
campaign graphics and messages which will resonate with the relevant communities.
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ABSTRACT

The purpose of this research is to investigate the induction of a feeling of pleasure caused
by vibration. In this research, feelings were modeled in order to evaluate pleasure-
displeasure. As a result, pleasure-constructing axes consisted of active pleasure - passive
pleasure. Next, physiological and psychological evaluation experiments were carried out
using a rocking chair to evaluate the feeling of pleasure under oscillation stimulation. The
rocking chair was chosen for the experiments because it could give long-period vibration
with which people feel comparatively comfortable. And, in order to evaluate the feeling
of pleasure under controlled vertical vibration stimulation, people were made to sit in an
automotive seat attached to a vibration seat. As a result, it was confirmed that the feeling
of pleasure such as the passive pleasure and the active pleasure could be induced by
vibration, and effective physiological and psychological indexes for evaluating the feeling of
pleasure were revealed.
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ABSTRACT

This paper presents our initial findings about the problems and challenges of designing
haptic interfaces. We support our discussion with observations and analysis of design
activities realized in by our research group and design students. We conclude with initial
ideas about how to structure, document and evaluate haptic qualities in the design process.
Our hope is to expose the many questions and issues in this nascent design activity to
eventually expand our haptic design toolbox and library, and bring consistency and rigor
within the field.
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ABSTRACT

The service robot has a complicated interface and therefore users may find it hard to understand the
system and structure of the robot. Users’ misunderstanding of the system of the robot can cause
malfunctions of the robot, which can bring users serious problems and unexpected danger. In order to
reduce the damage from malfunctions, research on the feedback of malfunction is required. Moreover, a
service robot can produce a novelty effect, the tendency for performance to initially improve when new
technology is instituted due to increased interest in the new technology. For this reason an investigation
of the usability of feedback through repeated serial malfunction is needed. The aim of this study is to
apply the anthropomorphic elements to the feedback of malfunction for service robots and evaluate the
usability of the anthropomorphic sound feedback for a service robot through repeated malfunction. The
experiment was carried out with two types of feedback (anthropomorphic vs. non- anthropomorphic)
to evaluate the usability of the anthropomorphic feedback. Sixty-seven university students or
graduate students at an engineering college were recruited as subjects for the experiment because
demographically users of vacuum cleaning robots were mostly in their twenties and accustomed to
new technology. In the experiment, subjects were required to deal with repeated malfunctions. The
usability scale is comprised of effectiveness, efficiency, and satisfaction, which was evaluated through a
questionnaire. Participants’ behaviors were analyzed by protocol analysis, video analysis, and interviews.
The results from the experiment are summarized into four parts: First, the more repeatedly a malfunction
occurred, the more effectible the anthropomorphic feedback is than non-anthropomorphic feedback;
second, the anthropomorphic feedback is more efficient than non-anthropomorphic feedback in similar
cases; third, the anthropomorphic feedback is overall more satisfactory than non-anthropomorphic as the
feedback of malfunction; fourth, anthropomorphic feedback helped relieve temper and reduce aggressive
actions caused by stress. These findings will provide an essential basis for feedback design of service
robot malfunction.
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ABSTRACT

The term “bionic” was first coined in the mid-twentieth century, which is aimed at applying
biological studies to technical aspects such as architecture, industrial design, and material
science. Related researches on bionic study were mostly carried out by the Westerners,
and so as the design cases in forms of bionic product and architecture. This research is
particularly aimed to review and analyse the Bionic-related literatures in both the Eastern
and Western world, and its content first starts with the definition and literature review
of Bionics, then expands into analysis of the subjects in Bionic context, including the
scientific realm of Biology, philosophical thoughts of Metaphysics, and to the designology
and architectures supported by actual design cases. Further, this research enlarges the
domain of Bionics, including the more general notion of the origin of mankind, the organic
architecture which is inspired by the environment, and the concept of Feng Shui, etc.
This research aims at the more systematic induction and is to review and construct the
knowledge of bionic-architectural theory, and to discuss the contexts and case studies of
bionic architecture, contemplate the significance of bionic architecture, and its potential
development and contribution in the future.
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ABSTRACT

Definitions of design are numerous. No one definition seems to satisfy every audience or
purpose, and perhaps no formal definition of a discipline should be expected to cover every
eventuality. But a good definition should resolve remaining ambiguities while recognizing
the many things we already know about the discipline. | will present a definition of design
based on the idea of making choices in those particular situations where each decision has
a theoretically infinite number of outcomes. This is presented in the context of philosopher
Daniel Dennett’s interpretation of Darwin’s theory of evolution. | focus on the shift in
perspective that occurs when one understands evolution as “design without a designer,”
and the implications of that shift for understanding human design activities. | also present
ways in which this new definition might improve the understanding of design activities,
particularly for students.
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ABSTRACT

In this paper we propose the view that design is a world-making activity, situated in
negotiation, configuration and adaptation. Thus design brings about change in a space of
beyond-knowledge, and of the not-yet. It therefore reflects, alters and creates deep value
systems at a meta-epistemic level: the level of ethics and virtue. We argue that design
operates and transgresses in the space between being and becoming. It is being-with
and action-within the fabrication and binding of artifice; self-consciousness arising with
continual co-dependence. It is an act of futuring reliant on know-how rather than know-what
[8].

These statements liberate design from traditional knowledge-making and disciplinary-
thinking of the academy resulting in potential causal emergence of new systems, disciplines,
values and boundaries, manifesting ethical value into components of experiential realities.
This creates the space for the possibility of deep understanding (gnostic, tacit and/or
implicit) of the concepts of ethics, virtue and eudemonia through an affirmative, change-
centred, world-making and poetic design in practice, rather than via traditional dualist,
rational, logical, analytic or scholarly means [13].

Though we make reference to traditional knowledge and rigour in this paper, rather than
reaching any concrete conclusions, we propose and outline emerging questions around the
notion of design as a meta-epistemological world-making practice
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ABSTRACT

This paper proposes a human-centered design approach to provide a model of flexible
design process for private housing development in Taiwan. By integrating the concepts
of Open Building and Open Source Building theory, this paper suggests the scope for
the ongoing customization of individual units within housing developments that intends
to facilitate real-world, sustainable development for the Taiwanese housing market. Also,
it argues that the current market-led design approach creates inherent problems for the
Taiwanese housing sector. However, in Taiwan’s housing and urban planning sectors
are coupled with entrenched, unsustainable decision-making from housing developers
and particularly the intractable communication gap between developers, architects
and homebuyers. Architects often lack professional integrity and serve the interests of
developers before those of home occupants and the wider community. Growing global
awareness of sustainable development has recast housing as an intrinsic component of
the urban environment and successful communities. In Taiwan, short-term profitability
rather than long-term sustainability drives private housing. Through a series of exploration
to current design process and based on the principle of design management, this paper
will 1) analyze the flawed relationships between Taiwanese developers, architects, interior
designers and homebuyers, explaining how these lead to inferior housing design and the
waste of significant human, material and financial resources; and 2) then concludes a model
of flexible design process integrated the concepts of human-centered design approach,
Open Building and customization to townhouse development practices. As a result, such
approach can significantly improve the flexibility of present design process in terms of
better meeting end-user requirements, the demands of sustainability, whilst ensuring the
continued commercial viability of housing developments.
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ABSTRACT

How can a design team collaborate to produce a digital artifact in Massively Multiplayer Online (MMO)
game environment? Why is the MMO game environment so important in the co-design research context?
To answer these questions, the study conducted a single embedded case study proceeded 1 trial and
2 consecutive co-creation phases with active users among Second Life residents. The study facilitated
a design space in the MMO game environment, and tested what 3D objects and functions were related
to co-design process, and what interaction or social convention among the active users are useful and
dominant to achieve a certain common goal of design. In virtual environments such as MMO games,
the space itself is a collective artifact that has been completed by multi-layered collaborative works. To
accomplish a complete space experience of game users, for example, each of participants take roles of
a platform provider(such as Linden Lab), a visual territory provider(usually called a sim owner), and land
designers(usually called builders).

In the study, we recruited active users in electronic music sharing scenes, and proceeded creative
workshops that had tasks of experience space design, visual storytelling in the form of second life
photographic arts, the exhibit presentation and communication design, and opening performance in
the collaboration with sound artists. In the procedures, we collected the data of meaningful interfaces,
and interaction of creative collaborations among participants in the co-design space. The participants
shared a group interface to communicate and collaborate, and used their identity tools such as profile
interfaces to promote their activities. Some interactive objects, such as artwork vendors, donation sign
boards, group sign up boards, landmark giver HUDs, and teleport pads were produced to indicate and
guide the experience space activities. In the help of the interfaces, the space functioned for creation
and appreciation while they traced the visitors’ information on how they recognized, used, and made
feedbacks. During the phases, the research conveyed the idea of what will be the benefits of utilizing
MMO game environment as a co-design space, and languages. The MMO game environment not only
provides the space, but also delivers the tool of communication among users. By the communication,
users are informed, motivated and engaged in a creative activity sharing a common goal, which will
benefit their interests as a whole. In the result we draw a creativity circulation model based on an identity
theory.
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ABSTRACT

Behavioral choices which have a negative connotation in society, e.g. smoking and tanning.
can be difficult to design around, due to the complex and contradictory emotions behind
making those choices. For example, people who tan may struggle with the desire to appear
‘healthy’ with a tan, yet they also are aware of how unhealthy it is. This paper explores using
humor and reflective design to create an atmosphere of self-estrangement in which people
might be able to realize the contradictory nature of the behavior in which they are choosing
to engage. Two explorative design prototypes are discussed and tested: The Malignant Mole
Bikini, a bikini which ‘grows’ moles after exposure to UV light, and The Smoking Jacket, a
jacket with exposed lungs that fill with smoke as a smoker exhales.
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ABSTRACT

Many studies have shown that participatory processes in design are important for
understanding and incorporating the needs of different groups of people. However,
the prevalent view of designers persists that the active involvement of users in design
processes is not useful and in most cases is to be avoided. The right of users to participate
in design is often ignored and even when it is accepted many obstacles, including economic
deficiencies and organizational concerns, impede participation. Even when participation is
politically demanded, as in the case of public housing design, the processes and outcomes
of public participation are often ineffective. This paper describes participatory processes
in the development of a public housing project by reviewing available official documents
on public participatory processes. The outcomes of this study indicate collaboration and
shared learning occurred between various interests groups. However, the act of showing up
to a meeting does not necessarily mean a person is an informed contributor. At the same
time, well-organized minorities do not always represent an absent majority’s best interests.
Participation techniques may have been insufficient at some of the meetings. Further
research is necessary to investigate these issues.
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ABSTRACT

Models are a designer’s currency and so common in the exchange and development of
ideas as to feature without attention and are used often without question. For architectural
educators models are effective communication tools but for their students they are also
the means by which architecture, its processes, concepts, and strategies are learned.
Understanding the role played by such tools is important and implies both a user and an
environment. If we refocus attention away from the model to the environment then a fuller
understanding of the use of models in architectural education can be achieved. The ultimate
benefits of this are clear since as educators it is the environment around a model’s use that
we provide and control. This paper seeks to explain the ecological approach developed to
describe and understand the environment of models in an educational context. Key to this
methodology is the development of a set of diagrams to represent complex relationships
and information in an effective visual manner. In this sense the paper discusses the notion
of design, pedagogy, representation, and human behaviours within architectural education.
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ABSTRACT

Packaging is the medium by which marketing businesses communicate with consumers.
A package with good visual designs is helpful in attracting attentions for the product.
This research organizes and classifies various soft drink packaging design elements into
five major categories as follows: form, brand label, graphics, colors, and information. The
results are as follows: (a) packaging forms contain bottle cap, bottle neck, handle, body,
and bottom; (b) brand label designs contain computer fonts, artistic fonts, combined fonts,
and graphic fonts; (c) graphic elements contain real-life photography, design drawing,
illustration, comics, and abstract graphics; (d) colors include mixing hue, lightness/darkness,
saturation, and color matching; (e) information include instructions, stickers, and hanging
cards. This research hopes to provide marketing specialist and designers a guiding chart
when designing beverage packaging.
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ABSTRACT

The downward handle of road bikes not only could transfer the hand grip force of the
rider, but also improve the hand stress by changing the hold location. Therefore, this study
discussed the comfort of the hand holding position of downward handle. It first conducted
morphological analysis on the product attribute elements, and conducted comfort
experiment on the handle curve path, in order to confirm the effect of curve path on the
hold comfort. It also conducted subjective questionnaire survey to measure the data, and
experiments on the force impact area and comfort, in order to discuss the contact surface
and received pressure of the handle in relation to the palm.
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ABSTRACT

The mode magazine JOURNAL DES DAMES ET DES MODES (JDM) is important to know
the fashion in 1800’s, especially design of evening gown is highly evaluated among critics
at that time. The aim of this study is to clear the color preferences of the clothing in fashion
plates Costume Parisiens, and to show how JDM delivers color information. Costume
Parisiens is the pictures that visualized a mode more concretely at that time and is useful
to study change of colors of evening gowns. We measured the colors of 417 Costume
Parisiens between 1800 and 1838 by the spectrum colorimeter. Their evening gowns were
considered to have the same TPO.

Results showed that there was a trend toward light pale colors for the evening gowns and
a character of the hues. White color was the most fashionable color during about 40 years.
But each item drawn in fashion plates had each color trend too. The colors analyzed about
the selected Costume Parisiens reflected the color preferences of the mode in those days.
And the time of a change of colors accorded with the turning point of the style of mode.
This finding is a valuable viewing point that has not been pointed out so far.
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ABSTRACT

This study explores the strategic groups developed from the new product development
strategies of various firms in the Taiwanese information industry. The product design
strategies of the surveyed companies and the mappings the strategic objectives between
product design and new product development are discussed. Based on the questionnaire
survey and interviews, in terms of new product development strategy for dealing with
global competition, enterprises in the Taiwanese can be divided into four groups: namely
prospector, analyzer, defender, and reactor groups. Companies in different strategic
groups employ different product design strategic objectives and mappings exist between
product design and new product development, particularly for features such as enterprise
scale, business type, and product category. Furthermore, in terms of product design
strategic objectives, companies in the prospector group tend to be aggressive innovators;
those in the analyzer group exhibit innovation in applications engineering; those in the
defender group are technologically innovative, and those in the reactor strategic group are
progressive innovators. This investigation focused on generalizing the responsive strategies
that Taiwanese information firms faced with the global market environment changes. For the
product design strategy when an industry faces similar business environmental changes,
this study can be a framework for similar research.
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ABSTRACT

This paper is a study of new eco-friendly electronic free newspaper distribution system
that can create new user experiences by applying electronic technologies to the existing
system which causes environmental problems and of a new portable device model to break
out users’ paper habit. In recent years, a lot of papers have been supplied to the cities’
demand. However, the demand exceeded the supply and many similar newspapers were
published so that people throw them away right after they read them. Consequently, paper
pollution in public space was issued. This research suggests new system to prevent paper
pollution and propose new portable device model where you can organize your information
efficiently and can chose the news you want to read quickly to break out habits. This system
is installed in the transport platform so people can download various E-newspapers quickly
and easily into their portable device with minimum actions when waiting. Smart phone can
also download news over the internet. It doesn’t have optimized interface condition for
downloading and reading news. Paper habit is so persistent. The purpose of this study is
to propose a new free newspaper distribution system and new portable device model to
understand users’ reading habits.
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ABSTRACT

In the processes of team-based design group, designers must put forward one's ideas, and
try every possible means to communicate others in order to reach team's goals. Frequent
inter-dynamic communications not only could solve problems, but also stimulate team
creative outputs. However, in reality, too many and unnecessary communications may lose
the focus during the discussion process because of different perspectives or personal egos.
Even more, due to the repetitions of information communication, it could lead inaccuracy of
idea interpretations. The causing results are administrators unwilling to see. In responding
to the situation, the research first discussed the non-verbal communication technique
(collaborative-sketching) to reduce unnecessary communication. However, C-sketching
has its own deficits, such as unfocused design objectives or misunderstanding in hand
drawing sketches. Therefore, based on this fact, we invented the co-sketching (collaborative
overlapping-sketching) for more effective ideas communication and stimulation. Through
the set up experiments, we found that co-sketching could improve variety, quality, and
originality of the ideas, which traditional c-sketching technique was difficult to achieve.
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ABSTRACT

The rate of population of elderly people in Tokyo Metropolitan area keeps growing and
extremely aged society is expected not in the distant future. As the rate of healthy elderly
people gets higher, the Tokyo Metropolitan Government has been building more and more
community facilities for them such as recreation centers and day centers since 1970’s.
What should be noted in the contemporary life in Japan is that the traditional way of sitting
on “Tatami” mattress still exists together with sitting on chair. As the people get older,
more consideration should be given to the mode of sitting physically, psychologically and
emotionally. To be successful, how the sitting environment in the community facilities for
healthy elderly people is arranged and how that environment is associated with the visitor’s
activities should be known.

In this study, importance of the environment of the community facilities for the growing
number of healthy elderly people that supports their socializing was focused. The way of
their sitting at such facilities in Tokyo area and its relationship with social activities was
observed. From the observation of the visitors’ behavior at 6 facilities, it was found that the
highly effective space for daily socializing is the one where the visitors with different purpose
can comfortably stay for long time, the space in which the way of sitting can be easily
changed, easy to move and inviting open space. This suggests that the creation of an open
environment which allows different ways of sitting is required for the successful relation-
building of the visitors at the community facilities for elderly people.
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ABSTRACT

Current, the importance of the inspection method has been increased because we can
evaluate inspection method with a short time and low cost. Most engineers don’t have
much time to have the usability testing, and sometimes they need to evaluate usability
testing by themselves. This study aims to propose inspection method that is appropriate
for the usability beginner. At first, | analyze inspection method that was conducted by the
usability beginner. Next, | propose evaluation approach that is appropriate for the beginner
by analyzing the result of experiment. In the present stage, | conducted two experiments
that were executed by the usability beginner. 1st experiment is heuristic evaluation. 2nd
experiment is cognitive walkthrough. The result of my 1st experiment, | found that the
beginners couldn’t understand the relation between the targeted user and evaluation
guide. The result of my 2nd experiment, | found that the beginners couldn’t understand
the relation between targeted user and each task. Then, | propose new evaluation method.
One is evaluation sheet for the beginner to understand the relation between targeted user
and evaluation guide. Two is evaluation sheet for the beginner to understand the relation
between targeted user and each task.
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ABSTRACT

There are some problems on the map for users. This problem is including that, we cannot
understand a map including various complicated information, we cannot go to one's
destination, and so on. The purpose of this study is to establish the designing method
for the easy map to understand. This research is including, the current situation survey
about the map, analysis the map, making prototype, assessment experiment by users. |
researched on a kind of classification in the map based on the visual informational view
point. According to the result, we need to expand 12 classification as a new classification
from the 5 classification “LATCH” by Richard Saul Wurman. My 12 classification from the
visual informational view point are that, Location, Alphabet, Time, Category, Hierarchy,
Fluctuations, Number, Height, Length, Angle, Viewpoint, and Task. Based on this proposal,
| made 12 prototypes the map for the Chiba Institute of Technology graduate school.
Furthermore, | repeat the evaluation experiment and production of the prototype to propose
the designing method for the easy map to understand.
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ABSTRACT

In modern times, product designs have been gradually oriented to consumer’s perceptual
demands. In the early stage of designing, if designers cannot sufficiently get hold of
consumer’s preference, attribute of consumers, and factors of their purchase behaviors,
it will be difficult to design products preferred by the target consumer groups. Among the
various bike models, City Bike are used by the majority of consumers. Features of bicycle
frames account for 2/3 importance of a bike design in consumer’s perceptions. As frame
styles are diversified, consumers may have different judgments in the selection of bike
styles.

Therefore, this study selected college consumers aged between 18~38 as research subjects
to investigate their life attitude, attributes, and emotional consumption styles and cluster
them by suitable bike frame styles. In model simulation and questionnaire survey, the image
words for Kansei evaluation were used as the media, and the subjects were surveyed
by random sampling. Bike models and consumer groups were clustered, and Kansei
engineering, factor analysis, and two-step cluster analysis were employed as the main
research methods. Finally, 25 bike models were extracted. Through model simulation and
questionnaire survey, the consumer groups were clustered and analyzed for suitability.
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ABSTRACT

Jian-nian ornamentation is often known as “jianhua”and is known as”qgianci”in China's
Guangdong Province. Jian-nian is a unique form of sculpture that originated in southern
China,and still flourishes in the Guangdong and Fujian areas. Because in early days the
emigrant from mainland South Fukien region for remembering fondly of home town and
streamed into Taiwan, the development in process long time and produced a special style,
particularly on the topic content, because special geography environment in Taiwan and
customs the people live and feel, developed to differ from the performance of China, which
can mostly be classified as the following four types: (1)Flowers and birds, (2)human figures,
(3)four-legged animals, and (4)decorative designs.

This study seeks to classify the various types of subject matter seen in jian-nian eave
ornamemts and investigate their significance. | hope that the results of this study can guide
craftsmen restoring historic sites and prevent the loss of outstanding traditional works.
In particular, | hope that craftsmen will avoid tearing down and reconstructing Jian-nian
ornamentation guided only by their personal ideas in cases when they cannot identify the
orlginal subject matter or do not understand its significance.

205



Collaborative
Services
From Europe
to China

KEY WORDS
Sustainability, Social innovation,
Collaborative services, Case studies

Miaosen GONG Fang ZHONG

Politecnico di Milano (ITALY) - INDACO Department, Politecnico di Milano (ITALY) - INDACO
PhD Candidate, Jiangnan University (CHINA), School ~ Department, PhD Candidate / Milano /
of Design, Researcher and Lecturer / Milano / Fang.zhong@mail.polimi.com
miaosen.gong@mail.polimi.com

ABSTRACT

This paper shows that the typical social innovation projects emerging in Europe (EMUDE
2006), which include community support for agriculture, carpooling and group purchasing,
are also presented in China (CCSL 2007). This paper compares Chinese grassroots social
innovations modeled as collaborative services with representative European cases. Three
common service ideas and three corresponding pairs of cases are compared to provide
insight into the range of activity in China and Europe. The cross-case comparisons show
that in China the same service ideas occur, but emerge in relation to different local contexts,
participants, motivations, service systems and infrastructure to those in Europe and
have different impacts. In response to these findings, the paper proposes that different
strategies should drive design intervention in Chinese social innovation initiatives where the
development and promotion of collaborative services seeks to achieve sustainable lifestyle.
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ABSTRACT

Similar to industrial design, the concepts of design management were introduced into China
by educators and scholars after 2000. It is because they considered design management
can fill the increasing gap between theory and practice in Chinese design education, which
is caused by a cited body of knowledge of Chinese industrial design from Europe, America
and Japan. However, the effect of design management also stimulates same suspicion.
This study proposed a distinct approach of design management in China, influenced by
the history of modern China in politics, culture and economics. Based on this, the content
of Chinese design management is expressed via practice in three aspects: education,
business and design.
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ABSTRACT

Current “Eco-design” tools rely heavily on pollution databases and demand a high degree of
expert judgment in the execution process of Design. The databases are very often regional.
The expertise required is not always familiar to designers, though sometimes it may be
readily available. Many “Eco-design” approaches are time-consuming and expensive. “Eco-
design” has therefore not been commonly adopted in many less-developed regions. This
research aims at the understanding and the exploration in devising a “quick-and-easy” tool
suggestion for manufacturers/designers in those regions, through the understanding of
their culture, mentality and behaviors in designing and manufacturing. There is a proposal
of simplified method with suitable ways of dissemination for handy and comprehensive
application, making it easy in particular for student designers.
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ABSTRACT

This paper is based on an on-going doctoral research on service design for social innovation
and sustainability. It introduces the notion of collaborative service and discusses its two
dimensions in relation to information communication technologies (ICT). Case studies of
collaborative service on the digital platform were conducted to identify the role of ICT in
developing and diffusing collaborative service and a part of the result is introduced.
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ABSTRACT

In recent years, individual styles are getting more and more popular and the consumption
trend of customization tends to emphasize the expression of individual styles. In addition,
an individual style sometimes serves as a kind of fun. This is the case for the Hippie style
chopper bike. The purpose of this study is triple fold: (1) to explore the market needs of
the Hippie bikes, (2) to develop the design specification of Hippie bikes based on user’s
preferences and style perceptions, and (3) to design a new Hippie chopper bike through
the quantitative data. In the study, the authors explored and described the form features of
Hippie bikes, especially the choppers. Furthermore, these guidelines were used as design
specification for the construction of a new Hippie bike. The marketing data, especially
the user’s preferences and perceptions towards product form, were analyzed for design
references. The quantitative database provided in this study serves as an important
reference model enabling designers to transfer the user’s needs into design specifications.
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ABSTRACT

In China, “Senshi” is traditionally used as calligraphy paper. And while Japanese, “Washi”
has been used as material for small interior items that is environmentally friendly, Senshi has
recently been used for lampshades, etc. This is due to an interior design boom occurring
in Shanghai, China. In this study, experiments to clearly identify the sensory characteristics
of Senshi with regard to its use as interior design material were conducted. Two kinds of
sensory experiments, utilizing the sense of sight and the sense of touch by hand, were
conducted on Senshi with Washi added, targeting foreign students from China. After the
experiments, as a result of factor analysis, five factors, such as volume and quality, and
as a result of cluster analysis, five groups, such as paper tinged a creamy color were
extracted for the sense of sight. For sense of touch by hand, five factors, such as volume
and sophistication, and as a result of cluster analysis, five groups, such as thick and hard
paper, were extracted. By creating a configuration map of the first factor (volume) and the
second (quality) in sense of sight, it was determined that yellow Washi and white Senshi
have volume, while transparent Washi had less volume. From the configuration map of the
first factor (volume) and the second (sophistication), thin and soft paper was considered
to have less volume and be sophisticated. In Senshi, a Lio wen-Mian liau leu (Sheng xuan)
was included. In these sensory experiments, Senshi Mian liau lei was found to have a sense
similar to that of Washi and can be used the same as Washi.
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ABSTRACT

The purpose of this study was to propose a toy for visually impaired children to improve
their abilities through some interviews and observational investigation of visually impaired
children. In this study, wooden blocks with magnet pieces and a grid plate were proposed
to grasp and improve their spatial abilities. Subsequently, an experiment was carried out to
verify the effect of the blocks on visually impaired children. The participants were required
to perform 3 kinds of tasks corresponding to development stage in spatial thinking. As the
result, it became clear that 2 blind children did not yet possess spatial thinking by projective
geometry. In contrast, it was confirmed that blind child who lost sight at 5 years, and deep
amblyope children associated with Euclidean geometry. These results suggested that blind
children were harder to possess spatial cognition abilities than sighted children.
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ABSTRACT

Future is known as the projection of present. Design is a tool for shaping the future and
consequently result of the design activity is for future prospective. As a result of design
activity, there are many future scenarios, products and services. Currently, most of design
methods are dealing with the future as a projection of the present. Namely the existing
current design methods are studying current users in various ways and projecting the future
based on current users’ needs. Designers predict future needs based on current context
when they are creating future products or services. In other words, the current design
process is not capable of connecting the present to the future suitability.

The aim of this study is to connect the gap between the present and future by forecasting
the future through a scientific and objective way; not just by predicting what might happen
in the future.

For that purpose, existing methods in the design field were reviewed in order to forecast
the future as a lead user approach, empathic design method and generative techniques.
Forecasting method-scenario, Delphi technique, trend extrapolation and so on- in futurology
also reviewed. As a first step, analysis was conducted by three perspectives; (1) key
concept of methods (2) source of information and (3) pros. and cons. of method. Second,
frameworks were clarified as the condition for the future design; what we should know in
order to design future objects.

As a result of this study, suitable approaches for the future design field were defined through
analyzing methods within the framework to see how it was compatible with the features of
the design can be expected.
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ABSTRACT

In this proposed interactive work, ‘Playing the Soul’, it will deal with the relationship between
platform as reality and the digital image as digital soul that can be projected by audience.
Digital technology, we are closed with, is precisely changing our perception of real. ‘Playing
the Soul’ will let users have an experience that how we have been floating within digitized
reality.

We were inspired and influenced by some of Jin Yo Mok’s physical involvement interactive
work that integrates an installation with interaction through touching LEDs. ‘Music Box’ is
basically consists of an antique orgel (music box) with its handle, which is able to trigger to
be interacted with sound. Through the implementation of these interactions, simply users
are able to face the digital aesthetics by the analogue operating system.
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ABSTRACT

We are conducting research aimed at the creation of a new system of design evaluation
and diagnosis that will allow for and clarify gaps in users’ evaluation of designs according
to differences in their professions, areas of specialization, lifestyles, living environments, or
other factors. The aim of this project was to raise the level of hospitality of shopping centers,
using Aeon Mall Hanyu, a shopping center that opened in Hanyu City, Saitama Prefecture in
November 2007, as a case study. In concrete terms, indoor and outdoor signs for customers
were used to display the essential ‘enjoyment of space’ aspect of the shopping center, while
providing multifaceted information and promoting understanding of the sense of location.
This was therefore an exercise in the construction of guidance systems and in sign design.
The project went through an entire cycle, beginning with a study of existing shops, using the
results of this study to inform design, implementing the design and following through with
a post-implementation evaluation. Results of this evaluation showed improvements in ease
of understanding and remembering information, and clearly demonstrated that the overall
consistency of image of the space was highly rated.
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ABSTRACT

This poster describes a method to inform the design of communication technologies
that allow people with family members living abroad to feel appropriate emotions when
communicating. Eight participants were recruited. They were all members of three-
generational families, where at least one person is geographically separated from the
others. Two interviews were conducted. In the first, a box of ‘things to do’ was left with
them. These emotional probes included: Spirit of the Oracle cards with an invitation to write
about the feeling they elicit with regard to their family; a digital camera with instructions,
e.g., to photograph 'something you would like to share'; a contact diary to note times when
communication was pleasant or unpleasant; a sheet on which to describe 'a family journey
where | was very happy'. The second interview, a few days after the first, focused on their
responses to the probes. The emotional probes study combining interview techniques was
successful in eliciting rich data for understanding the emotional needs of communication
and the practical constraints of technology.
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ABSTRACT

Touch panel has been a new trend. It is an intuitive interface design based on human
actions and feelings from life experiences. However, when designing the interface, the
incomplete investigation and design may lead to the incorrect cognition and obstacle for
users. From operating mode of existing touch panel products and intuition investigation of
respondents, the research discusses each group has different cognition and response to
intuition under various cultural backgrounds and life experiences. The research discovered
that respondents have significant differences on holding style of middle-sized multipoint
touch screen, intuitive operating modes of object zoom in or out, and object spin. The
results of the research can not only establish the correct intuitive operating concept and
avoid the operating troubles caused by different ethnic groups but also be great helps for
internationalizing the products and designs.
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ABSTRACT

Creativity has been strongly emphasized in diverse areas but mostly in design and culture
industry because of its intimate role and function. Recently, in this reason, creativity
education in childhood has been becoming a major issue in art and design realm. The
research investigates creativity education using interactive multimedia in effective education
for children.
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ABSTRACT

This research is for developing a system of computer-aided product design based on a
shape grammar. The model of generating new shapes includes synchronized generation
for shapes of different types via computer computations, which are based on the rules of
the shape grammar. Further, a user may plan a basic model by selecting within a range
of emotion parameters; the range of parameters can generate a series of useful shape
prototypes by computations based on the shape grammar. This article illuminates the above
idea by an example of kettle design. The shape grammar for pots is generated by collecting
and analyzing current pot shapes, whereby a set of rules of three-dimensional shape
grammar in parametric forms are deduced. A plurality of shape design concepts can be
derived by systematic shape generation based on the three-dimensional shape grammar, as
shown by a primitive system developed by us.
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ABSTRACT

At exhibitions, diverse innovation on the design is required in order to bring visitors to your
booth among the many exhibitors. The aim of this report is to propose a design guide
for effective exhibition in small-scale harmonica-type booths, particularly for small- to
medium-sized companies. In order to do this, we first of all studied exhibit arrangement
patterns at actual exhibitions. Next, we obtained an understanding of visual recognition
through walking tests using eye-mark recorders. The results of both of these clarified the
relationship between frequency of fixation and exhibition patterns and led us to the proposal
for harmonica-type booths for exhibits.
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ABSTRACT

This paper is a basic step toward the construction of various routes for providing information
on research contents in the field of design. To examine the flow and the analytical study of
research, this paper intended to determine the features of the patterns of research contents,
and as such it conducted the following 4 analytical studies: 1) classification of the current
status of research contents; 2) classification of theme words, simplification of theses, and
diagramming and analysis of research contents; 3) patternization of diagramming using
the patternization of investigation methods and the patternization of analysis progress
types; and 4) the relationship between research fields and patterns. As a result, this
paper identified four pattern features from the diagramming and the patternization of
research contents: 1) common investigation method and mixed pattern analysis progress
type; 2) common investigation method and regular pattern analysis progress type; 3)
individual investigation method and mixed pattern analysis progress type; and 4) individual
investigation and regular pattern analysis progress type. Based on this result, this paper
expressed the analytical study and the progress type of research contents in the form
of simple diagrams and patterns, and clarified the research fields that show a regular
pattern type, which made it possible to predict the overall contents of research and easy
to understand their characteristics. Accordingly, it is expected that the method defined in
this paper can be used as a basic step in an information search, as the information route
through a classification system.
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ABSTRACT

The aim of this study is to design an assistive device for elderly people with emotional
aspects. For this aim Kansei Engineering method, which is an appropriate methodology for
linking users' emotions and product properties, was used. Firstly Kansei Engineering was
investigated. Then the role of Kansei words for describing users' emotions was considered.
Finally Kansei Engineering was employed to design the assistive device. Therefore, after
gathering information regarding the physical and emotional needs of users, many concepts
were generated. Due to the design limitations four concepts have been selected and
evaluated by Kansei method with 52 people. As a result of the evaluation, the specifications
of the final product were obtained and the new concept was developed. In order to evaluate
the users' satisfaction regarding the final concept, 25 people were questioned and it was
concluded that the concept could meet the majority of emotional needs of the users.
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ABSTRACT

For hairdressers, direct observation and sEMG studies have been widely used for the
identification of risk factors associated with work-related upper limb disorder (WRULD).
However, it is unknown what UE joint excursions are required to perform hair-blow-drying
tasks since there have been no studies establishing a normative database of the 3D
kinematic values of various hairdressing tasks. This study aims to examine the feasibility of
3D motion analysis for the study of the upper extremity (UE) kinematics during functional
activities of the hair-blow-drying tasks, to make a contribution to the establishment of a
normative database of 3D kinematic values during selected hair-blow-drying tasks and to
enable future comparisons with pathologic movements. As a result, some of the composite
graphs representing joint motions showed a small standard deviation at the beginning and
end of the task. Thus, the same protocol is therefore recommended for implementation
in various hairdressing tasks, such as hair-cutting and hair-perming. The next step is to
propose and implement training intervention strategies for the functional improvement
of various hairdressing tasks for these six professional hairdressers and to evaluate the
effectiveness of these strategies by comparisons with the recorded pathologic movements.
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ABSTRACT

In recent years, book design has become a professional discipline in Taiwan, thereby
coming under increasingly sophisticated scrutiny. Relative to other fields of design,
however, the discipline lacks depth in the coverage received through seminars, heavyweight
publications, or academic journals. Furthermore, what literature is available leans toward
the practical and the technical; the visual culture inherent in book design - as commonly
discussed throughout the extensive canon in Japan and China - remains unexplored in
Taiwan.

Within this context, the methodologies employed in this visual culture are described through
an analysis of an edition of Taiwanese poet Hsia Yi's Pink Noise, reflecting on the value and
significance of postmodernism in contemporary Taiwanese book design.
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ABSTRACT

Roofs play large roles in traditional Chinese architecture. It is also a symbol of status. As a
consequence, special attention is paid to roof design, and many forms of ornamentation are
used to intensify visual effect. In northern palace-style buildings representing the Chinese
system of government officials, apart from images of fish and dragons, many auspicious
creatures intended to beckon good fortune are placed on the roof. These auspicious roof
ridge creatures entered Taiwan with immigrants from China's coastal Fujian province at
an early date. After several hundred years of evolution under the influence of Taiwan's
unigue geographical and social environment, the development of these ornamental forms in
Taiwan has diverged from that in China. This study explores the influence of culture on folk
art from the angle of decoration, and uses this as a means of probing the mental context
of craftsmen involved in making building ornaments. this study hopes to arouse people's
interest in and inspire further study of these, in hope that we may reclaim our traditional
cultural heritage.
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ABSTRACT

This paper explores how designers can connect broader understandings of leadership
with specific design knowledge to ‘manage’ their thinking within the ideation process. The
research outlines creativity as a rigorous process — focusing on ‘how’ we think instead of
purely ‘what’ we think, as design leaders in an ever-changing design environment. One
way of understanding and reflecting on our existing disciplinary experience is through
researching other creative “ways” such as the Japanese martial art of ‘Aikido’. Both
designers and Aikidoka refine through practice — a process of shifting and reframing
knowledge — with the awareness coming through the ‘doing’. In Aikido this process is
conveyed by the Japanese word “keiko” which means to train, to practice, to learn, or
to engage in. The aim of this autoethnographic research — based on a Grounded Theory
approach to data evaluation [5] and participant observation techniques, is to structure and
visualize the initial findings. The results analyze the conceptual possibilities of extending
Aikido theory beyond the conventional ‘dojo’ setting in order to develop a systematic
methodology for thinking about ‘co-creative movement’ as a specific form of flow [3] for
enabling knowledge exchange.
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ABSTRACT

Within this paper, relationship between small and medium-sized enterprises (SMEs) and
industrial design has been examined with particular reference to ‘ITU (Istanbul Technical
University) - ISO (Istanbul Chamber of Industry) Industrial Design Projects for SMEs’ which
is a graduation project course at the department of industrial design in ITU, and represents
the first and only systematic approach that regularly brings SMEs with no previous design
experience and industrial design together in Turkey. This paper presents and discusses
the results of a research carried out for making an evaluation of this collaboration project
from the perspective of SME representatives, in order to understand impacts of the project
on SMEs and shed light on their attitudes towards industrial design. The research data
was collected from interviews and questionnaires conducted with SME representatives of
this project. Outcomes and benefits of this project have been inquired besides problems,
opinions and suggestions of SME representatives about this design collaboration.
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ABSTRACT

This paper sets out to provide insight into the current debate on art, science, and the
need for rigor in providing a framework for the interpretation of creativity within design. A
literature overview will outline the common concept on creativity processes. The model will
be critiqued from various theoretical perspectives. The theory and approaches are then
applied to a case study through which the conceptual framework of creativity will unfold. It
is, however, not an exhaustive literature review, as the literature chosen is in particular very
applicable to the case study in this paper. The paper will represent ongoing research.
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ABSTRACT

In this paper, we researched the design intention regarding common area in work examples
of gathering living space published in "SHINKENCHIKU", over two-year periods at ten-
year intervals of 1986-1987, 1997-1998, and 2006-2007. The designers' descriptions of
common area in gathering living space were generally classified into matters regarding:
"action on psychological aspects," "community promotion and communality," "spacial
aspects," "functional aspects," "involvement with nature," and "matters regarding diversity
of inhabitants." In particular, "matters regarding involvement with nature" was consistently
emphasized regardless of the year. Based on these, interrelations and features of design
intention for common area in gathering living space were studied by type lll quantification
and cluster analysis. As a result, we have found that the features intend by designers when
designing common area in gathering living space were to: (1) introduce elements related
to greens as space representation, (2) introduce elements related to landscape to expect
impact on psychological aspects, (3) give consideration to community formation between
inhabitants and safety of inhabitants, (4) give consideration to diversity of inhabitants
and safety, (5) give high regard to space convenience, (6) give consideration to spacial
connectivity, and (7) give consideration to functional aspects of space.
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ABSTRACT

This paper expounds cultural factors in valuations of ‘cultural design-crafts products’
(CDCP), which is a superior concept to that of souvenir and is rather a designed product
reflecting culture. The present study investigates how different consumers’ values
regarding CDCP were affected by and through culture, and collects data from respondents
representing 16 nations through both surveys and in-depth interviews. The findings reveal
different values in regards to CDCP based on a conceptual model of the purchase process
through ‘expectation’ and ‘experience.’” Both Asians and Westerners answered that
the decisive reason for buying CDCP was to participate in cultural enjoyment and keep
memories of the place visited. However, differing cultural factors in valuations are illustrated
between Westerners’ tendencies to consider their personal experience as meaningfully tied
with the product, and Asians’ tendencies to consider intrinsic attributes of the products with
more contextualized views. This paper concludes that different cultural values should be
considered in the early stages of the design process for CDCP.

Sensory
evaluation
on string-
formed
interior

materials:

Characteristic
research on the
materials used for
interior design

KEY WORDS
String-formed Interior materials,
Sensory evaluation

Juhee Kim Sun Yiyin  Terumi Shiraishi Mari Abe Hyelyeon
GraduateSchool GK Design Department of Industrial ~ Department of Industrial Kim

of Engineering, Shanghai Inc. Design, Faculty of Design, Faculty of GABO# Co. Ltd
Takushoku / Shanghai, Engineering, Takushoku Engineering, Takushoku ’

/ Seoul, Korea
/ gabosharp@
gmail.com

University / Tokyo, China / University / Tokyo,
Japan / z9m403@ ivansun1981@  Japan / tshirais@id.
st.takushoku-u.ac.jp  yahoo.co.jp takushoku-u.ac.jp

University / Tokyo,
Japan / m-abe@id.
takushoku-u.ac.jp

ABSTRACT

Interior design materials greatly influence the quality of living space. Recently, in addition
to good design, environment and health conditions must also be considered, and various
materials in addition to conventional ones are being used. We have been researching
materials which are currently used, and those which are expected to be used, as interior
design materials and have categorized such material according to form- board form,
sheet form, and string form. In this report, sensory evaluation of sight and sight-and-
touch experiments of string-formed materials made from natural materials using the SD
method were conducted, in order to create an application guideline. From the results of
factor analysis, five factors: ‘Grade’, ‘Massiveness’, ‘Sensory of touch’, ‘Freshness’, and
‘Openness’ were extracted in conjunction with sight and sight-and-touch. Furthermore,
by creating a factor configuration map figure, the relationship between the characteristics
and the image of 20 types of string-formed materials could be clearly identified in order to
understand the tendency of the sensory characteristics.

268



Investigating
Familiarity in
Older Adults
to Facilitate
Intuitive
Interaction

KEY WORDS

Intuitive Interaction, Older Adults,
Familiarity, Prior Experience,
Industrial Design, Interaction Design

Simon Lawry Vesna Popovic Alethea Blackler

Queensland University of Queensland University of Queensland University of Technology,
Technology, School of Design /  Technology, School of Design / School of Design / Brisbane,
Brisbane, Australia / s.lawry@ Brisbane, Australia / v.popovic@  Australia / a.blackler@qut.edu.au
qut.edu.au qut.edu.au

ABSTRACT

This paper discusses how intuitive interaction is a possible way to increase the efficiency
and effectiveness of interaction with older adults. It provides insights into existing research
on intuitive interaction, and the role of prior experience and familiarity in intuition. An
experiment is discussed which investigates differences in familiarity between younger and
older adults. A comprehensive coding system has been developed to help analyse the data
collected. This research is currently in progress.
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ABSTRACT

Color is the first element in web design. In order to cater for people's aesthetics need, more
and more dynamic color effects are being used. It is no doubt that rich color brings good
user experience. However, using dynamic color inadequately or inordinately will get just
the opposite results. So how to grasp the degree of using dynamic web color and evaluate
it effectively is a problem being worth inquiring. This paper has expounded the essential
meanings and classifications of dynamic web color, and summarized their environments and
expression forms. From the point of view of visual selective attention, the elements which
would influence the user experience were also extracted. Based on the Fuzzy evaluation
method, this article has proposed a usability evaluation method of dynamic web color
design. An experiment was carried out to verify this model. Some principles for dynamic
web color design were also presented.
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ABSTRACT

In order to design good and healthy lighting environment, it is very important to understand
the knowledge about the non-visual effects of light. We report the time-of-day-dependent
effects of two different wavelength monochromatic light at 458 nm and 550 nm on human
physiological and psychological parameters under the same irradiance density (9.8 pW/
cm?2 at eye level). We found that 458 nm light exposure caused significantly larger P300
amplitude, higher HF/(HF+LF) component, larger changes of body temperature, shorter
180-s time production, and lower fatigue scores than occurred with 550 nm light. We also
found that monochromatic light exposure at nighttime induced a larger P300 amplitude,
shorter 180-s time production and lower changes of body temperature than in the daytime.
Our findings suggest that short wavelength monochromatic light had time-of-day dependent
effects on human physiological and psychological functions. The implications of these
findings may be significant for designing novel light devices.
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ABSTRACT

Users judge a new product on a series of product features based on their knowledge and
expectation. Products with emotions are more usable and desired. The aim of this paper is
to study on user’s emotions and needs to design a new product for carrying ski equipments.
The important issue is to identify the users' emotional orientations and demands in order to
find out what their expectation of this tool would be.

Existing ski carriers were evaluated, and research theories and methods on Emotional
Design were also reviewed. Research data were collected through interviews and surveys
of more than 100 skiers between 15 and 45 years of age. Research findings were produced
by analyzing the data and led to develop a new, advanced product based on existing
alternatives.

Finally SKIMATE was designed which, in spite of having a simplicity in form and being light,
raises enjoyment, amazement and satisfaction of costumers.
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ABSTRACT

Form is an important medium in understanding the contemporary world; therefore, we
have to look for forms which associate common meanings in the mind of the peoples. To
reach this goal, a research started based on this question that "Can we associate forms,
shapes and volumes to subjective concepts and meanings?" To answer this question,
some experiments were done based on the practical exercises and sketches in different
universities. The method of the experiment was based on presenting some groups of
words (a subjective and an adjective concept) in connection with an objective and physical
space. Although students worked totally independently, there were many similarities
in their sketches. By comparing these words with different pictures on the internet, the
same previous results were obtained. The result of this research can help us find parts of
archetypes, and can be also useful for designing objects with special messages.
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ABSTRACT

The current study aims to explore the relationship between timber textures and affective
feelings. Thirty participants took part in the experiment to provide their affective judgments
of 14 timber textures on 13 affective scales. The results showed that three affective factors
were identified. They were “comfort”, “pattern” and “attitude” factors. The timber textures
used in the experiment were classified into four groups according to their affective feelings
delivered. The results can be used to assist designers selecting the appropriate texture to fit
their design objective.
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ABSTRACT

Since marine culture started with birth of civilization, it has flourished in various parts of
tourism, leisure, retreat, and recreation, as well as industry of fishery, logistics, and trade.
To follow up with social changes and developments of other marine industries, marine
design also needs sustained growth in the future, as marine industries including marine
tourism, leisure/sports, and other eco-business industries have become more diversified
due to social and economic changes. To enhance these factors, new contents should be
updated consistently. Marine industries should be evaluated in relation to human life and
interdependency of various subparts. Therefore, to make marine resources useful to people,
marine design is an important part to implement other related marine industries. To research
and analyze factors on marine design, this paper analyzes interdependency of marine
industries and marine design through domestic and international case studies, and with
a road-map on relevance of related parts, it suggests future implication and direction on
human resources development.
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ABSTRACT

The concept of design in modern times is trapped in the mechanical, reductionist framework
and thus falls short of explaining the complexity, unpredictability and diversity of design
system. Therefore, we need to adopt a more comprehensive perspective in seeing design in
its entirety, not in parts, to understand the concept of design and extend the horizon of our
ideas regarding design.

This study is a meta-research extending the horizon of thinking about design. By employing
the theory of self-organization, it attempted to find hidden order in a design system based
on rules or characteristics of various relationships and phenomena taking place within a
design system.

Through this, this study clarified that a design system is a self-regulating, self-organizing
system that generates its own internal forms and orders. It is not a determined existence,
but rather, a procedural structure that includes the constant flow of changes. The study also
explained that aspects of disintegration, segmentation, dissolution and divergence that are
found in a design system serve to create movements for the emergence of new orders with
possibilities of new changes.
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ABSTRACT

Most system designers propose new systems using their intuitive sense based on
ambiguous input (or specs) from the client. Clients do not have adequate system knowledge
which results in communication difficulties between clients’ wants, users’ needs and system
requirements. This approach also requires additional system design work after installation.
We proposed a new HAKODATE ASAICHI website (ASAICHI website) based on specs
determined by an Expanded Participatory Design Process Approach (EPDPA). EPDPA
involves all the players from the beginning: designers, programmers, the client, system
analysts and consultants. Using the ASAICHI website, Users can search and purchase
various seafood products, souvenirs and check sightseeing information for HAKODATE.
In January, 2009, Mr. Kato, a professional system analyst, conducted many HAKODATE
website evaluations, including our ASAICHI website. Six evaluation criteria were used: 1) a
get-level search engine, 2) comprehensive website evaluation, 3) accuracy of HTML files,
4) degree of conformance to global standards, 5) appearance-ratio of keywords and 6)
bookmark registration number count. Our new ASAICHI website conforms to these criteria.
From the results, we believe that a website based on our EPDPA ensures a superior system
design product.

273



Sequence
Pattern
Design of
Long Tunnel
to Improve a
Monotonous
Environment

KEY WORDS
Tunnel scenery, Pattern design,
Sequence design

Yutaka NAGAMI

Takushoku University, Department of Industrial Design
/ ynagami@id.takushoku-u.ac.jp

ABSTRACT

Traffic Accidents from drowsiness are often caused by the deterioration of drivers'
concentration. Drowsiness results from a monotonous driving environment. Long tunnels
are problematic in that they feature long stretches of monotony. New inner tunnel pattern
designs can stimulate drivers and relieve the stress of such environments. This case study,
featuring extensive field research of the Odori tunnel as well as a CG driving stimulation,
will address two key design specifications. 1) The tunnel's design pattern should catch the
observer’s attention. 2) The tunnel's design pattern should feature a story to capture the
observer’s imagination. Based on these observations a new tunnel design pattern will be
presented.
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ABSTRACT

Research relating to the concerns of elderly people and their perceptions of interior
environments has been subject to significant growth in recent times. The researcher
seeking to discover and learn the views of people in relation to environment is confronted
with direct techniques (e.g. observation, questionnaires). However, an individual’s attitude
toward the research topic or interviewer might influence on interviewee’s responses. As a
result, the aims of this study is to examine and apply indirect-methodologies to improve the
effectiveness of data gathered from elderly respondents and to understand their awareness
of the interior environments they inhabit, in order to facilitate an improvement in the design
of sheltered housing. The findings provide a greater understanding of how elderly people
observe unfamiliar space and the research demonstrates that by using indirect method
approach, this could provide unique evidence to support the findings of the study.
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ABSTRACT

Modern society is changing rapidly due to diversification and pluralization. Such change
makes people pursue and develop an inclination toward differentiation and high quality not
only in their living environment, but also in their sentiments, emotions and sensitivity. In
advanced countries, people's interest in cultural products containing elements of the host
country's traditions and consciousness has already been heightened in keeping with the era
of culture. Global consumption patterns indicate that the degree of preference for products
that reflect the culture and character of a specific country. Despite the fact that Korea has
many excellent traditions and an ample cultural heritage, we fail to make the best use of
these cultural resources. Accordingly, we should contribute to the publicizing of our region
and the activation of our regional economy by utilizing characters based on our unique
regional culture and of developing high value added cultural products. This study attempted
to create guidelines for the cultural design for the development of various products based
on culture which meet the sentiment of consumers and are sustainable. In addition, this
study investigated the possibility that cultural products based on the identity of native
culture not only satisfied the emotional and functional desire of consumers, but also created
and spread a unique cultural design style.
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ABSTRACT

The future of Chinese society depends heavily on achieving a harmonic relationship
between the urban and rural, to create new design strategies that build environmental and
socioeconomic sustainability. The Chongming Sustainable Community Project is designed
as a study approach towards sustainability in China. ‘She Ji’, the Chinese term for ‘Design’
signifies a process fostering complementary relationships between the urban and rural; local
and global; government and community; and business and consumer. The formation of a
network of supporting projects and resources lead to the making of operational prototypes
created through society itself.
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ABSTRACT

IThe research aimed to the positive and negative characteristics of "cute" and the effects
upon the character design evaluation, hoping to give designer a creation reference resource.
The pilot experiment pack up the evaluation variables, the vocabularies about "cute" then
did evaluation of "cute" characteristics and character design. The experiment results
showed that specialized background and age would influence the acceptation of negative
characteristics, for example, designers and teenager would accept negative characteristics
more, man like gentle and childish characteristics, woman prefer the character design
pieces with dumb characteristic.
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ABSTRACT

Research through Design is an approach to combine research and design activities to
generate knowledge.

Although there is no established standard (yet) on how Research through Design should be
conducted, my research project is largely based on this approach and borrowed several
elements from other approaches in social sciences as well. Aim of the project was that the
research results were both theoretical and practical, and its results would be disseminated
to both researchers and practitioners. In this paper | discuss how this was realized in the
project, and what this could mean for further development of the approach.

276



A Real-time
Rendering
Method of
Art Objects
Based on
Multi-
spectral
Reflection
Model

KEY WORDS

Computer Graphics, Multi-
spectral based rendering, Image
Reproduction, Art Objects,
Reflection Model, Digital Archive

Norihiro Tanaka Kosuke Mochizuki Jae-Yong Woo

Nagano University, Faculty of ~ Nagano University, Faculty of  Nagano University, Faculty of
Business and Informatics / Business and Informatics / Business and Informatics /
n-tanaka@nagano.ac.jp j06078km@nagano.ac.jp woo@nagano.ac.jp
ABSTRACT

The present study proposes a method for precise rendering of art objects under ambient
light sources in a real scene. The rendering method is based on multi-spectral reflection
model which developed from measuring light reflection properties on the object surface.
The method consisted of a measuring part and a rendering part. In the measuring part,
the object surface reflectance is measure using an imaging apparatus. The reflection
properties are characterized by capturing the object image at each incident and viewing
angles. Spatial and spectral distribution of ambient light sources in the scene was obtained
using an RGB digital camera and a fisheye lens. The spectral distributions of object surface
reflectance and the intensity of light sources are estimated from the RGB camera sensor
outputs without camera sensitivity functions. The spectral distribution of objects and light
sources in the scene is statistically analyzed by measuring the Macbeth color chart with
the RGB camera and spectral radio photometer. In the rendering part, a reflection model
describing reflectance properties of object surface is developed and the reflection model
is implemented to Graphics Processing Unit(GPU) for improving rendering performance.
Finally, we render a realistic image of the art object and confirm the validity of the proposed
method visually.
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ABSTRACT

Since improvements in standard-of-living, labor-time decrease, and leisure-time increase
are modifying their values and lifestyles, residents are increasingly requesting community
space where they can be more interactive and enjoy an abundant quality of life. In particular,
as children are most affected in terms of physical environment shaping their character
formation, community space is upheld as an important space which can aid in their physical
and social development, as well as significantly influence the establishment of their value
systems. In this sense, the role of child community space in helping children have a more
righteous and satisfying environment and growth experience is becoming more significant,
community space for children should not remain as a space for fun but should change into
a space for interaction. This study chose four apartments at Dongtan New Town, located in
Hwaseong, Gyeonggi-do. This study focuses on the characteristics of design for children's
community space and would like to make a proposal about future space planning for
children's community space.
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between
Color

Palettes and The purpose of this study is to identify how color palettes correlate with a movie’s main
character. Along with the literature review on color psychology, association, and semiology,

- a case study on the movie “Sympathy for Lady Vengeance” was conducted. From the
the MOVle results of the case study, we suggested distinguishable color palette patterns which help
movie producers express their main character’s psychological state in more emotional and

C h ara cter ! S effective ways.
Psychologic-

al State:
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the Movie,
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Activity Programs

ABSTRACT

This paper takes a look at museum learning for children, discussing from an information
design approach the design and development of tools used in this learning and case
examples of new activities that employ these tools.
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ABSTRACT

Films are not only for projecting graphical content but can also be evaluated from the point
of view of Kansei i.e; the stimulation sense and emotion in real time. Also, when one views
films or moving images with stories, including films and dramas, an audience reaction is
caused through various factors; the performances of actors/actress, cinematography, and
music, and thus can be moved to tears or feel fear. Especially, changes in emotional state
are different from impression and brought about as a result of responding to joy, which is
one of the basic emotions of human beings. Moreover, it is suggested that emotion is the
most positive aesthetic measurement toward objects. In this study, focusing on emotional
movement that is one of many aesthetic reactions in human beings’ watching commercial
films, we developed an interface for measuring emotional changes. The goal of this study
is to apply the output of our quantitative analysis on the results of the measurements to the
effective designing and production of films.
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ABSTRACT

This study focused on the changes of expression by coloring an outline picture of a famous
art work is better before and after being shown a full-color picture taken from an original
painting. The difference between two stimuli was observed and the cause of the changes
was clarified based on number of colors, color amount and the composition of colors. Two
original painting were used as stimuli: ‘Composition with Red Blue Yellow’ by Piet Mondrian,
and ‘Viale Del Giardino’ by Claude Monet. Results based on difference between numbers of
colors used showed that, the number of colors increased for children, while it decreased in
adults. When coloring in their images after being shown the original works, children tended
to add their impression from their own experience, whereas adults tended to consolidate
their re-working of the works and their experience.
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ABSTRACT

In modern creative economy, we would not say without the importance of mass media culture. And one
more important phenomenon is that the value of advertisement opportunity is growing dramatically. All
kinds of products and brands have very intimate relationship with popular culture such as broadcasting
and film industry. One of the most common methods in marketing is PPL(Product Placement).

The mass media and popular culture are incredibly influential to customer behaviour in this society as
| said above. PPL has been playing a role as a traditional process of indirect advertisement. However,
products have become more immaterial and service started to be included in it, then the territory of
PPL has expanded to BPL(Brand Placement). Those are, however, cannot explain new era of creative
economy any more.

At this stage, by more focusing on the future mind, | would like to launch a new concept of marketing
on design management, named a TPL. TPL stands for "Trend Placement' which came from PPL(Product
Placement). PPL is relatively passive marketing technique in terms of the limit of application. On the other
hand, TPL covers more wide and comprehensive scope not just product or brand but general life style.
For instance, a new job could be introduced through a character and a kind of new pattern of travel or
wedding can be expressed by an episode in TV programme or screen

TPL is indirect method but has enormous potential to attract business power. People are going smarter
and more sophisticated. Moreover, social changes in media environment such as appearance of IPTV
and offering a enhanced broadband bring about more delicate demands for trend. People do not want
direct advertising like a label on a certain product but better life style. To persuade customer in the
modern society effectively, all things involved new items should be exposed systematically. And the
system will be operated under the design management. This is a sort of way to share new information
that started from recognition of design management in creative economy. It is certain that TPL is enough
to be a productive business model in more cultural way. Therefore, the possibility of TPL to settle down
as a futuristic marketing tool in design management and various case studies of TPL would be intoduced
in this paper.
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ABSTRACT

Incense itself is definitely a product with an idea of designs, which contains the properties
of smoke, fire, and fragrance and also represents a strong vision of symbol. The most
important function of incense is to establish the channel between man and soul and that
fulfills all kinds of psychological needs for man. Through the action of lighting the incense,
you can feel the visional and sensory stimulation. Thus, nowadays lots of incense products
in Taiwan markets are eventually turned into new lifestyle designed products, not just for
sacrificial offerings.

In fact, incense commonly exists in Chinese culture life; however, there is not much
literature information. Our research is based on history review and the inspection of design,
focusing on modern historical development, function, and product style of incense. Analysis
is performed on the evolved features of how the incense was used and modified in Chinese
society. The following conclusions are summarized.
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ABSTRACT

Despite the fact that there has been an increase in the research on a social network service,
we still lack well-defined practical knowledge of how to design interaction of the service.
This paper is an attempt to develop an understanding of the interaction of the social
network service as its own distinctive entity, emerging between individuals and a user
interface of the social website. In order to grasp interaction of the social network service, we
defined four basic factors of interaction, namely time, space, information, and relationship.
After that, we extracted a variety of attributes from the combination of them, and classified
the key attributes. In addition, we performed a case study on how the attributes are applied
to various social websites such as Facebook, Cyworld, and etc. These attributes will provide
a conceptual tool to help designers to make a decision about how to design interaction of
the social network service which potential users may experience in a desired way.
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ABSTRACT

The announcement of the Cultural Heritage Preservation Act in 1982 indirectly triggered
the movement of restoration and preservation of historical monuments in Taiwan. At the
same time, continuation of traditional carpentry skills was also growing in significance
internationally. By studying the history adaptation of tool skills in traditional carpentry, the
relationship between engineering techniques and tools used in woodwork and specific
questions concerning the historic background and cultural variations (such as regional
culture, organization and regulations of craftsman gangs, etc.) can be verified.

Through interviews with traditional carpenters participating in historical monument
restoration and analysis of technical approaches and tools adopted in actual projects,
the following theory from examination of restoration operations has been established:
1. Advanced machines have replaced traditional skills. 2. Under the impact of technical
specialization, traditional all-around tool skills have declined. 3. New building regulations
and pay factors have resulted in differences in tool use. Subsequently, based on this theory,
this study intends to compile a technical history of traditional carpentry as well as an
explication of tools adopted in restoration of historical monuments in the hope of finding
new tool skills, engineering approaches and techniques 'adaptation’ to the present day
society, in order to reestablish and further develop the practical subjectivity of traditional
carpentry tool skills applied in restoration of historical monuments.
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ABSTRACT

The concept of simplification has become one of trend of modern design development.
Therefore, the purpose of this paper is to classify different types of simplification by
analyzing the characteristics and evolution of the product. The results of this paper can
be used as the references for simplifying design by designers. First of all, this study
collected many different types of products which are available in the market. Then, the
purpose, functions, and features of products are analyzed so to understand simplification
characteristics of the products. Finally, the products are classified in accordance with
the simplification characteristics. In this paper, classification of products simplification
is studied and the results can be concluded into four categories and 12 principles: 1.
Vision simplification: (a) lower elements of construction, (b) apply geometry on product
appearance, and (c) integrate with various materials; 2. Function simplification: (d) decrease
functions, (e) easy to operate and being understood, (f) reduce operation steps, (g)
experience application, (h) geometrized and standardized objectives; 3. Specialize on single
category: (i) single material application, (j emphasis of the original value, and (k) emotional
reinforcement. 4. Recycling: (1) utilization of eco materials.
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ABSTRACT

This paper describes an experimental prototyping methodology through a case study
of an MSc Major Design project. The experiment examines the potential for combining
VoodoolO, a “Softwired Flexible User Interface” [10] , with interface prototype authoring
software tools including DENIM, an informal web site design package [8], as a means of
creating early interactive prototypes of information appliances. DENIM’s exploration and
promise is described as is the eventual substitute software platform choice. Conclusions
are drawn, identifying elements from the experimental methodology that showed significant
strength and potential and those in need of development. Conclusions and lessons learned
from the work have since fed into a PhD investigation into the effectiveness of rapid low
fidelity prototyping techniques on the design development of information appliances and
this is briefly outlined.
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ABSTRACT

Electronic picture book integrates advantages of multi-media and provides a reading
experience that is different from reading other printed picture books. In this research, we
analyzed the usability of three e-picture websites in Taiwan through a questionnaire survey
and interviews to understand the current situation of the development of e-picture books in
Taiwan and make recommendations for improvement.
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ABSTRACT

Along with the development of experience marketing and experience economy, food culture
has been blending with theme marketing in order to attract consumers. Different types of
codes have been applied to catering themes to form different innovative services. However,
some restaurants have deviated from the traditional connotations of codes and transformed
codes with adverse meanings to new marketing concepts, thus developing unique codes
with innovative meanings. For example, toilet is deemed as dirty and stinky in traditional
code concepts. However, in the age of experience economy, the filthy image of the toilet
has caused the birth of a new type of theme restaurant that provides innovative services.
In this paper, this kind of service is called Ironic Code Theme Restaurant. The purposes of
this paper are: 1. Explore the values of theme restaurants and innovative services in the age
of experience economy; 2. Study how ironic codes are applied to the atmosphere of theme
restaurants and integrated marketing.

This research discusses the background of experiences, innovative design and cultures
through literature review, and summarizes some theme restaurants with typical ironic codes
with the aid of case study and semiotic analysis. With these studies, the paper concludes
the operational tendencies of these restaurants. However, the life cycle of these unique
theme restaurants is not so long as imagined and their particularities are still not clear
enough today. Their life cycle still needs further studies in the future.
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ABSTRACT

In this paper we present an experiment we conducted with spatial jewelry. We call these
pieces of jewelry Partydotcoms, since they are party jewelry which reflect a red dot to
the ceiling, and they are made for communication in particular party space and setting.
Partydotcoms are pieces of jewelry which are interactive, informative and decorative items
to wear and to create party mood. Social interaction among wearers and viewers was
experimented with Partydotcoms.
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ABSTRACT

This paper explores the relation of jewelry in cycles of everyday life. Rituals and emotional
attachments connected to jewelry have a strong influence in wearing and possessing
jewelry. Families and kinship act an important role when emotional attachments are arising
and merging into jewelry. Emotional attachments as well as jewelry being part of family
traditions make the biographies of jewelry long. Long biographies of products could be
considered as design drivers when designing new products. This paper discusses about
two aspects, emotions and rituals, which could be taken under consideration when
designing new jewelry.
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ABSTRACT

In this study, we examined the components of the constructing Mental Model in the
operation of the equipments. As an experiment, we asked 12 participants to operate
the digital camera. The Participants needed to describe the reason of each operation.
The components which would affect the constructing Mental Model were extracted
from their utterance. As a method of analysis, “Key Graph” which is one of the text data
mining techniques was used. By “Key Graph”, the frequently-appearing words and the
characteristic words were extracted and their relationship was considered to consider the
components of constructing Mental Model. As a result, the eight components of Mental
Model in the operation of the equipments were grasped. (The eight components are as
follows. Prediction of the Operation, Judging and Understanding the Situation, Modifying
the Mental Model, Understanding the Indication, Considering conceptually, One’s Use
Experiences, Motivation, Behavior for the equipments)
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ABSTRACT

Constructivism was the artistic thought which led the Russian art trend until the 1920s. It
was influenced by European cubism and futurism, asserting art for Industry as a geometrical
and abstract design for satisfying the ideology of new revolution.

It is more related to social interest rather than individual thing. The Artists tried to apply
their modeling principles in fine art to dress making. Constructivism art inclined toward
organization of pure geometrical space and environment formation. It pursued formative
ways of adjusting to the new industrial era. In the early days, Russian folkware motives
were reaccepted and applied to everyday wear. However, simple and concise products that
could go into mass production were designed based on the geometrical motives with two-
dimensional features from the influence of constructivism since the 1920s. New productive
clothes of new forms emphasizing function and purpose were designed. Their shape put
stress on geometrical organization principles and focused on a visual, practical point of
view. A precise geometrical design using simple cutting lines that make the body figure look
slim was the basic principle of silhouette. A simple oval representing the materialistic culture
was organized as well. Colors like contrasts of unicolors and primary colors such as white
and black were used and trimming was done with strong color contrast. Art-to-wear of a
modern image was designed based on this form.
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ABSTRACT

Modern urban cities are experiencing various problems like chronic traffic congestion,
environmental pollution, reduced open space, short of affordable housing, deterioration of
old downtown and sprawl. In these circumstances, the urban sustainability can be grasped
in many view points. Among these view points, urban growth management is one of the
most recent and important issue that should be implemented by local government for the
urban sustainability. This study will investigate the concept of Smart Growth as executable
strategy for the realization of sustainable urban growth management.

On the other hand, one of the most important problems that hinder the urban sustainability
is the lack of consistency in driving the sustainable strategy originated from the fragility of
virtuous cycle of internal organizations themselves.

This study will suggest an alternative local government organization model that enables
the consistency and virtuous cycle of sustainable urban growth management based upon
Regional Innovation System concept.
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ABSTRACT

Florence Nightingale’s dictum to ‘do no harm’ echoes a primary condition for sustainable
design. Written in Notes on Nursing (1860), she extended the teachings of the Hippocratic
Oath to promote her vision of sustainable design through analysis of the household
environment and the underlying physical conditions. Her sustainable design principles
include adequate ventilation, odor reduction in painted and papered rooms, and windows
for natural light and outdoor views. Such elements of sustainable hospital design endure
today as a paragon to many design professionals dedicated to creating sustainable
healthcare environments. While currently there is much awareness in addressing the
importance of sustainable practice in healthcare environments, there is little scholarship
devoted to the consideration of historical precedents for using sustainable principles in
hospital design. This paper explores the relevance of Nightingale’s 19th century guidelines
for British hospital construction to 21st century sustainable design practice.
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ABSTRACT

Most architects use concrete forms to help them develop ideas. Such process is commonly
found in conceptual sketching and abstract graphics. The sketches developed by the
designers not only record the designers’ concepts but also help the formation of the
concepts. This study investigates how the novice students of architectural design (first-
year students) come up with something new from the process of sketching and then design
and construct the models of the sketches. In addition, the research tries to explore the
relationship between design concept and sketching of architectural design novices by
analyzing the time consumed, amounts of sketches, model making time period and the
results of their sketches. These data are eventually integrated with teachers’ observations to
finalize outcomes from this project.
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ABSTRACT

This study comparatively analyzes gender difference in digital gaming from a relatively
new perspective of mental analysis and analytical psychology, not relying on conventional
gender values, and discusses a new approach to interpret the self-identity of male and
female game players and the psychological meaning of their gaming activities.

In order to focus on the unconscious and instincts of human beings in a virtual reality, this
study employs Freud theories and C.G. Jung’s theory of collective unconscious to conduct
this research as follows: first, to discuss a new theological approach to the self-identity
of male and female game players as well as the psychological meaning of each of their
gaming activities; second, to discuss the difference between male and female game players
in expressing and satisfying desire and experience of fun in digital gaming; and finally, to
discuss the psychological reason behind a certain tendency that male gamers enjoy games
for female and vice versa, which is quite distinctive from gender swapping online in which
players merely hide their gender and play the opposite sex. The reason that this study takes
a ‘psychological analysis’ approach in digital games instead of other various forms of visual
culture is that they are a type of media forms in which the conscious of male and female
subjects in reality is fully expressed so that the self-identity of the human self is emphasized
more than any other form of media.
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ABSTRACT

Due to educational reformation emphasizing on diverse entrance, technical colleges and
institutes in Taiwan now recruit graduates from both high schools and vocational schools.
However, the uniform course design prevalent in colleges and institutes does not take
students’ diverse backgrounds into consideration. In addition, the difference in students’
spatial design ability, a core quality required in studying architectural design, inevitably
causes learning problems among students and poses difficulties in teaching among
teachers. The purpose of the study is to explore how to redesign courses to fit the various
needs of students with different training backgrounds. Double variables analysis is applied
to analyze the performance of students with different training backgrounds in design
courses.
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ABSTRACT

This study looks at the business model that Toyota developed and employed for the LEXUS
line in Japan, looking primarily into the role that industrial design played in the entire
process ranging from the planning

of services to provide to their implementation. The Apple iPod and iPhone created a whole
new market by leveraging a wealth of new services added to the combination of off-the-
shelf hardware and software elements; they are not necessarily seen as technologically
groundbreaking products that formed a new market. In this service-centric networked
society, a new business model must win the hearts and minds of consumers to do well.
Apple has taken a novel approach to product planning from the very beginning.

Likewise, Toyota owes part of its success with the LEXUS to the decision to offer a series of
systematic services to the luxury auto market where brand-building efforts had long been
the name of the game. Instead of going after cutting-edge technologies, Toyota has chosen
to lay greater emphasis on making customer-focused services available to LEXUS buyers by
refining matured technologies. This approach has proven successful in offering customers
a higher level of experiential values that go beyond conventional hospitality. Automakers as
well as consumer electronics companies today design and develop products that offer a
high level of integration of hardware and software. In this study, we identify success factors
behind the LEXUS's implementation of services that met customers unconscious and
unvoiced needs, seemingly little dependent on customer- and market-focused approaches
and field-initiated improvement programs. We also present in this study a framework that
allowed the designing of services, primarily from the perspective of the role that industrial
design played in the process.
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ABSTRACT

There is a great diversity in the architectural forms and styles of aborigines in Taiwan, and
the use of local material reflects their close relationship with the nature and demonstrates
the wisdom of Taiwanese aborigines to make the use of limited environmental resources.
Located in the Central Mountain of Taiwan, the tribes of Paiwan, Rukai, and part of the
Bunun have developed an architectural style, building walls with stones, pillars with timbers,
and roofs with stone slates. Such buildings are named as “slate houses.” The present
study found that such slate houses are characterized not only by the geological locale,
but also the custom features and the recycling of stone slates. Furthermore, they adopt
various components and materials with great diversities which can withstand typhoons and
earthquakes. These characteristics are valuable for contemporary architectural concept that
live in harmony with the nature and for cultural preservation. The study aims to explore the
significance of “slate houses” in the history and their architectural concepts and to offer
explanatory interpretations.
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ABSTRACT

In the design development process, if the decision-making and evaluation to developed
deliverables could not be properly carried out, not only the product value should be ruined
but also the risk of decreasing brand value and revenue of the company should be raised.
Therefore major manufacturers have challenged to find better methodologies or processes
of evaluation and decision-making in the product design development in order to eliminate
failures. However, universal methodologies and processes making possible to eliminate
failures and increase the success rate have not been established yet. In the previous
research program with international comparison we found that so called "Panel Evaluation”
program has been executed as an important tool for the decision-making in the design
development process in the global automotive and electronics industries. Through the
further research activities we also found out that methodologies and usage of the results of
evaluation are greatly different depending on the region of the world or the type of industry.
Obviously while the evaluation by the third parties has contributed to find out certain defects
or negative points on developing products and increase the commercial value on the final
product through improvement, it has not necessarily proven that the "panel evaluation”
could be a perfect methodology because the results has sometimes misled the decision. In
this research we have analyzed current "Panel Evaluation" programs to find the benefits and
problems and present a hypothesis about the way how to make it more perfect. Thus we
would like to help to establish a more effective methodology for design management.
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ABSTRACT

Genre paintings usually depict people’s lifestyle and are characterized by observational
accuracy and documentary credibility. For governance needs, the Ching Dynasty sent
painters to portrait the lifestyle of Pinpu tribe, aborigines in Taiwan. These genre paintings
not only record what historical documents did not mention but also provide the image
data with the value of the times. With an aim to interpret the concept and outlook of
architectural design of Pinpu tribe, the present work used genre paintings and historical
written documents as the research foundation. This study found that the environment
factors result in different regional features between the north and south. In addition, Pinpu
buildings emphasize the mechanism of defense, access to local construction material,
water resistance, the efficiency of the construction, and the design of tribal garden plants.
It is hoped that the genre paintings with the aids of historical written documents can clarify
the concepts underlying Pinpu architectural design in Taiwan.
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ABSTRACT

The environmental situation that we lived nowadays makes us, rising responsible to think
more about sustainable products. The present work shows an auto critical study on the
sustainable aspect of a product designed with an ecology concept. The bowl Anemone is a
proposal of container, which is formed by folding a piece of laminated material. It does not
require extra elements to maintain its form. This bowl was developed from the deployment
(foldable) structures in nature studies.

A series of positive characteristics of the self-structuring container includes capacity for
reuse, facilities of recycling; production with low-cost manufacturing processes; storage in
reduced spaces; capacity, once formed, to hold liquids and to return to the original form;
easily washable; can be produced with different materials; esthetically attractive, with
curves that give dynamism.

We thought about the different situations in which Anemone can have greater level of
sustainability depending of the material with it is produced. The objective of this study is
to know the environmental impact that can have the same product raised with different
materials, this way we can make a better decision for products development and not only
take in account the aspect and functionality.

The design of Anemone (fig. 1 and fig. 2) can have certain degree of sustainability, but there
are more aspects to consider, besides the aesthetic, functionality, ergonomics and the
production, transportation, packing, pack, use and discard.
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ABSTRACT

Shopping bag (Ecobag) was designed which is reused of cartons of milk that is wasted in
school lunch. The purpose of this study is to increase children’s eco mind, to reduce plastic
bags and to activate local shopping street through activity using Ecobag. By conducting this
activity, the following results were obtained: 1) 958 of plastic bags were reduced during 36
days and it can convert to 206.9 kg of CO2, 2) About Ecobag, design was satisfied by many
of users but size and strength have a little problem, 3) By this activity an eco mind of almost
children increased, 4) Questionnaire research was conduced after an activity, it is concluded
that this activity program was accepted.
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ABSTRACT

We propose a method for digital archiving of the Japanese sword based on multi-spectral
reflection model. In this study, 3D computer graphics images of the Japanese sword are
rendered with measured data of light reflection intensity on the surface. These data are
measured as follows: First, to acquire geometrical information of the Japanese sword, we
measure shape of the Japanese sword using a laser range finder. Secondly we make an
apparatus for measuring reflection properties of the Japanese sword. The apparatus consist
of a lighting system, goniometric rotating arms, and a vision system with digital camera.
Image data from this apparatus are used to estimate various parameters of the surface of
Japanese sword. In order to obtain the texture information on the surface of the sword,
we measure spatial distribution of reflection properties on the surface. At the rendering
stage, we use spectral 3D light reflection model for creating computer graphics images of
the Japanese sword. Thirdly, we implement the proposed method to Graphics Processing
Unit(GPU) for real-time rendering of the Japanese sword image.
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ABSTRACT

Many products have historically contained an intentional narrative yet almost all products
carry less obvious inherent narratives; traces of their production or of their cultural origin.
Many contemporary product designers recognise and try to utilise the potential of the
product narrative and the impact it may have on the end-user. This paper looks at the
value of storytelling in current product design and the role of the designer as storyteller.
Storytelling will be outlined through a framework comprised of Narrative, Manufacture,
History and Interaction. The main body of the paper focuses on the award winning design
practice of the authors’ Bernabeifreeman, in relation to a project undertaken with the
Embroiders Guild, Victoria as a case study. The Presence of Things: sense, veneer and
guise exhibition centred on the ability to embed strong historical links into the products
that were designed in response to the collection of the Embroiders Guild. This paper will
discuss the designers intent in the design process as well as methodologies used to embed
emotional triggers in the work.
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ABSTRACT

Riding information of bus was old and complicated, the information of bus routes, stations,
car numbers, and schedule. The research aims to the communication information of the
existing bus stops’ information software from the perspective of the elderly.

Analyzing from interactions or design deficiencies between bus stop and the elderly; then
adopted structural questionnaire interviewed the elderly what kind of the information in the
object and necessary when they faced on the problem of riding information. In the future,
we have deliberated about the obvious and simple bus stops information to improve the
quality of the bus transportation system that provide barrier-free transportation environment
for the elderly and raising the quality of life.
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ABSTRACT

Beginning with Jong-Ro and Chunggechun in 2003, the city of Seoul has been continuously
progressing projects for improvements to city landscapes. In Myung-dong, the center of
shopping and culture, a sign remodeling project was executed from September 2008 to
improve the disorganized signs on the main streets. The advance study (Study on visual
factors of outdoor signboards by Hyun-Jung Kim, 2008), which was carried out for the
signboards in the Myeong-dong street before the project was launched, indicated that the
signboards were too big for the buildings, provocative in coloring, extremely numerous and
complicated in their locations.

In this research, 23 store owners and 105 pedestrians were surveyed for preferences
and satisfaction degrees: Their results were analyzed in order to improve the aesthetic
refreshment of street spaces and the conveyance of effective information to pedestrians
and to find out the degree of recognition regarding signs which were improved to be more
suitable to the local area related to store sales for establishment owners targeting the
Myeong-dong area.
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ABSTRACT

Due to children's internet use rate climbing to 93.3%, many websites are opening separate
websites exclusively for children and providing diverse information. Even independent local
governments have opened an exclusively-for-children website and are providing public
relations information as well as diverse study materials; however, it seems that research
and study are necessary to see if such sites are providing designs which raise children's
interests while conveying information easily within its utilization purpose. For this, studies
regarding visual factors (lay-out, color, and letterings) of the websites are seen to be
required.

In this research, as the first step on studies regarding effective design for local government
websites for children, visual factors of Korean and American children's websites will be
compared and studied.

293



Utilizing
Geodata for
Interaction
TV(IPTV)

Experience

KEY WORDS

Paper User experience design,
Interaction TV, IPTV, Geodata, GIS,
Mashup

Sohyun Kim Hyunsuk Kim

Hongik University / Seoul, Hongik University / Seoul,
Korea / sacerhun@gmail.com Korea / Kylekim@gmail.com

ABSTRACT

This study was conducted with the aim of modeling an information structure that would
allow appropriate methods of amassing, integrating, and arranging all collected information
related to each derived Geodata content type. The analysis of the status and types of
Geodata contents currently serviced through the web and mobile provided the preliminary
case study through which the types of Geodata contents most appropriate for the IPTV
were derived. User viewing research and user need research were carried out in order to
extract the most appropriate types of Geodata contents for the IPTV environment. The
information collected based on the results of the first and second rounds of research were
mapped to the content types that were already being serviced by the existing media.
Through this mapping, the appropriate types were extracted and a corresponding prototype
was produced. The results of this study propose the necessary basic structural factors of
the information types for the future development of IPTV contents.
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ABSTRACT

The world of design is enmeshed with discourses concerning the application of linear
and non-linear concepts, systems and methods. Both academics and practitioners have
debated the values; use and location of both types of approach in design and the density
of either type of system can be observed across diverse creative disciplines, sometimes
fluctuating according to historical circumstances. Industrial design and engineering have
long enjoyed the cohabitation of a problem space composed of a sophisticated mixture of
linear and non-linear systems which narrate the breadth of thinking from the innate through
to the ultra rationalist approach. The relationship of these systems illustrates the diversity of
problem solving that in many ways is mirrored across the whole spectrum of art and design
disciplines and maps the range of problem types from the definable through to the meta
and the wicked.
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ABSTRACT

This paper presents the case study of an experimental graphic design workshop held at the
Design Faculty of The Politecnico di Milano in 2008 and 2009, focusing on the role of craft-
based techniques within the contemporary graphic process.

Digital technology has in fact two opposite and yet intertwined effects on contemporary
attitude towards the handmade. As a general rule, it seems to be progressively substituting
all previous graphic techniques, locking craft out of the design area. On the other hand,
digital devices provide designers with a flexible platform for technical crossbreeding.
This last effect turns into an opportunity for designers to redefine the role of craft-based
techniques within personalized processes.

Focusing on the ‘imprint’ pattern [5] and embracing a ‘bricolage’ approach to traditional
techniques, this paper argues how craft-based procedures can provide the computer-aided
design process with a heuristic tool for visual investigation.
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ABSTRACT

In the research of Human Factors Engineering, comfort of seating is defined by scientific
measurements such as pressure, force and Electromyography (EMG) signal. This paper
proposed a method of exploring consumers’ requirements of comfortable coffee chairs
using Interactive Genetic Algorithm (IGA) processing where consumers evaluated their
preferences. The research found some preferences coincided with Human Factors
Engineering theory. On the contrary, some were opposite. Furthermore, there were
preferences not addressed in theory of Human Factors Engineering. Hence, IGA would
not only help to explore consumers’ requirements, but also provide designers with further
concern while designing comfortable coffee chairs.
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ABSTRACT

This study attempted to find a method of applying digital storytelling technique, recently
being studied actively, to improve emotional user experience in navigation of websites.
Websites were analyzed on digital storytelling elements to suggest a means to utilize
digital storytelling in existing websites. A website which applies each element by step
was designed for an experiment on 40 users on their reactions and experiences. CVPA
evaluation, emotional evaluation, usability test and satisfaction evaluation were measured on
each website. As a result, better emotional user experience, usability and satisfaction were
observed from navigation of website with digital storytelling. The authors anticipate helping
designers make more emotional website navigations using digital storytelling technique.
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ABSTRACT

In order to promote the ethic value, many professional associations establish professional
code of ethics for their members. With the establishment of an industrial design code of
ethics would be of great help for designers when facing ethical issues. This research aims
to set up a code of ethics for industrial designers in Taiwan. The research process consists
of two phases. First, codes of ethics from design associations’ websites in the world are
collected for reference. Six codes of ethics from overseas are analyzed and compared to
construct a basic framework of aspects relating to the design stakeholders. Second, based
on the analysis result, in-depth interview and questionnaire survey are then conducted to
solicit opinions and views of practitioners, promoters, and educators. It is concluded that
although the ethical issues extracted from the international codes of ethics are not all of
equal importance, they are all significant to designers in Taiwan. The result of this study
could not only be a reference for drafting a formal code of professional ethics for industrial
designer in Taiwan but also for other professional organizations to the establishment of their
respective code of ethics.
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ABSTRACT

India is one of the largest producer and consumer of motorbikes in the world. Out of more
than eight million two wheelers that were produced in India, in 2007-2008, around 90%
were sold in the domestic markets.

With the increase in competition and diminishing technological differences, design rather
than technology has become the prime differentiator among various motorbikes. The use
of design as a strategic tool for business advantage offers a spurt of choices to Indian
consumers. More than one hundred motorbike models are seen on Indian roads which are
primarily differentiated by users on the basis of their aesthetic and emotive qualities in the
first instance However, among these only a very few designs enjoy sustained attachment
and longevity among bikers in India. The frequent changes of motorbike style lead to
unsustainable consumption of environmental, economic and human resources. This paper
proposes a model for sustainable styling of motorbikes in India.
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ABSTRACT

Researchers world-over are investigating the role of emotional experience in designing
so as to extend the established limits and boundaries of the design discipline. Efforts are
also being made to make the design discipline more amenable to market realties and user
satisfaction. Though the emotional responses of users towards products and influence of
products on triggering emotions have been studied independently by researchers in the past
yet very few tools and methods are available for designing emotion-laden products. It is in
this context that an industry supported emotion centered design workshop was conducted
with 20 design students at Indian Institute of Technology, Delhi. The aim of the workshop
was to develop new helmet graphics on the basis of emotions. The paper explains the
method adopted for designing 20 unique helmet graphics. The results of the workshop
establish the efficacy of the proposed method in designing emotion-laden products.
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ABSTRACT

We define fashion illustration as a general term for pictures which express fashion. Fashion
illustration is made public and circulated through media. In this paper, we start from tracing
back to the origin of fashion illustration in Japan. We think it is in Edo period that the very
first fashion illustration has started to be published especially through mass media. And
we survey Japanese fashion illustration from the aspect of announced media and to clarify
the meaning overall. As a result, we found that there is an intimate relation between fashion
illustration and media. As we discussed above, fashion illustration is affected by media’s
progress, since fashion illustration is published and distributed through media.
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ABSTRACT

For the successful adaptation of the designs of the Trams and related to them that reflect
the local characteristics, activities by the supporting organizations are essential and such
activities have been studied. Organizations have been promoting consistent communication
within the range of their own responsibility taking advantage of their internal diversity. During
its course, they are recognized as an interested party and gained uniqueness. Consequently,
they became trustworthy. This suggests a successful case of citizens’ group’s efforts in
urban development.
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ABSTRACT

This study is reflecting on the practice of producing meaning, and the mutation of products
to signs, to offer implications for designers to conceptualize the variability of the subject-
object relationship. A model of user-generated meaning to objects is introduced, identifying
basic categories that classify today's products according to their sign value. Consumer
objects nowadays are open to be formatted with arbitrary values and meanings. Consumers
discover their capacity to play with, change and even construct the meaning of a product.
There is a shift from passive to active consumers and users and the subject-object
relationship is continuously evolving from material to immaterial values.
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ABSTRACT

When designing an entirely new system, people with different specialties often have different
opinions about the system-to-be. On one side, user’s behavior is very abstract and flexible,
UCD tells people to focus on user’s need and behavior. On the other side, the system is
very explicit and concrete. Engineering tells people to pay attention to structure, speed and
reliability of the system based on existing technologies. However, a system can only be
valuable when a user uses it, thus the communication between domains is crucial to the
success of a system. Although methods and models have been proposed to facilitate the
process, few of them can provide an equal view of the interaction between user and system.
So in this paper, we discuss the use of 5W1H and 5 Human Senses in Scenario Modeling
in home environment to make an accessible representation of the interaction between user
and system.

* This paper is sponsored by a project‘Cluster for Advanced Information Displays with
Enhanced Human Sensibility Ergonomics’under Seoul R&BD Program (10555), Korea
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ABSTRACT

With the prevalence of digitization, readers’ habit is changing. Many people read e-books
on the computer monitor instead of printed books. In Taiwan, the declination of book sales
may reflect this phenomenon. However, it does not mean the end of printed books, but
shows a good opportunity to improve books’ binding design to draw readers’ attention and
raise their purchase intention. This study focuses on understanding readers’ preference of
book binding design and, to propose design suggestions.

Given the above reasons, a questionnaire survey was conducted in Taipei. Novel was
selected as a representative due to its best selling on the market. It is concluded that
good book cover and binding design plays a key role for drawing readers’ attention and
motivation of purchase. As different readers perform different consuming behavior, designer
should focus on utilizing unique design features on binding to suit different reader groups.
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ABSTRACT

With globalization, attention to how different cultures perceive texts visually and
ideologically has become increasingly important to design. As internationally read texts,
manga provide insights into such perception. This paper articulates how Japanese and
American audiences perceive narrative sequences and ideological content. The study
is based both on textual analysis and on surveys that explore both sequencing issues
experienced by these audiences, and judgments made by readers responding to complex
contexts created by Hayao Miyazaki in Nausicaa of the Valley of the Wind. This study
uses online surveys to explore how audiences negotiate manga narratives. Data will also
be collected on the perception of Japanese cultural mythologies as well as themes such
as good versus evil, the importance of family and community, habits of individual ethical
behavior, and the importance of environmentalism. Special attention is given to perceptions
involving both Miyazaki’s use of young women as action heroes and his creation of morally
ambiguous villains.
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ABSTRACT

Human performance will be a critical factor in future long duration exploration missions
in space, for instance to Mars. In addition to physical risks in a hazardous environment,
crew face social and sensory deprivation in a confined, isolated habitat. A key paradigm
affecting the mission will be the crew's autonomy. How can the spacecraft itself support
psychological wellbeing through meaningful design intervention?

This short paper summarises the first phase of a current study addressing the psychological
issues in extended space missions through sensory design. Based on a review of key
features in crew habitation found to be psychologically beneficial, it examines terrestrial
design approaches that - applied to spacecraft - could yield new insights for the design of
human-centred applications.
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ABSTRACT

Culture has been the center of attention in the design field because culture and design
infiltrate mutually. This thesis analyzed the historical and connotation meanings from the
evolvement of the shape of the character on the basis of analyzing the element “f1 "
(harmony) and the opening ceremony of 2008 Beijing Olympic Games. Then the focus was
shifted onto “Fi1” element's performance in the traditional art with different modes, such
as its geometrical shape, homophony culture and sagas. Finally this thesis was developed
through analyzing the “Fi” element's generation, innovation and application in modern
design with the Olympic opening ceremony as an example. During the development, this
thesis probed into f1 ' s most representative visional expressiveness and the outlook and
possibilities for He culture to be applied in modern design. Relative theories of semeiology
and linguistics were helpful in melting “Fi1 " culture into modern design to expect that
Chinese style design can be recognized and identified.
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ABSTRACT

Aging populations are a phenomenon that industrialized nations have had to start
addressing in recent decades. To understand the needs of an aging population, designers,
architects and city planners must work together to accommodate and integrate a rapidly
growing senior population.

Rather than creating additional special infrastructure like nursing homes or geriatric centers,
the focus of the poster will be on how to extend the independence and quality of life of
senior citizens through the application of mobile and embedded computing.

This poster presents the application of design scenarios by a group of industrial design
students to explore and understand the daily activities of Korean senior citizens and how
the application of mobile and embedded computing can significantly improve their self-
reliance.

The poster will present student examples that explore the different situations that Korean
senior citizens face in their daily lives. The poster will address the issues of independent
living, health, and interaction with the local community.
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ABSTRACT

As Wall-Pad's market became expanded, the importance of user interface in home network
environment is increasing. In the past, usually interphone was used just to open the front
door; however, in these days Wall-Pad which takes the place of interphone has great
functions which could control home network system. It is true that the past interphone's
form is changing, but today's Wall-Pad only have great functions, its user interface is
designed without considering the usability.

In this paper, to improve this, | tried to offer more convenient experience of home network
service to user by analyzing user's real life pattern and their environment. | was grasp the
situation of using Wall-Pad through user research, and analyze the data. As a result, | was
classified user groups who use Wall-Pad into three groups and defined each one as user
persona; working mom, housewife in wisdom of age and young housewife. | suggested the
new Wall-Pad Ul design of home network environment which fits each user by making user
scenario.

In conclusion, not only increasing the use of Wall-Pad it could provide suitable Wall-Pad's
Ul design to users, furthermore, it would do Ul design's role which contributes to home
network age.
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ABSTRACT

Development of IPTV offers user to chose variety of different individual favored channels and
this movements demands better & easier interface for searching channels. Therefore more
variety interfaces should be proposed for future IPTV system and lot more studies should be
made for suitable GUI device for multi-channeled IPTV environment. Mouse based pointing
device is one of the suitable device to expand the possibility of user interaction and it is
well matched device for IPTV system. By using such a pointing device, it will both increase
the efficiency of researching system of IPTV and the quantity of data and therefore this
will bring a better device system with better convergency and utility. First of all, the affinity
diagram and the wire framed diagram for current IPTV Interaction pattern has been made to
organize collecting data. Secondly, the proto-type of the pointing device has set up by using
the data analysis and candidates of the new channel researching system. Lastly, there was
the first usability test to make a clear comparison between two different devices and this
provides the key factor of the better utility. The Experiment procedure has been designed
to follow the whole contents from start to end. The second analysis was based on the first
usability test and it contained tasks such as Metaphor, Direct Control, and simplicity. So, the
evaluation could compare the Pros and Cons of each result from those tasks. As a result, it
was clear to know that the proto-type pointing device marked higher level in using channel
or contents searching.
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ABSTRACT

This paper analyses art collective Superflex' FREE BEER project; a beer brand that seeks to
promote a critical understanding of free creativity and intellectual property rights by inviting
beer enthusiasts to brew their own beer. The paper seeks to demonstrate how the project
contributes to Superflex' profile as contemporary avant-garde artists and how their work
has contributed to the field of design.
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ABSTRACT

Ubiquitous computing in education has radically affected the way in academy; however,
it is still in outset especially with emphasis on database in the field of early childhood
education. The study constructed a web-based learning portfolio to enhance teacher-
parent communication in kindergartens. The interface design of e-learning portfolio was
divided into two parts of private area and public area. The private area named as learning
and growth comprised three sections of learning portfolio, formative assessment and online
discussion that was in need of password to login. The public area included update news,
about us, class information learning activities pictures and large group activity pictures.
Participants worked on the platform and answered the questionnaire. The results described
that participants were satisfied with the private area including four competence profiles that
characterized the platform different from the others. The study suggested that it is in need
to merge teaching portfolio and learning portfolio as a whole platform.
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ABSTRACT

Many media designers have a background that is closely related to art. They produce
aesthetic experiences. But can their work processes also be determined through aesthetic
evaluation? The work is usually done in project work process that at the first glance seem to
have nothing at all in common with aesthetic.

Organisational aesthetics have been studied from the environment of the organisation point
of view, where the workplace's aestheticization is thought to help, for example, when a
company or department changes its strategy. Because of the flexibility of aesthetic thinking
and aesthetic values, it can even be applied to evaluating things where previous thinking
and operational principles are no longer sustainable.

Aestheticization can be seen as an expedient to raise value of some everyday life
manoeuvres like cooking, or also as a pedagogical or therapeutic instrument.

The aesthetic beauty in project work can be crystallized to fluency, which means, amongst
other things, that the work is divided to the project workers adequately and they produce
outcomes useful to the organisation in a given time.
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ABSTRACT

This study tries to understand Korean living space by analyzing the changes since the
Chosun Dynasty to the present. Most of the existing studies on traditional living space
of the Chosun Dynasty are focused on architecture shape, color and pattern. However,
intangible element should be also considered with the tangible element. Understanding the
living culture of one country should come with understanding of the intangible living culture
most of all. In this study, we looked into the factors which have influenced the past and
present living space through the cultural factors to understand the intangible element. In the
Chosun Dynasty, such intangible culture as religion, philosophy, ideology and social system
influenced the structure and role of the living space. Today, however, such intangible culture
as value, perception and habit acts are considered as major factors to choose the living
space. In the future, such intangible culture as individual value, perception and habit are
expected to be focused more. It is, however, obvious that tangible factor stands out more
distinctly in the living space. Therefore, the most crucial part for the future living space is
how to apply intangible culture into tangible way.
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ABSTRACT

The complexity of connections and relationships that articulate our society has transformed
the way we conceive and project the spaces of communication: the rise of the World Wide
Web has furthered the development of complex systems to manage information while the
hierarchical construction of classificatory systems has guaranteed the first footsteps for the
formalization of online knowledge. Notwithstanding, some popular taxonomies (folksonomy)
have been growing. These contemporary bottom-up processes inscribe social relationships
in networks: they show that every phenomenon is inter-related and that it is possible to
manage a sustainable dimension of knowledge by means of a collaborative approach.
However, apart from that dimension of connectivity between people, the social role of
information must be also considered. This role relates to the de-codification of links, deals,
bonds and contamination between the different layers of knowledge involved in everyday
life. It is exactly in “the space between” these two different and interrelated worlds that
design can find new frameworks of intervention.

The main objectives of this paper are to investigate “the space between” these two
dimensions, decoding the idea of cybrid design; to explore which are the sceneries and
possibilities for frameworks like WiredBook and Electronic Margin to overcome some
limitations of the actual paradigm and to underline how design can collaboratively define
new guidelines to sustain and facilitate a bottom-up construction of knowledge in a specific
field of application.
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ABSTRACT

Considering the gradually increasing pressures to construct a more sustainable society, it
is required to reconsider the current product design and manufacture. So development of a
new design paradigm is needed, changing from mass production and mass consumption to
the service-oriented post mass production, which pursues the differences in product quality
and service-based product value creation with consideration of product lifecycle. Currently
the key point behind this trend is to construct new design methodology for product added
value creation based on Kansei Engineering from the perspective of considering the ‘product
element’ in a service & product system.
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ABSTRACT

The concept of temporality has been explored in theoretical work such as cognitive science,
philosophy and logic. In interactive system design, however, there is no well-established
method for incorporating the temporal dimension. The goal of this research is to develop
a methodological framework for interactive systems design that incorporates the temporal
dimension in order to enhance experiential qualities as well as the accessibility and
efficiency of a system’s use. To develop a methodological framework for interaction design,
the research will: 1) identify the concept of temporality as a qualitative process by focusing
specifically on images or imagery as an interface between a human and information; 2)
develop a qualitative process model for temporally evolving state transitions while a user
uses an interactive system; 3) propose a methodological framework incorporating the
temporal dimension by investigating theoretical works including Qualitative Process Theory,
Temporal Logics, and Situated Action Model; and 4) design a simulator to evaluate a
proposed framework.
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ABSTRACT

This research investigates comfort factors of users’ aesthetic experience, in particular, the
kinaesthetic aspects of human sensory activities and perceptions. The main aim of the
research is to develop concepts and design principles of movement-based interaction for
inducing emotion, focusing on wool clothing as an interactive object. This project utilizes
theories, design practice, and existing scientific research into the comfort factors of wool
and user participation. The research outcomes will inform and assist designers and a
partner scientific organization, (the Wooldesk of the Department of Agriculture Western
Australia (DAFWA), by providing new insights into the concept of aesthetic comfort.
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ABSTRACT

The objective of this PhD work is to devise technological interventions to support people
with family members living abroad. This paper describes a component of this work, that
is a probe study where members of three-generational families, where at least one person
is geographically separated from the others, talk about their emotional experiences. The
method for eliciting this information is described along with the grounded theory analysis
used to analyse them. Some tentative themes are outlined.
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ABSTRACT

The proposed research investigates how designers use heuristics, or cognitive strategies, to
identify specific solutions in a “trial and error” creative process, and how team collaboration
may use multiple heuristics across team members as a means to generate robust designs;
that is, designs that remain successful despite variability in consumer preferences, both
over people and time. The intent of this study is to understand the cognitive heuristics that
support creative, innovative, and robust designs. Heuristics are reasoning processes that do
not guarantee the best solution, but often lead to potential solutions by providing a “short-
cut” within cognitive processing [8]. It is proposed that designers utilize specific design
heuristics to explore the problem space of potential designs, leading to the generation of
creative solutions. Further, these design heuristics can be taught, and their use will facilitate
design at multiple levels of instruction.
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ABSTRACT

Sustainability has become a central research issue for interaction design, as emerging
interactive products can create serious environmental impacts while products are being
used. This research investigates a design method for sustainable interaction. A main
concept of the design method is to understand and to apply unconscious human behaviors
in design. Products designed with this method are expected to be used unconsciously
by users with reduced environmental impacts. A framework of design space matrix is
proposed, after understanding the attributes of unconscious human behaviors and the
types of interaction behaviors causing environmental impacts. The proposed framework and
design cases can be used as a base of an advanced sustainable interaction design method.
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ABSTRACT

In this paper we describe the introduction of human interface concept in medical field for
new medication systems. The method of taking a new medicine is designed by clarifying the
relation between man and the medicine. As a result, we find the difference viewpoint among
medicine manufacture, medical staff and patients. We could design a new safety syringe
and a dry powder inhaler device used by product design methods. It should be noted
that medicine components, medicine effects were not changed. We could develop new
solution for medical safety and usefulness of medication by design. We identify this design
development as peace keeping design project. And it seems to be one of the methods of
human-centered design.
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ABSTRACT

Service system design is the current big challenge for design researchers especially
when the services are to be tendered in household setting. Design needs take a whole
new meaning due to the complexities in terms of individuals, technology awareness and
lifestyles. Service design in particular seems to show a lack of design methodology which is
user centered (user characteristics as well context-of-use models). It also does not account
for business needs such as revenue models and technological needs such as information
flows and device ecologies. This research attempts to resolve the design method paucity
as well as propose user-centric service architecture to help design of services. Methods
proposed include graphical network analysis method such as Petrinet for simulations as
well as UML (software system modeling method) for ensuring repeatability and sustenance
of design.
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ABSTRACT

Research on design indicates the lack of academic study on firms that are able to develop
a design function to generate sustainable competitive advantage and on their managerial
practices, values, and assumptions to be associated with appropriate management of
design. The ability of firms to orient themselves to design products/services successfully
will provide them with significant competitive advantage. In this paper, | introduce a new
strategic phenomenon, namely, “design orientation”. | seek to contribute to the systematic
development of a theory of design orientation which will aid designers, design leaders,
executives, and potential investors in making assessment of design strategies.
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ABSTRACT

Design and innovation are inherently uncertain. Designers deal with uncertainty associated
with multiple causes. Design methodology aims to support the designer in dealing with
uncertainty. However, it often does not provide methodological support that is adaptable to
the individual’s needs in new and uncertain situations. In this doctoral research project, the
aim is to create a better understanding of designer behavior in situations of uncertainty and
their need for design methodology. The knowledge will be used to develop a web-based
tool that assists designers to deal — or play - with uncertainty. The overall goal is a step
towards designer-centered methodology.
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ABSTRACT

Design tools are used by industrial designers to embody design ideas. It can be a challenge
for novice or less experienced design students to understand the relationship between the
character of the design tool and its application during practice. This is because practice is
dynamic and progresses from conceptualisation towards the development and detailing
of design ideas. The paper proposes a framework for the taxonomy of design tools and
the measurement of their character. The aim is to provide novice designers with a more
informed understanding of the relationship between the idiosyncratic character of design
tools and there use in supporting practice.
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ABSTRACT

Motion of a humanoid robot is one of the most intuitive communication channels for human
robot interaction (HRI), which distinguishes the robot from computers. Many studies on
the behaviors of embodied conversational agents (ECA) have presented related knowledge
for those of humanoid robots. However, a humanoid robot that physically exists in real
world has differences from an ECA, which only exists in virtual space. The differences turn
our focus to the balance between speech-based motion and speech-less motion in long
term interactions. To achieve the most desirable motion design for a physically existing
humanoid robot, we conducted 2 design case studies and suggested a set of motion design
guidelines. This study seeks to increase the credibilty and pleasure of HRI in our daily life in
the near future.
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ABSTRACT

This paper outlines a doctoral thesis investigating claims that difficulties older people
encounter in comprehending new technologies may be accountable to a reduced cognitive
and neurophysiological capacity that occurs in later life. The thesis questions whether
understanding an individual’s experience of technology within a reduced and predetermined
cognitive model is suitable in design methodologies attempting to alleviate these difficulties.
A body of knowledge opposing this view is introduced arguing that neurophysiological
change should not be considered through an internal schema but in the way it relates to the
wider physiological and ecological context a person is situated within.
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ABSTRACT

This paper is based on an on-going doctoral research on service design for social innovation
and sustainability. It introduces the notion of collaborative service and discusses its two
dimensions in relation to information communication technologies (ICT). Case studies of
collaborative service on the digital platform were conducted to identify the role of ICT in
developing and diffusing collaborative service and a part of the result is introduced.
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ABSTRACT

Measures of qualitative user research data obtained throughout the design process are
sought as designers engage with relevant stakeholders. User methods are presented
to novices through a reflective framework to make them think critically about how to
engage with people, carefully process the information obtained, and act accordingly in the
subsequent steps of design. Both qualitative and quantitative analysis is conducted to look
for relationships between design action and outcome.
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ABSTRACT

Metaphor is a subject that has attracted a growing scholarly interest, though the vast
majority of the studies focus on verbal use of metaphors. However, metaphors are also
frequently employed by designers in order to bring new perspectives into products, and
enhance their appeal and meaning. On the other hand, the design domain still lacks a
coherent understanding and a theoretical basis for why and how designers generate
metaphors and how users experience them. Therefore, this study aims to constitute a
framework that involves designer and user perspectives on product metaphors.
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ABSTRACT

Products mediate our relationship with the world. In doing so, products appear to have
significant influence on our behaviour. This article reports the outline of a PhD project
that aims to gain the knowledge that is needed for designers to actively anticipate on
this inherent influence for the benefit of society. By varying the role of societal concerns
in design processes and systematically varying design steps, the research will deliver a
methodology that enables designers to take responsibility for the role of design in shaping
society; either by preventing undesired or by stimulating desired effects on user behaviour.
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ABSTRACT

For today’s elderly, the theme of social wellbeing has received increased attention.
Modern communication technologies increase opportunities for enhancing wellbeing by
enriching remote interpersonal awareness. This project studies the phenomenon of social
connectedness, being the temporary experience of belonging to a social network. The work
aims to gain an understanding of role of communicating user-context information. As a first
step, a measurement tool for social connectedness was developed. Secondly, artifacts will
be designed to stimulate social connectedness through context-awareness. These will be
evaluated using the measurement tool. Finally, a framework will be developed to describe
the relationships between the types of contextual information.
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Age-Specific mail2000.com.tw
EIGCtronic ABSTRACT

PrOdUCt The present proposal explored advantages of age-specific electronic product training
programs for older adults. With a rapid increase of an ageing population in Taiwan, the
number of active older adults willing to interact with new electronic products is also

Tral nlng growing. The ultimate goal is to develop a set of systematic and iterative training programs
that could be used in the development of electronic product interfaces for older adults. The
Prog rams researcher explored three approaches in the dimensions of motor, sensory, and cognitive
ability relevant to electronic product interactions and described how these could be used to

apply to a given training design.
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ABSTRACT

New forms of service provision are appearing that rely heavily on interactions between
businesses, communities, and governmental agencies. They raise new questions about how
we are to think about the interpersonal underpinnings of services - especially when we look
beyond ‘promising’ cases to a more general study of the network-tech. enabled groups that
are starting to arise around the world. Attempts to define ‘services’ have historically been
rather partisan, efforts to make a complex form of social activity tractable for a specific
organisation or discipline. This paper delves into this history, sketches out observations
that are useful, and through discussion of a recent project begins to formulate some of the
pressing issues at hand about what it means to become involved in designing systems of
regulated interpersonal exchange.
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ABSTRACT

The emergence of Service Dominant Logic (SDL) paradigm in the context of managerial
sciences as the most complete services interpretative theory does influence the reflections
under elaboration in the area of service design especially for what concerns the relationship
between services design and services innovation models. The authors starting from the
SDL foundation principles, present a service classification associated with different service
innovation logics and the corresponding design logics.
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ABSTRACT

What differentiates service design from all other forms of design is that is primarily the
design of people, rather than the design of things for people. This makes service design
unavoidably political. Human-centered service designing claims to negotiate these politics
by enabling improvisation in service roles, rather than scripting them non-negotiably. How
best to not-over-design people in service relations? The paper will discuss these tensions
within service design, particularly of jobs where there is an inherent asymmetry between
the provider and the recipient that constrains the possibilities for co-creation. To design a
service that provides value to clients, service designers also need to design systems that
value those providers. Service designers need ways of getting into the very improvised
drama of service relations. This paper reviews theater methods that can be used by
designers to gain a sufficient sense of the political complexities at work in service provision.
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ABSTRACT

More and more design professionals enter the field of service design and conduct projects
that have the potential to introduce changes to organizational systems. This working paper
reflects on the potential of service design to generate and implement internal changes
within an organization. The authors report on two pilot case studies from the educational
sector. While the two pilot studies serve as further examples of how “reflection-in-action”
can be rigorous in its own right [1], the purpose of this paper is to build a bridge between
the theories and practices of organizational change and Service Design. The authors
suggest that successful and sustainable new services, which aim for lasting transformations
[2], require reflective inquiries into organizational systems. The authors frame these levels
of service design inquiry and their potential impact introducing the terminology of ‘service
interaction design’, ‘service design intervention’ and ‘organizational transformation’.
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ABSTRACT

One of the core issues for service design is to put users in the centre of design activities.
Service designers use various empathic research methods, often loosely referred to as being
ethnographic methods. Some of these methods should not be viewed as ethnography,
whereas some should. Some of the rigour of academic ethnographic methods has been
lost in the appropriation of ethnography. Practitioners often state that the requirements of
rigour of the academic methods cannot be used in practice. In this paper we show that
it is possible to do good and rigorous ethnographic research in design through two case
studies. This is achieved without sacrificing applicability, and without radically diverging
from the ideals of academic ethnography.
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ABSTRACT

Design professionals, such as industrial designers and researchers, have been working in
collaborative environments for many years. This paper illustrates three collaborative design
research projects through the author’s observations and experiences. These three projects
have different characteristics, circumstances and goals and as a result, they show different
aspects of collaboration. A comparison and contrast chart has created in order to better
understand opportunities and limitations of collaboration for each project. Based on these
practical observations, the potential success factors in collaborative environments have
proposed. The paper focuses on these critical factors and considerations to create the best
possible design research collaborations. The success factors and considerations include
designing optimum team dynamics, knowing the truth of individual team member’s goals
and providing an external trusted mentor for each team member.
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ABSTRACT

This paper considers the nature of design collaborations that are carried out within
a university program of design education and which involve students with external
organizations. Priorities considered important in providing relevant design education are
outlined along with some of the differing perceptions that exist on what can be expected
from such collaborations. In particular the notion that students are to be trained primarilyfor
entrance into the real world of professional practice is examined and the important
contributions they can make by bringing a fresh perspective for future possibilities is
discussed. Three sample collaborations, to design a patient room prototype, forest
firefighting equipment, and a ski hill to invigorate a town,are presented with an identification
of some of the characteristics of each that contributed to success. Image collages of the
collaborative process and project outcomes are included and provide reference to the
scope of the projects undertaken.
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ABSTRACT

While industrial designers have historically focused on the object, the future of design
rests on understanding people. This represents a major shift in the profession. In attempts
to understand the consumer, designers often borrow techniques from marketing, a group
with a longer history of consumer connections. However, the willingness of designers
to simply adopt marketing techniques for design purposes can be detrimental to the
success of a design project. Marketing is not design, and fundamental differences exist
between marketing research and design research. For example, a tendency for marketing
groups to target simplified, average profiles of consumers can undermine the true nature
of people, who are diverse and complex. Design, in contrast, needs to address diversity.
While design research should encompass many aspects of user experiences, it is often
limited to “ethnographic” research, which in turn is reduced to short, opinion-taking
sessions. Many research efforts forgo issues such as biomechanics and usability, which are
specialized topics important for design groups to understand but are not within the scope
of marketing research. Our group at Smart Design has been working with a number of
research techniques, including focusing on a small number of real people, not an average or
imaginary profile of a person, to help innovate.
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ABSTRACT

In this paper we discuss the unique challenges of design research within a corporate
framework and the opportunities to influence product direction and position design to its
best advantage. As in any corporation, there is an ongoing effort to keep the focus on their
customers. Determining a customer's needs involves multiple methods of research and a
consistent discipline to discover the customers "real" needs. The needs can develop as a
result of process observation, focused discussion with the customers and product users as
well as organizational learning. Creating ‘customer models’ that accurately reflect the future
needs of their businesses is not a simple task. This is particularly challenging in technology-
centered companies where the comfort level is around inventing and improving electrical-
mechanical performance. Without a focused research effort, well-meaning individuals can
perpetuate “unreal” customer models based on anecdotal information, all in an effort to
think, “customer first”. Customers can take on a distant unreal quality as the recipients of
the company’s technology efforts rather than partners in a solution. We refer to these as
“unreal customer models”. We will discuss our process and how we avoid unreal customer
models. We will also demonstrate through a current product example where we were
successful in avoiding unreal customer models and identified real customer issues.
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ABSTRACT

Now that consumers expect everything they buy to be both functional and easy to use,
designers need to think seriously about the pleasure their designs bring to users. The
services and products with which we surround ourselves are potential sources of pleasure.
They should be designed with a view to how they can provide pleasure to those who use
and experience them. This study discussed the importance of pleasure for our life. It aims
at investigating the critical physiological responses that are emerged by pleasant stimuli.
Various physiological responses of the brain (encephaloelectrogram; EEG), autonomic
nervous system (ANS), immune system and endocrine system were monitored when
pleasant stimuli such as odors, emotional pictures and rakugo, a typical Japanese comical
story-telling, were presented to subjects. The results revealed that (i) EEG activities of the
left frontal brain region were enhanced by a pleasant odor; (ii) emotional pictures related
to primitive element such as nudes and erotic couples elevated vasomotor sympathetic
nervous activity; and (i) an increase in salivary immunoglobulin A (s-IgA) and a decrease
in salivary cortisol (s-cortisol) were induced by rakugo-derived linguistic pleasant emotion.
Positive emotion is complicated state. However, by considering the evolutionary history
of human being, it is possible to assess and evaluate positive emotion from certain
physiological responses by appropriately summating various physiological parameters.
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ABSTRACT

www.designingwithpeople.org is a new web resource created to inspire and support
designers to design more inclusively. This paper aims to explain its rationale and how
it works as an education tool to support designers to understand methods of people-
centered design. Its main goal is to encourage designers to develop their own ways to
make connections not only within their subject area, but also beyond it, to be able to
generalise and transfer the principles of people-centered design into their own practice. By
registered its domain name as .org rather than .com, it aims to act as a collective platform
for designers or design researchers to share their experience of user researches in design.
Apart from explaining the ethos of developing this web tool, this paper also describes the
design process involved and concludes with three key elements for developing a design
tool for social inclusion.
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ABSTRACT

Universal design was developed in the US in late 1980s, and has become an important concept for
product development [1]. The concept of Universal design has focused on accessibility, ease of use and
functionality based on measurable and observable cognitive activity. However, it is not enough that we
build products that function, that are understandable, and usable- we also need to build products that
bring pleasure, fun and joy, to people’s lives [3]. Emotion plays an important role in daily lives, helping
assess situation as good or bad, safe or dangerous. Reaching into user’s emotional being takes a
tremendous amount of understanding about how users live, and what they want, need and dream about.
There are some properties and features needed to consider for creating pleasant products that fulfill
users’ emotional satisfactions, such as; aesthetics (beauty), quality and cost. The present study aims to
identify the important features and properties for improving Universal Design products from users’ point
of views. To achieve our aim, a questionnaire was conducted with 70 Japanese people, including older
and disabled and able-bodied people. Vehicles design in Japan was selected as a case study due to their
rapid advance and development. We selected two commonly used Universal Design vehicles in Japan,
Mini-Van and Compact. Each participant was asked to put the above four properties (usability, quality,
aesthetics and cost) in order of importance. The main results of a literature survey and a questionnaire
revealed the following; first, four elements are recommended for designing products triggering “happiness”
in one’s mind. Secondly, usability is not enough for meeting the participants’ requirements and desires.
Most of the participants agreed that usability, beauty, quality and cost should be put in harmony for
creating a pleasant product. Thirdly, there are clear relationships between the importance of each
feature and the participants’ abilities, ages and incomes. As a result, the gap between what a universal
design product can do and what a user needs was identified. This paper will be of interest for design
researchers, practitioners and educators, and/or anyone who are interested in this area of design.
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ABSTRACT

The goal of this study is to consider aspects of both emotion and usability for designing a pleasurable
bank space and environment for as many people as possible. We looked at how pleasure experienced by
the user could be maximized in such an environment. Fukuoka Bank based in Kyushu Island, Japan, was
selected as a case study. The methodology employed was in the form of individual consultations of a
cross-section of 100 users. Interviews were undertaken with several diverse groups of Japanese society,
including disabled people, able-bodied people and the elderly. Foreign users were also consulted. Based
on this feedback, we looked at how best to combine user-requirements with aspects of “pleasure”. In
the practical design of the case study, two aspects of emotion were focused upon; color and sound.
Concentrating on these two points, we introduced them into two aspects of the design of Fukuoka Bank.
The ultimate aim is to introduce concepts of emotional design, specifically “pleasure”, into two areas of
the design of Fukuoka Bank: Space planning/layout and sign systems. Based on the users’ needs and
requirements, the following objectives were achieved: A) Space planning and layout was optimized in
respect to the movement line of the user within the bank space. This is in contrast to the random nature
of floor space layout that was difficult to use in the previous design. B) Interior signs were redesigned into
a consistent and coherent system, to be easily understood by all users. This is in contrast to the previous
design, where users often found signage to be confusing and members of staff were regularly asked
for assistance. C) Two emotional elements were considered in the new design; color and sound. In the
previous design of this bank, both color and sound was used to an extent for usability issues. However,
in this research, color and sound were integrated into aspects of both usability and the emotional
experience of the user. This research will be of interest to design students, educators and decision-
making in general.
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ABSTRACT

The purpose of this paper is to describe how to construct an emotional design method
logically based on Human Design Technology (HDT). At first 9 emotional design items were
extracted. The 9 emotional design items are: 1) Color, 2) Fit, 3) Shape, 4) Functionality and
convenience, 5) Sense of material, 6) Design images, 7) Ambiance, 8) New combinations,
and

9) Unexpected application. These 9 items were classified into three layers using ISM. HDT
is a kind of system development method. The method to construct emotional design based
on HDT is described as a procedure of HDT. (1) User requirements of emotional design are
collected by questionnaire. (2) Competitive products from viewpoint of emotional design
can be compared using formal concept analysis. (3) Formulate structured design (product)
concepts. (4) The design is visualized based on the structured concept. (5) The emotional
design plan is evaluated by AHP from viewpoint of validation and verbal protocol. According
to the above-mentioned procedure, an alarm clock was designed as an example.
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ABSTRACT

In this paper, the authors discuss the nature and perspective of “design theoretics.” First,
the necessity of discussing the notions associated with design is addressed because the
word “design” is becoming increasingly popular in society, and thus gaining in importance.
The ability to consider a particular concept (object) from the perspective of design is
identified as designing ability. The authors classified design into three categories: drawing,
problem solving, and ideal pursuing. On the basis of these categories, design is defined as
“the process of composing a desired figure toward the future.” Lastly, the authors discuss
a method of researching design and address the importance of pursuing the ideal design
process. The definition of design formulated by this study will undoubtedly contribute
toward encouraging further discussion on the notion of design, and thus serve to clarify it.
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ABSTRACT

Flow has been described as a general optimal experience involving a merging of action and
awareness, possibly associated with intrinsic motivation, or what Mihaly Csikszentmihalyi
describes as autotelic personality traits. Although not of-itself creative flow is valued
in relation to creativity, but its role in settings like designing and whether designers are
autotelic, are unclear. This paper considers discovery experiences and possible associations
with flow in the statements of designers who participated in a recent interview study. The
investigation found indications of three types of flow-like experience and that aspects of
respondent behaviour, called action styles, appeared to involve goal driven metacognitive
features, like Csikszentmihdlyi’s autotelic traits. The paper also foreshadows the prospect
of further insights into an ebb-like behaviour referred to as latent preparation, and flow,
emerging from neuroscience research into a mental state known as transient hypofrontality.
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ABSTRACT

In this study, we identified the cognitive components of design creativity and proposed new
training program for cognitive components of design creativity. Five cognitive components
of design creativity are fluency, flexibility, originality, elaboration and problem sensitivity.
The proposed training program for design creativity cognitive components was composed
of five different activities such as making stories, negation, filling black box, sensitization
and diverse classification. Each activity of the training program has been devised so that
one or two cognitive components are strongly addressed. In this way, this program could
be used in helping students considering their individual needs and contexts. Preliminary
experimental results indicate that the proposed creativity training program could be useful
in design creativity education.
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ABSTRACT

Since two decades, there has been a growing interest in design cognition and design
creativity. Designing is often described as an informational process in which designers
manipulate information to produce design outputs. In this informational processing activity,
many studies pointed out the major role of visual materials. This paper reports a selection
of lab-based experiments which investigated the role of visual information in the design
process and its impact on design creativity. These investigations mainly focused the explicit
process of design and today the implicit process still remains vaguely depicted. Based on
both former design studies and findings on human brain processing, we propose further
investigations on the perception of visual information in design activity and explorations
of the link between visual information and design creativity. This paper shows a possible
research direction where design science and cognitive science meet up with a common
goal of better understanding design creativity.
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ABSTRACT

In the process of designing, it should be noted, the observation of the creative process from
an inner perspective is difficult when one is deeply engaged with the work. Observing the
creative process can broaden our understanding and provide us with significant knowledge
about creativity. The aims of this study are to propose methods of self-investigation when
one is engaged in the creative process, and to examine these methods. We propose the
basic framework of such self-investigation methods, apply these methods to a designer and
outline the criteria required. Moreover, we show a case study that was conducted wherein
a designer researched the proposed method. Our method has nine steps and is based on
three reports: first, a designer’s; second, an art researcher’s; and third, the designer’s again.
We assessed the reports by analyzing their structures. We could find evidence to verify the
effectiveness of our proposed method.
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ABSTRACT

Inclusive Design responds to Design Exclusion and aims to create designs that are
mainstream in nature, which can benefit the majority by including those who are design
excluded. The many Inclusive Design initiatives since the 1990’s in the UK, have
demonstrated that working with people who are excluded by design such as older and
disabled people is an effective way of developing inclusively designed products, services,
environments and communications for other groups in the population. How do these user
involvements actually work and what elements of the process have an impact on both
design practices and users - or - user engagement methods? This discussion reflects on the
premise that the Inclusive Design process can enable social inclusion and looks especially
at the importance of the understanding of cultural context to ensure effective user/designer
partnerships. It is based on the experience of the 48 Hour Inclusive Design Challenge that
took place in Hong Kong in the summer of 2008 and involved designers from Hong Kong,
Mainland China and East and Southeast Asia. Besides identifying different design practices
and their relationship with social development, the focus of this paper is the introduction
of a NEW ‘Exclusion-Inclusion Framework’ for design that builds upon Lee’s previous work
on the taxonomy of Design Participation and critique of the classification system of the
Medical-Social model. This new framework contains four layers: exclusion, segregation,
integration and inclusion and four creative tactics to explain the preparatory process for
the 48 Hour Inclusive Design Challenge in Hong Kong. Their aim was to inspire ‘users’ who
are ‘design excluded’ to understand the importance of design as a subject and enable
them to become effective ‘design partners’ who can work with designers and thereby
be participants in the design process. A case study for each category will be shown and
discussed. The paper concludes with reflections and the proposal of the Exclusion-Inclusion
Framework for future development and application.
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ABSTRACT

Globalization promotes exchanges. But there is no reason to exchange if we are all the
same. From this understanding comes the necessity of belonging. What we are doing now
in Brazil, is washing our eyes, constantly used to looking for external solutions and jumping
into our richness, methods and ways of production. In this moment we are changing the
view of Design X Craft as two different fields and starting to consider Design AND Craft as
a rich confluence that overtakes the borders of design by looking for a delicate balance
between tradition, modernity, art, conduct of work, politics, nature and social issues. Every
action seeks to retrieve the social meaning of design, while improving the quality of life of
people who produce and/or use design.
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ABSTRACT

This paper focuses on service design methods and the process of innovating user-oriented
service concepts for well-being. The ideology of social inclusion is present in this discussion
based on development work prototyped with Namibian communities. The paper represents
the Namibian social design case as well as a Finnish service development case of a product
that supports children’s self-esteem. The development process of this service product
included using participatory design methods with the users in their experiences both in the
creation phase of a product and in the prototyping phase of a service. Prototyping social
design is discussed as part of the development process.
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ABSTRACT

In 2007 the opportunity to visit the northern hemisphere to interview individuals who are
currently teaching sustainable design emerged. These interviews shaped my preliminary
research, which questions what is understood by sustainable design, how it is taught and
why. The principal research for my doctoral thesis considers what is happening in New
Zealand’s tertiary education system and includes data gathered from design institutes,
design educators and design students. Furthermore, information gathered from two design
businesses provides the practical and economic perspective essential for sustainability
education. This paper predominantly considers the findings of design education in New
Zealand and aims to determine barriers, constraints, enablers and facilitators related to
sustainability in design curricula. Arguments regarding sustainability, design and sustainable
design education have developed rapidly over the past decade, therefore my research looks
toward augmenting design education’s attention to the importance of developing students'
appreciation for the need to act as facilitators for change.
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ABSTRACT

Globalization redesigns society. It creates economic, environmental, social and cultural
imbalances that have proven too sudden and complex to resolve with prevailing logic. In
the ongoing discourse, economic and environmental aspects have been privileged over the
social and cultural effects of globalization. This presents opportunities for addressing and
enhancing social equity and sustainability through design. Placing design for social inclusion
as the object of research is undertaken as part of the first author’s doctoral research and
as an extension of the social inclusion research experience of the second author. The
exploratory research inquiry discussed in this paper seeks to provide a frame of reference
concerning design for social inclusion, by focusing on the impact of culture in relation to
communication and information design in public health campaigns oriented to women living
in multicultural societies. This inquiry is inspired by previous research projects in the area of
social inclusion by design. A visual communication project developed for deaf children [12]
is the seed for this interest in the impact of design related to vulnerable groups. Although a
number of designers have successfully constituted sustainable projects, the vast majority of
people on the fringes of society in all regions of the world remain under-served by design.
We argue that a better understanding of design for social inclusion, its relevance and its
challenges is urgent to encourage design practitioners, thinkers and educators to address
the necessity of design projects that foster the inclusion of marginalized and under-valued
populations into more equitable and sustainable futures.
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ABSTRACT

This paper sketches the potential contribution of research-through-design approaches
to research. Designing is characterized as situated and engaged. It is furthermore future-
oriented. And it needs to reflect on its practice and outcomes. The paper considers what
these characteristics mean for the benefits, quality and acceptance of research-through-
design approaches. The consideration results in a preference for qualitative method, in
research questions that address future knowledge, and in the notion of the programme
as an overarching concept guiding the research process, and making room for design
failure and learning. With the discussion and clarification of these issues it is intended to
help increase the quality and acceptance of research-through-design approaches.
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ABSTRACT

This paper describes the empirical research through design method (ERDM), which
differs from current approaches to research through design by enforcing the need
for the designer, after a series of pilot prototype based studies, to a-priori develop
a number of testable interaction design hypothesis which are then embedded in a
working prototype and tested in context with target users. The approach builds on
contextual enquiry methods such as context mapping leading to a verifiable working
prototype while contributing to fundamental design knowledge. A case study is
described to illustrate the application of the ERDM method.
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ABSTRACT

The creative arts and industries, including design, are currently legitimating to higher
education and funding bodies how project work, documentation of research process and
critical reflection is the appropriate mix for scholarship in these fields. Central to industrial
design is the role of making and products in the design research process although this
emphasis may not be shared by the fields with which industrial design works. Cooperative
Research Centers (CRCs) are contexts where science, design and industry collaborate
offering unique opportunities to examine interdisciplinary similarity and difference and
an environment for design research to prove to government and higher education the
legitimacy and quality of its work. Drawing on evidence from two recent doctoral projects in
CRC industry/university collaboration for Wood Innovation this paper analyses the design,
science encounter and its consequences for knowledge production in the project text. The
authors further argue that only a balance of prototype, process and reflection can help
establish the academic and disciplinary status of design, itself a precondition for convincing
the institutional skeptics of the current and future legitimacy and value of the creative fields.
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ABSTRACT

This paper describes an approach to practice-led inquiry that puts the tacit knowledge of
stakeholders at the centre of the research process as a research instrument but also as an
important resource for validating the results. | will describe how this was done in several
projects conducted over the past 10 years and how evaluation with relatively small groups
of people who have relevant tacit knowledge might be justified.

The research that | examine here addresses questions that may not be suitable for
more analytical or quantifiable research, for example because they cannot be atomised
into manageable components, because they explore ill-defined or "wicked" problems
or because the most relevant reference point for evaluation is tacit rather than explicit
knowledge. Such problems may be addressed by methods designed to employ tacit
knowledge but validating the methods is often challenging, given that practice-led research
in design is a relatively new field of activity so there is a limited amount of prior research to
draw on for methodology.

However theories of tacit knowledge and wicked problems can provide a starting point for
the methodological framework required and this paper will seek to develop some ideas that
might contribute to such a methodology. In particular it will examine how experts with rich
tacit knowledge might play a part and why it would be valid to work with very small numbers
of such people, how the tacit moves of designers might form valid ways of processing the
data that they encounter and how the artefacts of the research, in themselves, might be
an important source of validation, for example by allowing assessment of the techniques
employed.
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ABSTRACT

We explore the central role of the representation of the project, in its various aspects of
process representation and final artifact presentation in real life design activities. Interesting
feedback loops emerge and reveal that representation, design artifact and process
documentation live in a tangled web of reciprocal influences. We make the case for the
designer and researcher to take responsibility for all the representations of his work, from
sketch to scrap. We finally claim that the quality of the representations is a key element to
assess the design and its research-related qualities.
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ABSTRACT

Emotional connection of Family environment should be given the basic conditions for
family members. In view of the busy life, family members tend to own different living habits.
Home has failed to provide sufficient link capacity of communicating; people have been
led to alienate from each other. In this study, in order to develop the sharing platform,
it explores the traditional ways of communication, which aims at building the “place to
people” connection based on family emotion, and uses the simultaneously remote message
to communicate with other family members. Moreover, constructing the "Remote Family
Awareness System" in order to discuss the (Person to place) of non-real-time (Asynchronous)
mode of transmission. Let family members be able to participate in each other’s daily life
while they are in different locations. Also, the visualized environment can be given to family
members who look for emotional needs.
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ABSTRACT

When using products, people are sometimes involved in activities other than the products’
primary use. Some of these activities are peripheral, while others may reinforce people’s
experiences with the products. The latter is related to the focus of this research: engaging
experiences. A user acquires engaging experiences when and after interacting with a
product in a way that is frequent, intense, active, or vivid, etc. For example, if there is a
simple odometer installed on a tape dispenser, in addition to acquiring tape, the person
who uses such dispenser can observe how much tape has been dispensed in terms of
distance. The odometer makes every pull a vivid experience. This paper presents studies
related to engaging experiences in design and discusses example products. Then, a general
description of engaging experiences with products is proposed. This description inspires to
search product cases for developing the theory of engaging experiences with products.
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ABSTRACT

Emotional connection of Family environment should be given the basic conditions for
family members. In view of the busy life, family members tend to own different living habits.
Home has failed to provide sufficient link capacity of communicating; people have been
led to alienate from each other. In this study, in order to develop the sharing platform,
it explores the traditional ways of communication, which aims at building the “place to
people” connection based on family emotion, and uses the simultaneously remote message
to communicate with other family members. Moreover, constructing the "Remote Family
Awareness System" in order to discuss the (Person to place) of non-real-time (Asynchronous)
mode of transmission. Let family members be able to participate in each other’s daily life
while they are in different locations. Also, the visualized environment can be given to family
members who look for emotional needs.
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ABSTRACT

Discrete cursor movement is caused by the malfunctions of the cursor emulation software
and hardware, typically with handheld pointing devices. The predicted trajectory of the
discrete cursor movement is based on the users’ intention, although the cursor could
eventually reach the visual target, the user’s body movement might need to be adjusted
frequently, which might increase total time and amplitude of the visual cursor movement
and consequently impact on the physical body movement. This research aimed to
investigate the effects of discrete cursor movement on human performance and validate
the relationship among the discrete cursor movement, joint range of motions (ROMs)
and the discomfort. Two models were designed for this experiment based on previous
successful pilot studies and the result showed that relationship between the joint ROMs and
the discrete cursor movement is positive, as well as the adjusted R2 for the prediction of
movement time across models.
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ABSTRACT

In this paper a logical design method is described. The method is required for designing
complicated HMI (Human Machine Interface) devices, which consists of five aspects, the
physical aspect, the information aspect, the temporal aspect, the environmental aspect and
the organizational aspect. The logical design method was examined from three viewpoints
of these aspects, especially the physical model, the functional model and the structural
model of mental model. The physical model is used to design the external form of a product
whereas the mental model used in information design is used to create GUI systems. An
algorithm of constructing product designs and information designs is proposed based on
the above approach.
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ABSTRACT

This research investigates whether and how the tacit knowledge of tradition bearers
can provide an artist or a designer with new ideas. | review the previous discussion of
ethnosemioticians in order to explain the role of the messages which are conveyed through
codes and specific sign languages, and are as important as the messages conveyed
through verbal texts. | explain the role of fieldwork of an art practitioner as an important and
meaningful method to gain inspiration. In order to understand the problems and ethics of
the transfer of experiential knowledge in traditional peasant community, | give two examples
of the fieldwork to analyze the non-propositional (experiential and procedural) knowledge of
the tradition bearer that tacitly underlies the process of making an artefact. | aim to provide
a basis for the further development of the research on local folklore in general, and of some
aspects of practice-based research in particular.
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ABSTRACT

This paper will explore the nature of experiential knowledge uncovered when design
researchers investigate how designers create interior spaces for social activity. What is
the nature of experiences in interior environments and how might this be documented
with rigour in design research? The nature of experiences is understood here to mean two
things. First, what do designers do and how they do it? Designers create interiors using
design processes that transform the interior into a built reality. Second, design research is
done to understand how social experiences occur within spaces and how these spaces
become facilitators for activities done by people. Documenting experiential knowledge
means studying how designers solving complex design problems requiring both inquiry and
creativity (Friedman,

1997; Poldma & Thompson, 2009).

This paper proposes that designers create interior spatial designs for user experiences,
and that the knowledge uncovered through design research is tacit when this is based
on experiences. Experiences occur when designers and users work together to solve
spatial problems with tacit forms of knowing. Evidence-based design research uses both
codified and tacit forms of knowledge and these are discussed in the context of design
inquiry. Current knowledge forms do not account for the more tacit and dynamic nature
of how interior space interacts with user experiences. An example of this type of thinking
will be given, and conclusions drawn from the theory put into the context of the example
presented.
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ABSTRACT

This paper focuses on how methods and knowledge link within the methodological flow of
research. This focus is related to one of the key requirements of research, the contribution
to knowledge. The research identifies and analyses different types of methods and explains
the role of individual methods within the methodological flow and in relation to knowledge.
Bringing together a number of different factors in this regard, the paper develops a
framework, which extends the one proposed by Niedderer and Imani (2008) to include the
relationship between methods, knowledge, and rigour. The outcome of the research is an
overview of different types of methods, and a framework for mapping the flow of methods
and knowledge through the stages of research, which is illustrated through an example of
its application. The contribution is an enhanced understanding of how different types of
methods can be used within the flow of research. The benefit to help researchers choose
more deliberately which methods to use at which stage and for what purpose.
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