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ABSTRACT

The world is undergoing unprecedented changes which have been stimulated
by three notable forces today — The foreseeable needs of the 5.5 billion
up-rising consumers within the emerging economies in Asia, Southeast
Asia, Latin America, etc.; the dragging economy after the outbreak of the
2008 economic crisis, and the hyper connected world (nearly one-third of
the group population are connected). The intertwinement of these three
forces has aspired probable economic opportunity worldwide, yet implies
also enormous load on environmental resources, economic uncertainty and
unrestrained flow of human capital (e.g. Internet has intensified the practice
of manpower/ service outsourcing from China, India and Eastern Europe
among the developed West.).

As a result, the world is confronting mounting anxiety of resource scarcity
(e.g. oil, water, food, etc.), creeping trade-protectionism and socio-economic
instability (e.g. job security and social inequity). These challenges have given
rise to an alternative concept of development — the ‘social economy’ — an
urge for fairer share of resources and creative use of social capitals in Europe
and the States, where by the once prevailing CONSUMER- driven, mere ‘for-
profit’ practice of business is now shifting towards a more ‘for-benefit’ and
PEOPLE-centric model of entrepreneurship.

While people centric thinking is taking hold in the developed West,
coincidentally, ‘people empowerment’ and ‘social harmony’ have become
two key signposts of the next phase of China’s development (stated in its
12th Five Year Plan [2010-2015]). Since the developing China has reached
the ‘bottle neck’ of its material-intensive economy, it has to climb up the
economic ladder, whilst anticipating its social and ecological dilemma that
the decades of unflagging growth had created.

Found on the contexts above, this paper will first delineate how the emerging
people centric thinking is going to shape the industries and hence design
practices in general with some supportive examples. Then, the argument of
why an embracive but specific People understanding of the rapid developing
China should be acquired, hence related design research approach should
be developed. Lastly, supportive design or design research cases will be
presented to elaborate further the relevance of such design and research
practices for a ‘smarter’ transformation of China, and perhaps other Asian
economies alike.
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Smart Objects




ABSTRACT

Until the end of the 1990s, media-computer “transfer” was running in one
direction: from physical media to their simulated equivalents. Computer
researchers were focused on creating computer simulations of physical
media: 2D and 3D design programs, paint programs, word processors, and
so on. In the beginning of the 20th century, a new paradigm of Ambient
Intelligence / Smart Objects begins to take shape. In this paradigm, the
computer simulations of originally physical media are mapped back into the
physical world. If in the first stage of computer culture physical media was
augmented with “magical” properties (to use Alan Kay’s term) when they
were simulated in a computer, now it is the physical objects which are given
magical dimensions via the additional layer of computation and networking.
For example, an “intelligent mirror” prototype developed in a student
competition by Phillips can serve as a shared memory and as communication
medium for members of the household who can leave video messages for
each other. Another example is e-paper: a medium which looks and feels like
an ordinary paper but which in fact can be wirelessly “loaded” with variable
digital content. The article asks: how should Smart Objects look like? Is it
enough to add new computer properties to familiar objects such as mirror, a
vase, or a table, or do we also need to invent new physical forms appropriate
for their new functions?
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Kashiwagi HIROSHI

FIA=t7] SIZ Al 2B R

1. Since years before, you have mentioned the concept of Digital Bauhaus. Like
Bauhaus emerged in early 20th century when drastic social change occurred
due to machine production technology, perhaps you saw digital technology will
bring drastic change and the new Bauhaus adequate for the 21st century. In
what context have you mentioned the Digital Bauhaus, and do you still think it is
possible?

To what I remember, I mentioned ‘Digital Bauhaus’ concept in the 1990s.

The Bauhaus movement in the 1920s, with “mechanical technology” deeply

embedded in life at the times as the background, pursued realization of new
integrated design. Also its aim was collaboration between each technicians,
artists, designers and architects to achieve this. The name BAUHAUS is with
reference to BAUHUTTE (term for architectural studio where technicians and
architects collaborated for building cathedrals and etc in the past). After the
1980s, it was thought that the digital technology embedded in our daily life will
change our life style. Therefore, holistic design form (like the case of Bauhaus
where experts of different fields have collaborated and generated thoughts) based
on digital technology —the Digital Bauhaus- was suggested. Unfortunately the
suggestion ended without significant attention.

In modern days where digital technology has become everyday life, holistic

design through collaboration based on digital technology is still important.

2. Could today’s situation- the new forming of web and mobile new-media
environment and diversified digital production tools- be opportunities of new
initiations (like what was felt by Walter Groupus and Laszlo Moholy-Nagy) for
designers and architects? Could this situation be a chance for Asian designers
and Japanese designers to take more leading role than the West’s design?
On the other side, some are feeling that digital production tools have made what
used to designers’ distinctive skill into general skill, and is narrowing designers’
stand. In this case digital environment may be a new condition to adapt to and
overcome rather than opportunity.
The new media environment is likely to invest new opportunities for challenges.
Even when looking back to the history, new media have enable creators new
chances of exploration and novel ways for expressing. However, it is not certain
whether it will be a chance for Asian, Korean or Japanese designers to take more
leading position than Western design. New media offers equal opportunity to the
East and the West.
But, the new media environment has made people cognitive of cultural diversity

including the cultures of Asia, and not the West oriented internationalism or the

Kashiwagi HIROSHI

Interview with Kashiwagi HIROSHI

Interview




Kan TAI-KEUNG

Kan TAI-KEUNG

gt Ejo|Z 2l

1. Since years before, you have mentioned that ‘design should learn to break its

boundaries while it embraces culture’. Your recent design works also cleverly

o

1='II' delivers Asia’s colors based on Asian cultural characteristics. Please share us your
insights and your reviews (from past 40 yrs of your experience) on contemporary
concept, expression & styles from ‘Contemporary Design with Asian cultures’
perspective.
It is no doubt that design always contains the cultural factor. Designers” works
often echo their life experience, feelings and traditional culture. Culture is
something more than an object which is alive and has its continuity. It should
never be blockaded in the past but integrated into the attitude and sentiments of
the modern way of life. This is what breaking boundaries means but we should
absolutely not abandon our traditions.
Living in Hong Kong and China, it is expected that I am under the great
influence of (greatly influenced by) Chinese traditional culture. However, I am
also frequently exposed to the culture of the west and also the of East-asia and so
this is the reason that you can see a lot of Asian cultural features in my design.
In the early 60s, I was greatly influenced by the idea of Bauhaus while learning

art and design. In the same period, my design showed a lot of modern elements.

Interview with Kan TAI-KEUNG

However, I realized I didn’t really understand and pay attention to the traditional
culture of my own country after working as a designer for a few years. Therefore,
I returned to Chinese culture, learning and trying to put cultural featuresinto my
works. Starting from the 80s, I further merged my design with traditional eastern
philosophical thinking. Not relying on the usage of traditional graphics and
existing elements to present Chinese culture, I wished to infuse the quintessence
of Chinese culture into my design, merging the two into one. As an avid artist
Chinese ink painting, I easily put aesthetic qualities of ink art into my designs. In
recent years, I always combine calligraphy with my works.

Designers will have different ways of expressing their idea in different stage of

life; however it never strays far from its own culture. Traditional culture will

transform into modern thoughts in different period of time and different living

environment.

Interview




1. Professor Park, we understand that you are interested in and study the

traditional philosophies and ideologies of South Korea. As someone who is also

Yeo n g M O g PAR K in the field of design, a study rooting from the West, and has worked in a global

design practice, you must have noticed many differences between Eastern

Yeong Mog PARK

and Western perspectives. The word ‘Smart’ is being thrown around in media
h—‘t%‘% |°_IE'I'FII' every day, but this must mean different things for various cultures; what is your
perspective on that?

There is a difference between conceptualizing the meaning of ‘Smart’ in

Eastern and Western cultures, versus defining ‘Smart’ based on its use in the

contemporary media of each society.

First, the term ‘Smart’ being tossed around in today’s media seems to encompass

a holistic meaning. It includes definitions such as intelligence, integrated,

network, multi, etc. and is sometimes used with emphasis on one word or

another depending on its context.

Moreover, although ‘Smart’ can be portrayed differently in the East versus

the West, such as in its areas of use and its speed of reception, I believe that

fundamentally the word denotes the same meaning in any culture.

However, when looking at the pure meaning of the word rather than the media’s

definition, ‘Smart’ signifies wisdom.

Wisdom is a highly valued quality in the East, especially in Korean society.

The ultimate purpose of higher education is to become wise. Philosophically,

Interview with Yeong Mog PARK

the reason for humans to be educated in college (its literal Chinese meaning
translating into ‘great wisdom) is to become virtuous, to live harmoniously with
others, and to live a good (virtuous) life. These three reasons are the ultimate
purposes for human existence and have been passed down from nature to
preserve life—and to realize these truths, academia is necessary; this is why those
who become scholars and understand these concepts were called wise.

To be wise is different from having much knowledge. To be able to discern the
essence of a piece of knowledge, and organize and practice these factors in life, is
wisdom.

I cannot compare the culture of ‘Smart’ between the East and the West as I do not
know much about it. However, whether Eastern or Western, I believe that both

cultures consider wisdom an ultimate goal, though the method of approaching

this goal has become different. If the West relies on knowledge and theory to

achieve wisdom, the East seeks primarily to become wise and then explores the
knowledge and methods that result from that wisdom.

These disparities speak only of the ways in which each culture was able to solve

Interview

problems; it is difficult to claim which is better, or best. The only thing we must
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Smart Design:
Intertwinng Technology,
Culture, and Design
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ABSTRACT

Technologies and globalization have drastically changed how we design and
who we design for and with. Historically design served as both a producer
and representative of a specific culture — designed artefacts represented
a particular history and society. Additionally the participants in the design
process — client, designer and producer — also shared common histories,
language and values.

Digital technologies have drastically expanded the possibilities for design,
creating opportunities that move beyond traditional geographies and shared
histories and languages. With these opportunities also come challenges -
how do we collaborative through technologies? How do we communicate
effectively when we do not share common histories or a common language?
How can we design for, or with, a different culture?

These are the challenges currently facing design. This paper explores
the relationship between culture, communication and technology and the
new landscape and possibilities afforded by design. This paper focuses
on design education and makes the case for an educational environment
that interrogates this relationship — between culture, communication and
technology, enabling students to situate their own design practice and future.
| present a variety of projects that allow design students in Asia and in North
America to work together — from a collaborative cultural identity project
pairing up students from the two continents to a large international exhibition
that brings together work from students of design from Asia, North America
and the UK.

The paper concludes by examining the benefits and challenges of using
culture, communication and technology as a focal point to enable smart
design.
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Design -

R&D Interaction

in the Development of
Contemporary Ceramics
with a Cultural ldentity
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ABSTRACT

The importance of culture and cultural products, which can be said to exist
so long as ‘modern-traditional’ elements are together, was recognized at
the end of the past century, when the impoverishment of the modern world
had started to be noticed. The issues of tradition and cultural originality were
neglected in Turkey in the process of industrialization in 20th century, and
it was only towards the end of the century that the awareness that cultural
richness is a value to be cherished arose. In the 21st century, various national
and international projects are made in the name of revitalizing the cultural
heritage. However, production in the form of reproduction cannot achieve
cultural continuity. The originals survive but imitations and reproductions are
stillborn. If tradition and culture involve, besides historicity, a yearning for
improvement, then a project of revitalization of historical ceramics would be
able to achieve cultural continuity only by keeping the good qualities and
developing and improving others.

Turkey has a rich and diverse heritage of ceramics culture, thanks to its
geographical position as a natural bridge between Asia, Europe, and the
Middle East. Research conducted in recent years in the ceramics centers of
the country indicates that products of high design and technical quality are
rare. This paper proposes that if Turkey is to revitalize its historical ceramics,
which is an important cultural heritage, with a contemporary-original identity
so that they can inspire new designs, the following are needed:

o Creation of regional and periodical repertoires of all ceramics work
produced in Turkey from the Neolithic ages to this day, and research into
the products, production technologies, socio-cultural dimensions, and
periodical transitions involved,

o “Imitation” of these products to generate scientific knowledge,

o “Re-making” of the products with tradition,

« “Contemporary production” with some innovation, and

« “Innovative production” so that new ceramics products are developed.

These were identified as the steps of a method for designing ceramics with
a cultural identity. Although the products to be created are design products,
the process of their production involves design know-how and artistic and
scientific sensitivity. R&D activities have a direct effect on design quality, and
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DESIGNEAST - Revisiting
the Fruitful Relationship
between the Virtual and
Real Community

DESIGNEAST-7}& 7{wLIE[2} &H| 7 FLIE[2] 22E 2HA| 2

Key Words: Case study, Strategy, Symposium




ABSTRACT

The proposed paper is on DESIGNEAST, an independently run design
symposium in Oaska. By intertwining the real and virtual community through
such keywords as empathic communications / micro-payment / DIWO, this
paper aims to introduce a case study on how bottom-up strategies can make
positive impacts on nurturing the creative force.

Osaka, the 2nd biggest city in Japan, is suffering from the lack of creative
force; without a sound place to promote design, young designers are forced
to move out to Tokyo. While the centralisation of human resource is still
evident in the rest of regions, there are other resources available to create
social innovation. Thus DESIGNEAST was conceived by 5 young designers
including the author in 2009. Aiming at designing a place to promote
social innovation through design in the city of Osaka, DESIGNEAST first
launched 3 day design symposium in September 2009 and subsequently,
DESIGNEASTO1 with the theme SOCIAL SUSTAINABILITY in October 2010.
DESIGNEASTO1 introduced 3-day long workshop: visitors could purchase
paper plans and materials to construct it at the site with the help of the
designers. 50% of the revenue made were for the designers to acknowledge
their open source design. The workshop was partially inspired by Enzo
Mari’s AUTOPROGETTAZIONE? and revisited his work in the context of open
source and DIWO design. Also introducing Fablab Japan and Architecture for
Humanity for the first time in Osaka, this paper on DESIGNEASTO1 explores
how the virtual/real network and digital/manual design are considered.
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i-Give:

Smart Public Design for
Promoting Charity for
New Asian Lifestyle
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ABSTRACT

Good design is important in promoting and serving the needs of the
deprived. Due to the popularity of digital payment systems, charity promotion
in the public environment, such as paper flag and flower selling on the
street, has become more difficult. The design laboratories of The Hong Kong
Polytechnic University have developed i-Give®, the first highly interactive
donation system, based on an in-depth study of changing lifestyles and user
behaviour. This provides a user-friendly, multimedia interface for promoting,
motivating and helping people to make donations at any particular time.
i-Give is a smart, networked, electronic, donation system which fits new
urban lifestyles. It allows people to make their preferred donation with
electronic money cards and rewards donors with digital souvenirs, such as
animations. The centralized system also increases public confidence in the
legitimacy of the donation requests, and the multimedia interface provides
a muchneeded outreach channel for charity organizations to promote their
events to the general public. Its hardware can be connected to a street
furniture system to provide flexible and scalable resting modules to suit
the new and ever-changing aspects of urban life. Its inclusive and universal
design features also cater to the special needs of people with physical, visual
and hearing disabilities. This paper reviews the need for a smart donation
system in the public environment and discusses how the design of i-Give can
answer new and changing urban demands.
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