Introduction to Design

g v itid

o) Objectives

e

. To understand the relationship between designs and our life

. To become familiar with some definitions of design and to think about what a design is

. To understand the relationship between a design and its related disciplines
. To understand the attributes of a design

. To learn about the design hierarchy of needs

Designs in Our Life (P2)

: What Is Design? (P3)

: Attributes of a Design (P3)

Design and Design Engineering (P4)

: Art and Design: What’s the Big Difference? (P5)
: The Design Hierarchy of Needs (P7)

W: Introduction to a Design (P9)
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English for Art and Design

@ {1 Starter— Designs in Our Life

A. Designs are everywhere in our life. Look at the following pictures and choose

the proper design purpose to complete the sentences.

a. for promotion artistically
b. for entertainment

c. to live in comfortably

d. for communication easily

e. to dress comfortably and fashionably

f. to transport quickly and comfortably

1. The building is designed 2. The car is designed

x
Ve

3. Clothes are designed 4. The poster is designed

5. The digital game is designed 6. The mobile phone is designed

B. Based on your design area, talk about the relationship between design and life.
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M What Is Design?

Listen to an interview with Charles Eames and fill in the blanks.

Host:

Mr. Eames:

Host:

Mr. Eames:

Host:

Mr. Eames:

Host:

Mr. Eames:

Host:

Mr. Eames:

Host:

Mr. Eames:

Mr. Eames, thank you for participating in this interview. Can you start by telling us
what your definition of “design” is?

Well, in my opinion, design is a plan for (1) to best accomplish a
particular purpose.

Is design an (2) ?

The design is an expression of the purpose. If it is good enough, it may later be
judged as art.

And do you think it is a method of (3) ?

No — it is a method of (4)

Is design a creation of an (5) or a creation of a group?

Often a creation of a group.

What do you think about the opinion that the computer can substitute for the designer?
Probably, in some special cases, but usually the computer is an (6) the
designer.

Thank you very much!

You’re welcome!

M Attributes of a Design

Listen to the passage and take notes about the attributes of a design.

Notes

Attributes of a design
First:

Second:

Third:

Fourth:
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4 ‘4J Design and Design Engineering

Work with your partners to complete the conversation with the sentences given

below and role-play it.

Design is an applied art and focuses on the relationship between people and things
But what’s the link between them?
Could you give me some help?

So it’s necessary for designers to know the basics of design engineering.

A e

I’m confused by the relationship between design and engineering.

Good afternoon, Professor Smith.

! Professor Good afternoon. Please tell me your questions.
rieﬂy, they are different, but closely related.

What’s the difference between them?

;

ideas and concepts into a product and making it work.

Tom: Oh, I see.

t’s obvious that a design can not be realized without design engineering. A

successful design should be ready for manufacturing.

, whereas design engineering focuses on transforming

Tom:
Tom: Thank you very much, Professor Smith.

. 5
Professor: -/ You’re welcome.
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(> (5) Artand Design: What's the Big Difference?

Read the following passage and do the exercises.

Art and design are words which are often used interchangeably, but they are different: they
have different purposes, they are judged by different criteria, and they have different audiences.

Purposes

Design and art have totally different purposes, although they may look similar. Art is the result
of inspiration. Artists create art just because they see beauty in it and want to express themselves,
whereas the motivation for a designer is only to achieve a special goal through his design. For
example, a person wanting to sell a product will be motivated to design a sales letter in order to
solicit a sale. Design is utilitarian in a way that art is not.

Making judgments

Art is judged in terms of beauty and truth. Art evokes a sense of beauty and awe in the viewer,
and can cause different reactions in different people; a critique of art depends on the varying taste
of the viewers. Design is simply considered good or bad depending on the result it achieves. If it
doesn’t get the job done, the design is considered not good, or worse, not successful.

So what differentiates a good artist and a good designer? We say that a good artist is talented,
whereas a good designer is skilled in what he does. A person can either be talented to be an artist
or not, whereas a person can develop skills to become a good designer.

The audiences

The audiences for art and design expect different things. The audience for art wants to look
at the artwork or listen to the composition — perhaps to contemplate and reflect, perhaps to
be transported by the power of the aesthetic experience or the scene portrayed — whereas, for

example, a design’s audience wants to use the design to meet his practical needs. Design may
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indeed arrest the attention and engage the emotions of a viewer, but at some point, practical
success is the hallmark of design.

Design graces our lives with the aesthetic presentation of useful and beneficial things, and art
graces us with representations of things to ponder and perceive. Art and design are closely related

but nonetheless separate. It is a good thing to keep them straight.

A. Find the differences between design and art according to the passage.

Design Art

Purposes

Making judgments

The audiences

B. Translate the following paragraph of the passage into Chinese.
So what differentiates a good artist and a good designer? We say that a good artist is talented,

whereas a good designer is skilled in what he does. A person can either be talented to be an artist

or not, whereas a person can develop skills to become a good designer.
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{*)(6) The Design Hierarchy of Needs

Read the following passage and do the exercises.

Functionality

A design must be able to function before anything else. An MP3 player needs to be able to
play, pause, rewind, and fast-forward MP3 and other digital audio files in order to be considered an
MP3 player. If it can’t perform these functions, then the design has failed.

Designs that meet only basic functionality needs are considered to be of
little value. A design is expected to meet basic functionality needs; doing so
isn’t considered anything special.

Reliability

Once your design has met functional needs, it can move up to the next
i 7 level in the design hierarchy: reliability. Your design should now offer stable
and consistent performance. It not only works, but works again and again.

If your MP3 player sometimes plays and sometimes doesn’t, then it has failed to meet reliability
needs.

Designs that meet only reliability needs are perceived to be of low value. Again, we expect
the products that we buy to work and to work consistently.

Usability

How easily can users accomplish basic tasks? Can the person with the MP3 player easily
figure out how to turn it on and off? What about how to play, stop, pause and select a song? These
are usability needs. Your design now works consistently. The question is, can people figure out
how to use it?

Usable designs are perceived to be of moderate value. We do have some basic expectations of
usability, but we recognize that many things don’t quite work as we expect or would like.

Proficiency

Does your design empower people to do more and to do better? Does the MP3 player allow
you to build playlists and easily search through songs? Does it provide an easy mechanism for
downloading songs from the Internet and transferring them to and from other devices? These are
proficiency needs.

Designs regarded as proficient are perceived to function at a high level. A design that allows
people to do things not previously possible and to expand on basic functionality is considered to be

great.
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Creativity

Once all of the lower-level needs have been met, your design can move on to creative needs.
With these met, your design can now interact with people in innovative ways. The design can
explore and create things that expand on the product itself.

Your MP3 player might allow custom skins or allow you to combine parts of songs to create
new music. Your MP3 player might be the most beautiful one on the market.

Designs that meet creative needs are perceived to be of the highest level. They generate a
loyal fan base. If you’re confounded by Apple’s success, wonder no longer. It satisfies creative

design needs.

A. Match the needs of design with the detailed description.

1. Functionality a. aesthetic, innovative interactions;
design perceived to be of highest level

2. Reliability b. design is forgiving, easy to use;
design perceived to be of moderate value

3. Usability c. stable and consistent performances;

design perceived to be of low value

4. Proficiency d. design works, meets basic functional needs;
design perceived to have little value
5. Creativity e. empower people to do more and better;

design perceived to be of high level

B. Take an MP3 player as an example to explain the five design hierarchies of

needs in detail.

Functionality:
Reliability:
Usability:

Proficiency:

Creativity:
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/ ) Introduction to a Design

Write a short passage to introduce a design according to the information given below.

Product “Juicy Salif” lemon squeezer

Designed by Philippe Starck in 1990

Client Italian kitchenware company Alessi

Form inspired by squid, looks like an alien

Material cast and polished aluminum

Comment innovative, futuristic, and relatively functional, a classic of postmodern
product design of the 1990s

Achievement became a bestselling item for Alessi, served as a status symbol, welcomed
by young, middle-class professionals
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\£(8) Further Reading

Read the following passage and choose the best answer to each question.

1. Why can designers help companies innovate while mitigating risk? ()
A. Because they can create products which are ahead of their time.
B. Because they can innovate in a way that addresses the goals of the company and the desires
of consumers.
C. Because they can synthesize functionality and aesthetics in design.
D. Because they know how to make products perform as promised.
2. Which is not true according to the passage? ()
A. Consumers often select the product in which they can see a little bit of themselves (or who
they would like to be).
B. Many of the world’s top brands are also design leaders.
C. Marketing and promotions can boost a poor concept as well as a good one.
D. Design is fundamental for creating an image and experience of exclusivity.
3. We can generate revenue and sustainable growth for business by incorporating design, because
)
A. designers can help companies connect and establish a dialogue with consumers
B. design has an important role in some business challenges (such as sustainability)
C. great designers, like visionary business leaders, can create value by exploring without
limitation the psyche and psychology of consumers

D. all of the above

The Role of Design in Business

The frequent question asked of design is of its value to business. The query itself makes little
sense. Quite simply, the role of designers has always been to translate and communicate the value
of a business idea to consumers. The best designers can do far more — they can help companies
connect and establish a dialogue with consumers, thus enabling firms to innovate more efficiently.

The challenge for most corporations today is about how to innovate while mitigating (J45; 2%
FN) risk. For consumers, choices are made by balancing the need for evolution with the force of habit.
Designers are trained to understand how people think and how to make things. For this reason, there are

four basic areas in which design has an important role to play in value creation.

10
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Understanding the Consumer

Entrepreneurs (/) 5X) and large companies alike invest heavily in understanding their
consumers. Consumers themselves often give detailed suggestions about how to improve various
offerings. Still, most products that perform as promised are rejected in the marketplace. So
designers must not only synthesize (%7:4) functionality and aesthetics, they must understand a
consumer’s thought process and emotions in order to motivate behavior change.

Risk Mitigation

How many times have companies pronounced that an innovation failed because it was “ahead
of its time”? How often does corporate risk aversion (-] JK; %) result in lackluster (JCYGEERT; S
1% 1)) offerings that are ultimately taken off the market? Design is a process of synthesizing insights into
a tangible offering in a way that addresses the goals of the company and the desires of consumers. Many
of the firms that can perform at this level were early in bringing design into their cultures.

Boosting ({¢i/F; §(3%) Marketing and Branding

Take a look at any list of the top global brands; it’s no accident that many of the world’s top
brands are also design leaders. Design is a fundamental part of creating an image and experience
of luxury, exclusivity (HEfthth:; JidrE), and tribal (7% 17) belonging. And yet the consumers
who purchase these items often select them because they see a little bit of themselves (or who they
would like to be) on the shelf. That’s great design. The 80% of new products that fail each year
show that marketing and promotions can boost the impact of a good concept, but they can rarely
compensate (7R£h; #M3%) for a poor one.

Sustainability (7] £F4E M)

Design will also be a fundamental (FEA[]; L K[F)) part of one of the next great challenges
to touch every industry. How can the need to consume be balanced with the need to be good
stewards (7P 51; B %) of the planet? How can brands retain their image and deliver a superior
experience while reducing parts, waste, and carbon footprint? These are business challenges where
design has an important role. If the solutions are not aspirational (5 #1171 [{)) and adopted by large
numbers, the potential benefit to the planet is limited.

To say that design is an important part of business success does not mean that all corporate
efforts to incorporate design represent money well spent. But that’s true of all business functions.
The debate about the value of design is healthy and signals a need for more frequent and thoughtful
dialogue. In our view, there is far more in common between design and business than may be
readily apparent (W5 1¥); 75 WA WD), Great designers, like visionary (FHR G At I
[]) business leaders, can create value by exploring without limitation the psyche (R zfl; LrR;
K5 ) and psychology (‘45 £1) of consumers. By so doing, we generate revenue (i 7i) and

sustainable growth for business.

11
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it/ @) Surfing the Internet

What is a design? It is hard to just give one precise answer because design lives in

so many areas of our lives. Search the Internet for some definitions of design (ten

or more).

)

'~ 0J Enjoying Yourself

A Little “Design” Joke

S

Now -1 want all of you to go out
into the world and design

7

I don't care if you know how
to build it in Java, it's impos-

/

astounding products and services Can't you just shut up
that enrich people’s lives and and make it look pretty? sible because I don't like it.
make the world a better place! Lets promote synergy. Have you seen my Bawls?

His last will and testament
says he wants to be buried
in a Prada brand coffin.

e

e \

I don't care if it would save

millions of lives. | can't explain /

it on the box in less than two

il en wElipmeldEl i I have an old shoe box, will that do? /wm Robare ©2010

Oooooch—a penny!




Vocabulary

Unit

promotion /pra'mauvfn/ n. &

The promotion was a success.

B

s R M
transport / treen'spoit/ v. iZ%i; | It has become easier to transport passengers from x
zik Shanghai to Beijing by railway. '
element /'eliment/ n. JG%; #H | Hue is one of the three elements of color. 13
accomplish /o'kamplif/ v. ik | The design group accomplished their goal successfully 1o
B SERL S through hard work. ’
expression /1k'sprefn/ n. %1% ; | Art tends to focus on the expression of emotions. 13
FI '
judge /dzadz/ v. VA WiE It’s more difficult to judge art than design. 1.2
substitute /'sabstitju:t/ v. 184%; | She is good enough to substitute for you. 19
e '
attribute /o'tribju:t/ n. JEME; 4 Kindness is his greatest attribute.

fEs v Ny s AN T 1.3
tangible /'teendzobl/ a. 7 [1); | Sculpture is a tangible art form. 12
A fl R ‘
translate /treens'lert/ v. #:4k; #7¢ | In order to be successful, it’s necessary to translate 13

ideas into reality.

human-centered / hju:mon'sentod/ | Human-centered thinking sprouted in ancient Greece. 13
a. AN AL ‘
simplicity /sim'plisatt/ n. {8 5; | The slogan of Philips is “sense and simplicity”. 13
e FEH ‘
communicate /ko'mjunikert/ v. | In today’s China, people mainly communicate by 13
fEi5; AT mobile phone. '
collaborative /ka'leborativ/ a. ¥ | They are a dynamic, young, collaborative team of 13
1ERY; PMER designers. ’
tackle /'teekl/ v. fifE R, AT Every family has problems to tackle. 1.3
applied /o'plard/ a. N H[1); 5Z| As a designer, you should grasp some applied skills of 4
H) CAD software. ’
confused /kon'fju:zd/ a. #%% | He is a little confused about these concepts. 14
[ AR '
transform /traens'form/ v. # ;| It can transform heat into power. L4

13
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manufacture / manju'feektfa(r)/

It can be manufactured in various ways.

v 3 1.4
interchangeably / mta'tfemdzebli/| They have the same functions and can be used s
ad. "AZ M, TR interchangeably. ‘
criteria /krar'tiorto/ n. (fiti¥, | What criteria were used for development?

o 1.5
FIBTR)D it
whereas / wear'ez/ conj. {H;&; | Western people like coffee, whereas Chinese like tea. s
RN '
motivate /'moutivert/ v. # & ; |It’s a big challenge for a project manager to motivate 15
R the team to succeed. ’
solicit /sa'listt/ v. B3k 1>k | We should often solicit opinions from the consumers. 1.5
utilitarian /letﬂIItCQI'IQn/ a. 1% | The buildings were utilitarian rather than decorative. 15
s SER ‘
evoke /1'vouk/ v. F=/f; Glid; | These old songs can evoke memories of the past. s
Hkd ‘
awe /oy n. WL PR We looked at the ancient buildings with a sense of awe. | 1.5
critique /krr'ti:tk/ n. ¥Fi; 1Fi& | This book provides a thorough critique of current s
N design. ’
differentiate / difo'renfrert/ v. [X |It is difficult to differentiate between the two design e
g5 Xl styles. ’
talented /'telontid/ a. A 7 ft | Philippe Starck is a talented designer. s
s RAM '
contemplate /'’kontomplert/ v. %% Contemplate the problem before making a final 15
A e decision, '
aesthetic /iis'Oetik/ a. ZE2%; | Design is not only about the function, but also about the s
KT aesthetic experience. ’
portray /poi'trer/ v. f#fi2z; i |1t is difficult to portray feelings in words. 1.5
hallmark /'horlma:k/ n. $F 5 | Attention to the details is the hallmark of a fine s
S (T 79 designer. :
grace /grers/ v. Fefb; flALME | They graced the house with flowers. 1.5
beneficial / benr'fifl/ a. 47 fi | Proficiency in painting is beneficial for the design.

1.5

s A
ponder /'ponda(r)/ v. YLI; ¥ | Sometimes, you should pause and ponder. 15
RS '
perceive /pa'siv/ v. J5E; %2| As designers, we should be good at perceiving the s
U TR changes in our society. '
nonetheless / nanda'les/ ad. . Nonetheless, they were finally successful. e

Ranitt; {H2

14
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hierarchy /'haro raki/ n. /{44 | We should put honesty first in our hierarchy of values. L6
ESE il '
perform /pa'form/ v. I ; 3| The system performs very well. G
W AT '
reliability /r1laro'bilot/ n. FJ%E | The reliability of a computer system is very important. 16
P AE '
stable /'stetbl/ a. #23€ ;. Z¢E K | The government is taking measures to make prices .

stable.
consistent /kon'sistont/ a. Ufi#¢ | His actions are always consistent with his words. L6
Wi RFEER '
usability / juizo'bilott/ n. 1] 1% | Usability is becoming more and more important in L6

website design.
moderate /'mpdorat/ a. %5 | Moderate exercise will benefit you.

1.6

(s 3B
proficiency /pra'fifnsy/ n. #44%; | Proficiency in both spoken and written English desired. 16
gl '
empower /im'pauva(r)/ v. #%#¢; | The computer can empower designers to work more L6
HEVF easily and better. )
mechanism /'mekonizom/ n. HL | It is not easy for us to understand the mechanism of the 16
il Hyi system. '
loyal /'lorol/ a. LFr); JELa | We should be loyal to our country. 1.6
confound /kon'faund/ v. %4 | She was confounded by his words. 6
W FRL '
wonder /'wanda(r)/ n.%7#F; v.| I wonder what the real meaning of design is. L6
AT s ARANE ’
inspire /m'sparo(r)/ v. JAil; TH | As teachers, we should inspire students to think. 1
TR N R '
squid /skwid/ n. i A squid has a lot of long leg-like tentacles. 1.7
alien /'erlion/ n. 42N The film tells the story of an alien. 1.7
futuristic / fjutfo'ristik/ a. ¥5-F-| The building was designed in a futuristic style. 17
AR AR ’
postmodern /paust'mpdon/ a. Ji5 | He is one of the most famous postmodern writers in the 1=
AR world. ’
status / stertos/ n. Gy HiAL It is not only a car, but also a representation of power, 17

status, and wealth.
symbol /'stmbol/ n. £F*5; ZAE | White is the symbol of purity. 1.7

15
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BHrasessanurEXpressions

participate in Zhn; B 1.2
in one’s opinion R NER 1.2
substitute for &% 1.2
applied art SEHEAR 1.4
focus on BET: Ll R 1.4
be ready for Shyeeeees A b 2% 1.4
in terms of WG, WG, e m= 1.5
depend on Wi T Bieee--- M€ 1.5
figure out FEIHE; R 1.6
interact with H.o.... 7 1.6
lemon squeezer FrERETTHL 1.7
cast polished aluminum gt s 1.7
serve as Y, T 1.7
Eroper*Noun
| Charles Eames | (N&D AR « BRI | 12 |




