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ԌṶ ὣ, ▐ἕ,  “

ᵉ

▓ Ṷ Ӧӽּב| Ṷ ủⱭṶ Ԃ Ṷἅ
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Shape the Future: Design for a Better Life

Ӧ וּ֥ ▓ʊ Ṷ

ҏ Ṷ , ủⱭṶ , ▐ ▐ Ӓ Ṷ

Ṷ ḻ (Ṷ ḻ▐ ▓ ῄ Ӎ)
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ủ ⃰ , , ♄℮ (IoT֥ ,֥ Ỵ№Ἓ⁶, In-Car ⁫ )Ṷ

ITὗ Ṷ  “ῳḻԂҟῼ

Ṷ ḻӦ וּ֥ ▐ἕҟῼ
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Ṷ ḓ ,

Ṷ “

ԌṶ ὣ, ▐ἕ,  “

ᵁ ԌṶ
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Ṷ ḓ ,

Ṷ “

ԌṶ ὣ, ▐ἕ,  “
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ᵒẄ ֚ὧ֚ὣ֥ὗ ᶷḫ, Ṷ ӦҍἌᾠ ᶵῦּו
ҍᶷӀ ֱ ?

Ṷ ᶷo Ớ וּ ҍְ ӆ !

Ṷ ᶷo Ỷҹ ( ṿ, , ᶄῄ ֥ῼ , ♄℮
֥ )ḻ ᵁ ?

Ṷ ḓ
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Ṷ ᵡᶷ ᾯ֚Ἄḻṑ᷄ḁ.
◕Ҏ ḁ ὺ (֚ὧ, ֞ , ᾧ ) Ἓ ᶷʒ ἍὭ ᾠ
ṑ᷄ḁ. CAD ḻԂṯ ♄ ᾯ֚Ἄḻṑ᷄ḁ!

֚Ỵ ῦU (ῦҔ, ᾨ) ᷄ḁ.
ὣ▐Ἓ⁮ḁᾠή Ԃ‴ בּ ᶷᶾἍ

֞ ὗ ╤Ӏ ᶷ▐Ở ֞ ᵁ ?
֞ ֥ ♄ᶷ ◕ҎӦ Ἅ !
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Ṷ ӦḆỚוּ .
▐ ὺ ὗ ә♄Ἓ Ҕ әΏ ᷄ḁ. 
ὭḁὛ᷄ḁ!

ҍᶷוּ ֥ⱢӔӨ Ὥṯә֚ ҹ Ὥṯә ᶷ ᷄ḁ.

Ṷ ᵡ ḁʊὖ▐ỞṯӦⱢӔὗḝ ӀὭṯ֥ ◕Ҏ әὭṯ
әḁṱ ᷄ḁ.
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Ṷ ḻ Ԃ ᶄὣҍ .
Ṷ ḓ◄ ⁬ ♄( ֥ , ֥ Ӕ, Ӥ , ◕▓Ӥ , ҏ
Ӥ וּ֥ ( ḓ Ӕ Ԃҍ בּ ṍ ᷄ḁ. 

Ԃ ᶄῄ ᷄ḁ.

◄◄ Ԃ ֥ ╝Ὥ ᷄Ớḁ Ἓ וּ֥
ḓ ҍ בּ ṍә ᷄ḁ.  (֞ , ◄, ῞ἄ ⱭṴ)

″וּ֥ Ἓḫ AI ḓ ҍ ҍṍәבּ ᷄ḁ. 
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Design 

╥( , Ҏῇ ) ὗὭṫ ҹʊ ᵨ

⁬ әҠӒ ᶷ ֥ ♄℮ ὗ
Ὥṫᶷ ṅ
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Small d design vs. Big D Design

Ṷ ֥ῼ ὗὭṫᶷҹ, ̈͂ ҍὗᾑ
Ӏ⁫ Ӏ ᶷҹḻ ᷊᷄ḁ. Ṷ Ờ

ῄ Ӎ °○Ἓ ֩± ᶷ ᷄ḁ.

(▐ , 2014, ᵰḻṶ ֥)
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ῇ ᷄ḁ. ẢӀ℮ ӆ ᷄ ?ֱ
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⃰ỨṫṶ
֚Ủ Ṷ

UI/UX Ṷ
♄℮ Ṷ
ῦṶ , ủⱭṶ
Ṷ

ⱭṶ

ὣ Ṷ
ҳ Ṷ
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▓ Ṷ
Industrial Design

▓ ᾤ ḓỳ◕▓ṍ ▓ʊ Ḡo
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(1919 -1933, The Bauhaus Dessau)
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Design for Business  
Pioneered by Raymond Loewy (1949 Time)

Farther of Industrial Design 
Amglcb ²K?W? &Kmqr ?bt_lacb Wcr ?aacnr_`jc'³
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Design for People. Pioneered by Henry Dreyfuss

Design for People (1955) Measure of Men (1960)
Anthropometry and Usability
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Design for Technology. Aesthetic Influenced by Technology

Steam Bending

Molded Fiberglass Chair
The Eames 1950

Thonet Chair
Michael Thonet 1876

Fiberglass Molding Single Piece Injection Molding

Air-Chair
Jasper Morrison (1999)
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Design for Behavior

Design of Electronic (Technology, Computer Embedded) Products

Braun SK 2 Radio   Designed by Dieter Rams ²Jcqqbut @crrcp³
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Vitsoe wall system by Dieter Rams, 1960's
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Interaction Design

Video from
Bill Moggridge(1943-2012)



É
T
J
N
A
M
 
2
0
2
2

Iphone(2007) designed by Jonathan Ive, a Fan of Dieter Rams
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⃰ỨṫṶ ᵡ
֚Ủ Ṷ ᵡ
UI/UX Ṷ ᵡ
♄℮ Ṷ ᵡ

ῦṶ , ủⱭṶ ᵡ
Ṷ ᵡ
ⱭṶ ᵡ
ὣ Ṷ ᵡ
ҳ Ṷ ᵡ

Ṷ ᵡ

ỴṶ ₒ ὗ ᾠ♄
ṫ ꜙ ֱוּ֥
ᶷ Ṷ Өὣ ῄҍ

Ṷ ῄ , 
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Å ᶄὣ , ℮ ,ₒ♅ ( Ḅ )▐ә, Ө (   )▐әὗ‾

Å ῄ ὗ○ἢӀ әe ḁὖӨ Ἓ Ӎ

Å ₔ ⁫ὗҍ әḻ○ἢәԂ ḓ ↑ὔӀ

Å ḁ ӨӔ Ө ṅ әἌ(ḁ ▐ Ԃ “ ᶾּג)

Å ḁ ₒ ῄҍṯӦꜙ

Å ύớ әἌ דּ♠ ὗ ә Ԃ▐ ֘ בּ . 

Å ₐₒӦ ὗṅ ⁫ᾠ♄Ṷ ▐Ӎ

Å Ṷ ῦ, ὣὗa әҔⱠ ҍ ὗə ᵭ

Å ֥ -ḁ , ◄ -ḁ ὣᶷ Ἓ Ὑḁ Ҏῇ Ὥṯּב . 

ἎṎṶ ᵡᶷ
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Ṷ ḓ ,

Ṷ “

ԌṶ ὣ, ▐ἕ,  “
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Ṷ ֥ & 

ӉὭṯ ,֥ ⃰ Ứṿ
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1ҙ«6ҙ, a Ἔ( 75 )o
https://www.youtube.com/watch?v=S6J8texGR0U&t=3s
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3ₒῼ edited by ᵉ
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⃰Ứṿ?

֥ Ӧ◄ ҍ ә ᶷ
Ӊ(Persona), , ,  
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⃰Ứṿ

ꜙ℮Ἓ , ḓҍṐ
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ὓ ⃰Ứṿ Ӧ

ⱠḻәҠּבUP
UP

בּ UP

֥ ṅ(ҟῼ, Ṷ , Ὣ , ), ▐Ӎ
ӨⱠ Ӏ Ӎԃ ᵡ ὗὭṰ
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⃰Ứṿ ▐ἕ
, Ӊ Қᶷҹ ә ḁ ҹʊ ᾫỚ

Ӧ Ӊ ᾯ( : ▓Ὥ Ӏ, χ ῁ ◄ Ἓ)

ḓἛ ḻ Ḅ ♄ ▐ Ἓ ӨⱠ , ᾯ

ḝỚḻ ꜚ ӨὣҔḼ ᾯ
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⃰ỨṿὭṯ֥

֥ ḁ , ◄ ḁ Ὥṫᶷ

Ὼ  “:
Ḅ ֥« ӨṎ Ҕὺ ֥
Ҕὺ ₐ ә«Ḅ Ἓ

⃰Ứṿ֥ ♠ʊ‴ṎḄ Ө ῦ
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⃰Ứṫ Ҏ ḭ

Ἓә: ⁯ ᵁ ṫὫ
(♄ )
Ỵ

ᵮ‗ ꜙ( ὤ , , ֚ Ủ )ꜙ
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⃰ỨṿḻԂ

⃰Ứṫ ҍ ṫ

( ḓ ṫ ) ὺ ὤ : CI ҍ ṫ ֚ἄ ṫ―
1. ҍ ֥ ḁ ҹ, ◄ ḁ ҹ, ḻҍ0% Ὼṫ ẁỚ ҹ

7. ḁ Ӧ◄Ө ḻṍᶷҹṯ, ḻҍ100% ҹ

, ֚ Ủ , UI ṴⱢₐₒ ‴Ṷ ḻԂ
( : Human Interface Guidelines, ▬Ⱡ One UI)
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⃰ỨṿӨὣ ♄ ҹ

ἛὭṫ ҹʊ Ⱡ: 40%
Ḅ ♄ Ἓᵁ Ɑ Ⱡ: 60% ◄

֥ῼ , Ӊ⁫ḁ ӨⱠ, ᶄὣ, Ⱡ
ᵒ ᶷӨὣҍ !
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Ṷ Ⱡ ḝ

Ṷ
⃰Ứṫ ὣ Ṷʊ

- Ỵ

Ṷ ֥ ♄ᶷ ꜙᵁҍ ә, 
֚ҹ ṍ .

ὣᶷ̈͂ ᶷҍ, ̈͂ ᶷҍ ῄ Ἓḁ ḿ ҍ
( Ӊ, ḓ ) ְ ә ◕Ҏ ṤΏ Ṏ⃰Ứṿ



É
T
J
N
A
M
 
2
0
2
2

Ḅ,

⃰ỨṫὭᶾ ҍṍ ὰ

ὗ ֥ ὣ ♠

ὥAI ḓ, ◄◄Ἅ ῼ ḫ ὗᾧ ә



É
T
J
N
A
M
 
2
0
2
2Ṷ “



É
T
J
N
A
M
 
2
0
2
2

1. ҟῼוּ֥
2. ῦ ♅

Ṕҍ (Incremental, Radical)

Norman, D. A., & Verganti , R. (2014). Incremental and radical innovation: Design 
research vs. technology and meaning change. Design issues, 30(1), 78-96.

Nintendo Wii
Swatch
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Ṷ

ҍ ῼԆ,  “ ,֥ ὙḌӀ ֥

ҟῼוּ֥
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Ṷ

ҍ ῼԆ,  “ ֥

ҟῼוּ֥

Ὢ

▐ Ṷ
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Ṷ

ҍ ῼԆ,  “ ֥

ҟῼוּ֥

Design for 
Incremental Innovation
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Ṷ “

ҍ ῼԆ,  “ ֥

ҟῼוּ֥

▐Ởṯ ә
Ӧ Ԃ ә
Ӥ דּ ḁ

People Propose, Science 
Studies, Technology Conforms. 

(Donald Norman)



É
T
J
N
A
M
 
2
0
2
2

Ṷ “

ҍ ῼԆ,  “ ֥

ҟῼוּ֥

▐Ởṯ ә
Ӧ Ԃ ә
Ӥ דּ ḁ

People Propose, Science 
Studies, Technology Conforms. 

(Donald Norman)

Design for 
Radical Innovation
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ῦ ♅
-
ὣ ֥
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N.THING is a company that operates 
smart container farms.

The meaning of SIKMULSUNG is plant + 
planet, a virtual star between Earth and 
Mars. 

The name reflects the system that can 
be cultivated in space. It was branded 
with the big dream of a company that 
builds a farm on Mars.

This store allow customers to experience 
a series of processes from growing, 
harvesting, cooking, and eating in one 
place. 

ῇⱠḻ▓
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Ṷ ḓ ,

֥ ♄Ṷ “

ԌṶ ὣ, ▐ἕ,  “
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°Ө ± ᶋ ᵁ
°ᾨ±ֱ כ
Ớҏҹ ᷊᷄ḁ.

- ⃰Ứṫ ḭ , ԃ-
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1. Ὦ ▐Ởṯ ә▐ә ḻἜὭṯ Ṷ ?

2. ԌṶ (Quality) ṎṶ ?

3. ԌṶ (Principle) ẁỚὭṯ Ṷ ?
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֥

ҙ ♅ҔḼ
1108Ὥ

ԃ Ὥ

ṅҔḼ
1999ᵹ85Ὥ, 

2000 ḓ ◄ בּ ◄
֥ Ἕҍ9.0/10

Ҕ֘Ḽ
1145Ὥ

֥ Ἕҍ6.29/10
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֗ vs

֥
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Ṷ Ở 10ҍ Ṷ

1. Is innovative  ( וּ֥ ḁ)
2. Makes a product useful ( ḁ)
3. Is aesthetic ( ὙḌḁ)
4. Makes a product understandable ( Ӏאל Ṏḁ) 
5. Is unobtrusive (ұ ὣ ᶷḁ)
6. Is honest (ꜚ ᶷḁ)
7. Is long-lasting ( Ủ ꜚṎḁ)
8. Is thorough down to the last detail ( Ṷ ḁ)
9. Is environmentally friendly ( Ӓ ḁ)
10. Involves as little design as possible (ҍᶾ ᾠ⁮ Ὥe ֧ḁ)
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Ḅ, ḓבּꜙ .1 Ӧ(Maximum Effect for Minimum Means )

2. ″ ꜚ (Unity in Variety )

3. ῦ (Aesthetic Integration)

4. Most Advanced, Yet Acceptable (MAYA)

5. Optimal match ( ὺ )

ԌṶ ḁ♬ҍ

Modified from Hekkert , P. (2006). Design aesthetics: principles of pleasure in design. Psychology science, 48(2), 157.



É
T
J
N
A
M
 
2
0
2
2

Ḅ, ḓבּꜙ .1 Ӧ(Maximum Effect for Minimum Means )

2. ″ ꜚ (Unity in Variety )

3. ῦ (Aesthetic Integration)

4. Most Advanced, Yet Acceptable (MAYA)

5. Optimal match ( ὺ )

ԌṶ ḁ♬ҍ

Modified from Hekkert , P. (2006). Design aesthetics: principles of pleasure in design. Psychology science, 48(2), 157.



É
T
J
N
A
M
 
2
0
2
2

Ḅבּꜙ ḓ Ӧ
ᵄҔ   20Ɽ ὣ ( , Ԃ) ₒὣ֥
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5 + 5 = 10
5     5 = 25

2

5    = 25 

X         25
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︢◄ Ṷ

Kazan ︢Ṷ ♄, by nendo
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▓ᴂ Ṷ
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Ḅ, ḓבּꜙ .1 Ӧ(Maximum Effect for Minimum Means )

2. ″ ꜚ (Unity in Variety )

3. ῦ (Aesthetic Integration)

4. Most Advanced, Yet Acceptable (MAYA)

5. Optimal match ( ὺ )

ԌṶ ḁ♬ҍ

Modified from Hekkert , P. (2006). Design aesthetics: principles of pleasure in design. Psychology science, 48(2), 157.
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2. ″ ꜚ (Unity in Variety)
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2. ″ ꜚ (Unity in Variety)

ᾠ Ἓ◕Ҏ ֥

ᵁ ᷆ᵧ ᾠ Ἓ◕Ҏ ᾠ֥ ⱠӦ⃰ Ứṫ ⁫ḁҙ Ӏ
בּ ᷄ḁ. 

◄ ҟ‴ ҹ ἛὭ⁫ұ ,U ⱢⱢ ‴ ֥ὗ әḆἌṯ ♄ᶷ ṑ᷄ḁ.

֜ҏ Ṷ ᶷ ֥ ⃰Ứṫ ḭ ὗ Ὠ , ᾠ ₐₒ ♄֚ ҹ
ᵁҍ ҹʊ Ἓ ᷄ḁ.
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Ḅ, ḓבּꜙ .1 Ӧ(Maximum Effect for Minimum Means )

2. ″ ꜚ (Unity in Variety )

3. ῦ (Aesthetic Integration)

4. Most Advanced, Yet Acceptable (MAYA)

5. Optimal match ( ὺ )

ԌṶ ḁ♬ҍ

Modified from Hekkert , P. (2006). Design aesthetics: principles of pleasure in design. Psychology science, 48(2), 157.
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ῦ «Sense of Aesthetics
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3. ▐ ύớ ὗәἌ Ṷ (Aesthetic Integration)
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▐ ύớ ὗәἌ Ṷ (Aesthetic Integration)
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ῦ «Sense of Aesthetics     (- Ỵ , ḁ )
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ῦ «Sense of Aesthetics     (- Ỵ , ḁ )

ὔᵮ ӢⱤ 7 ὣ + Ἓ▐ὣᵰ Ὠ + = Master chair
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ῦ «Sense of Aesthetics     (- Ỵ , ḁ )

Starck , Kartell, Autodesk, Milan design week 2019
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○Ἓ ῦ

ⅎֻ Ӧ ♥ῇἛὭṭ9Ɽ ὣỚṶ
(⅍ ᵯ)
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″  ♄, ⁬
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Aesthetic Integration  
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Ḅ, ḓבּꜙ .1 Ӧ(Maximum Effect for Minimum Means )

2. ″ ꜚ (Unity in Variety )

3. ῦ (Aesthetic Integration)

4. Most Advanced, Yet Acceptable (MAYA)

5. Optimal match ( ὺ )

ԌṶ ḁ♬ҍ

Modified from Hekkert , P. (2006). Design aesthetics: principles of pleasure in design. Psychology science, 48(2), 157.



ῦỦṯ

(Probable) 

ʗ (Plausible) 

ҍᶾ (Possible) ῦỦ

4. Most Advanced Yet Acceptable 

ῶỞ ῦỦ

Ӧұ



MAYA


