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Sounding Type:
Encouraging citizens to participate to pose “We heard their views.”
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—The inception of participatory design — anxiety toward planned
projects required citizen participation
In public projects, a citizen participatory process had been applied for
many years. It was a natural demand by taxpayers. Projects were not
implemented without their acceptance. The demand for citizen participa-
tion mounted in the early 1970s because of rising awareness of citizens.
However, in the earliest days, it was common for citizen participation
projects to be presented as a “fait accompli” with the hearing of citizens’
views having been limited to only several persons and not the general
public. From the mid-1980s, more active approaches to citizen participa-
tion began to be taken. These included competitions through which the
public was invited to submit ideas for patterns for tiles on sidewalks and
design ideas for stations and parks. But this was an evasion of responsi-
bility on the part of the local governments. It was soon realized that this
kind of public participation would not bring about excellent works in
terms of landscape design. Later, learning from “concertation,” the style
of citizens’ participation in public policies in France, citizens began
“expressing their opinions™ on the affairs of their local governments.
Citizen (consumer) participation had long been conducted in the busi-
ness sector in the form of “market research.” But market researches in the
past aimed at obtaining hints of “what will sell from now on” but actually
the results were limited to learning “what is selling well now.” Henry
Ford, who launched the T-type Ford motorcar said “if asked what do you
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want to have, people would say that they wanted a horse that ran faster.
This indicates that consumers only think about things based on their
knowledge of currently available products. In other words, those who do
not know what a motorcar is cannot think about having one. Here was
the limit of conventional market research for a quantitative view collect-
ing purpose.

Conventional participatory design, in short, was a “unilateral” process
by which a project organizer, be it a local government or a business corpo-
ration, posed “questions” to citizens in order to know if the proposed
project would be accepted by citizens or consumers.

2. Age of Co-working Design

—From genius-type leadership to thinking and doing together

Today, citizen participation has undergone changes from superficial
participation to more active involvement. Various workshops are
frequently carried out across the country. On these occasions, designers
act as facilitators to draw out the latent needs of citizens and to prepare
concrete plans instead of showing their prepared plans as creators. This
style is close to the process of “design thinking.” Design thinking, in gen-
eral, is understood as a phase of transforming a trend from a narrow
sense of design based on design aesthetics to a broad sense of design for
problem solution based on logical thinking. We interpret this as “collec-
tive knowledge surpassing genius type innovators.” In the past, things
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Co-creating & Sympathy Type:

“Co-creating” participatory process in which a project organizer and participants con-
sider solutions together upon sharing issues and measures and forging sympathetic feel-

=

7’1‘1‘?:-9' l‘
Col}wgnl’m;m

\Jox/

BEARWESTHD, TR THLREAZIBINEFFL L | BRDZO
THAHH, Thik, BREWHERN, BEVRDESR 2R
EHAPLELBLTRERN., ALRARERTRVWOTHS., £L
TEk, BEESZLEER2EK-TWS, ErbIFEMBFFA K
Ko TAEZED, PLTHOHELRBEERELLVLESOTIZRN
A5, BMEHER, BRELHEELE- LRL2BLE LS THLAI
Bizgmretzrix, BREORVWRROTFFA L TutRLELS0H
bimhizwn,

3. HL 7L —Y—LRDFERA~
—BMBT T A LT ALY« FRANY |~ BEL 72

have been conceived unconsciously by genius designers based on their
tacit knowledge. This process is clearly a cyclical method including
observing, objectifying, hypothesizing, and verifying. By inviting partici-
pants to apply this method and involving them in the process of seeking a
solution while encouraging them to share a problem and develop sharing
their thinking the process becomes truly participatory.

It appears to be a magical method, but in fact, it is not so. But why do
people seek “participatory designing?” It may be because the social situa-
tion now is unforeseeable. People cannot have confidence in themselves.
Business managers have lost their confidence. So, they want to collect
wisdom from others through participatory designing so that they can find
as many certain answers as possible. Thus, this co-creating design process
in which participants interact together to discuss problems and find solu-
tions by sharing views and sympathizing with each other might be said to
be the design process of an age that lacks self-confidence.

3. Citizens become players in public design

—Participatory designing changes into “human development and
project development”

The participatory design process began as a sounding process to predict
the adequacy of proposed projects or success in marketing new products.
Now, the style has changed becoming the “co-creating” type in which
both project organizers and citizens cooperate in designing. And this style
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Socialization & Character Building Type:
Developing participants as active players.
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continues to change.

Today, in public projects, citizens themselves are required to participate
as players. Due to population decrease, local government services are
faced with a shortage in personnel, and players are forced to be changed.
This pressing tendency is clearer in local communities where rapid depop-
ulation is progressing. As a means to cope with this, a human resource
developing project called “community design” has been introduced.
Here, the conventional role of designers to display their creative talent is
not required. The design process is to identify problems, consider a
hypothesis for solution and to take action to bring the hypothesis into
practice. CoDesign implies that all participants take action within a proj-
ect as members of the project organizing group.

Great changes have occurred in manufacturing and product develop-
ment. Digitization has prevailed in industrial processes. It is said today,
“Anyone can become a manufacturer if you have a PC.” CAD programs
are available containing design data, the data can be shared online, and a
3D printer can produce a model. Digital fabrication allows anyone, any-
where in the world to become a manufacturer. Young people, called the
web generation, build their communities using the internet, and when
they cooperate as manufacturers, 2 new movement to reform society may
be initiated.

Are these changes only occurring among a small number of interested
people? Certainly the traditional product development practices by
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major corporations involving a great number of people will continue.
Even so, it is certain that designing and manufacturing processes will
change. Already, the practice of “plan, design, manufacture and sell” is
occurring among citizens outside major corporations. Fabrication labora-
tories (FabLabs) and high-precision 3D printing services by corporations
will spread. At this point, citizens will no longer be participants but they
will become players in projects. Projects conducted through a contempo-
rary participatory design process have meaning as incubators to train
citizens to be project players.

Strength of Designers being Questioned Now
As the digitalized society progresses further, the style of “participation”
by citizens will be transformed. There are Big Data, and artificial intelli-
gence (AlI). As various phases of people’s lives are linked with the inter-
net and more sophisticated sensors are installed with greater abundance,
people will be living in a situation in which they are forced to participate
before they are aware. What you think, what you prefer, and how you
act are already stored in the Big Data. Business corporations will analyze
the enormous volume of data broadly and deeply to plan their products
and services.

Then, is direct participation meaningless? Super sophisticated digital
technology may show you the desirable conclusion. But it may only be
“precise reference information.” I trust that the value of ideas created
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through direct interaction by people will not change. Moreover, an effect
on sensibility as “sharing feelings” and “character development” is the
value of contemporary participation. How does the role of designers
change then? It may be that competence to present hypotheses (creating
given conditions) and to visualize (sharing information and images) will
become even more necessary. While using refined databases, the compe-
tence to identify latent needs of people and actualize them as projects,
products and services through dialogues and with their participation is
demanded of designers. We live in an age when designers are being
required to have the ability to participate in society.

Kazuo Tanaka, President / CEO, GK Design Group
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Table Talk on “Future of CoDesign”

Lecturers:

Kazuhiko Yamazaki, Professor, Department of
Advanced Media /Program in Design, Chiba
Institute of Technology

Takahito Kamihira, Professor, School of Net-
work and Information, Senshu University,
Moderator:

Itsuro Shibata, Director, GK Industrial Design/
Senior Director, GK Design Research Initiative

As we discuss “Participatory Design and CoDe-
sign” in the GK Report, we organized a P-Room
Seminar on July 7,2017. Our presenters at the
event were Prof. Kazuhiko Yamazaki and Prof.
Takahito Kamihira who are opinion leaders
and creators of unique activities in this field.
This session of Table Talk was moderated by
Itsuro Shibata, GK Industrial Design Director.
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Participatory Design

Shibata: Prof. Yamazaki, you began your career
as a product designer, but your activities have
grown to encompass much more than that.
Designers must continuously update their
knowledge and skills according to their own
interests as well as society’s needs. What moti-
vated you to pursue other fields?

Yamazaki: I was strongly motivated to learn
more when I worked for an American IT corpo-
ration. The designers in the company were com-
petitive, and studied a great deal. Most often
the topics of conversation were “What are you
studying?” or “What activity are you engaged
in now?” Their dedicated determination moti-
vated me to study more. So much so that I began
studying for my Ph.D at the age of 40.

Shibata: It sounds like you were having fun
rather than competing with rivals.

Yamazaki: I became a designer because I liked
to see people enjoy and take pleasure in my
design works. While I have studied new tech-
nologies and increased my skills in the course
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of time, my starting point has not changed. I
am cautious about using trendy words. Hu-
man-centered design, UX, participatory
design and other terms are tools for discus-
sions with corporate people. What is more
important is practice.

I think that designers are able to reframe. It
is strange that designers remain within a frame
without being able to reframe the existing
works. Reframing is design. A designer is one
who creates something new, even a new profes-
sion. This is the very role that designers should
play. We can ask users what they want, or we
can ask them to listen to our views. When the
users are the main players, I don’t mind acting
as a facilitator. The important thing is that our
practical activities produce real results.
Shibata: When you say designers are unable to
reframe, I believe you are referring to designers
who feel content to remain in the framework of
their field, say a product designer, for example.
This is their choice.
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Behind Successful Participatory Design
Shibata: Recently your focus has been in educa-
tion. What are you aiming to achieve through
teaching design to non-designers or aged people?
Yamazaki: In order to spread design, instruc-
tors must be trained. To train these people, I
need to experiment with teaching methods and
finding what helps people to learn. What we
need now is to create teaching methods, partic-
ularly because the need for learning design is
mounting among non-designers in corporations.
Recently, people working for trading firms are
studying design enthusiastically. I helped a firm
and talked with the employees. They are inter-
ested in and strongly motivated to study design.
They prepared a screen with a paper prototype
and a wireframe model.

Shibata: Prof. Kamihira introduced some cases
of CoDesign in Scandinavia. One of them was
a program involving children and the disabled.
Were the participants given a broad sense of
design education prior to the program, or were
they amateurs who were interested in making
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Urban design project with 13-year old children in a school in Copenhagen. Children prepared self-made table
games to promote their design work in a group.
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something and came together through the pro-
gram? Are there educational programs for
such occasions?

Kamihira: I took part in a series of workshops
on an urban design project which was a part of
class work for the 1st year junior high school
students in Denmark. In the beginning the
students had different levels of interest but they
became increasingly interested in the project.
The workshop intended to provide opportuni-
ties for students to develop an interest in design
and was not aimed at children who were
already interested.

It is important to note that students are
accustomed to carrying out open discussions
and conversations within their classrooms.
From their kindergarten days, they are trained
to listen to each other and to develop a common
understanding. Because they have this founda-
tion, they are eager to discuss urban design, to
envision their ideal city, and to work to actual-
ize the idea.

Shibata: It is the cultural and education envi-
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“Egmont Hojskolen” where both able and disabled
people can study together. Disabled people are actively
involved in IT, houses and various other designs.
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ronment that develops the base of one design
concept. While sketches by children are not
directly made into real structures, they serve
as the base for design for designs that are actu-
ally implemented.

Kamihira: For example, children’s desire to
build a slide from the third floor of the school-
house to the ground is a stupendous idea con-
sidering the speed of sliding down. But instead
of rejecting it, designers there admit the chil-
dren’s unique idea which adults would not have
thought of and incorporate it in the actual
design. In this way, people can share the story
that the slide was created through collabora-
tion with the community. Designers there are
well versed in ways to handle ideas from people.

Design by Organizations and Design Education
Shibata: Prof. Yamazaki mentioned that the
number of business people intending to learn de-
sign is on the rise. What are their motivations?

Yamazaki: Their motivations vary, but I guess
that the way of thinking that is required in
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A gadget arising from a propos-
al by children installed in a city.
It was created during an event
intended for teenagers to make
proposals to the city authority.
Politicians in Copenhagen were
invited to have dialogues with
young people.

designing is useful in their business activities. I
came to think recently that if people in the
Personnel Division studied design, the company
management would improve. Large corpora-
tions are caught in the traditional personnel
system, and young workers are feeling frustrat-
ed because their efforts are not appreciated by
the management, If the human resources divi-
sion took note of this by applying design in
their thinking, they may help their companies
to become better. People who think that way
began learning design.

Shibata: Now, it is often heard that organiza-
tional reform with design is being attempted in
order to enhance the creativity of organiza-
tions, what kind of ability is required for design-
ing an organization?

Yamazaki: It was 3—4 years ago when by two
brilliant students inspired me to begin design
for organizations. One was employed by a
major manufacturing company, and the other
by an IT corporation. When I met them one
year later, they looked so different. The former
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was lacking in animation while the latter was
shiny. I was surprised by the change that had
taken place in a year, and thought there might
be causes in the personnel and organizational
management. Highly motivated designers
would lose their interest in working. So, I began
interviewing a personnel officer in the IT corpo-
ration and others and asked them to giveus a
lecture. Ina 30-minute lecture, the lecturer said
that services by the personnel division can affect
the motivation of employees with naming and
the use of visuals. Its staff is trying to provide
services which will be favored by employees, so
when they conceive of a new service, they ask
their employees for their views before putting it
into practice. This is a design activity, although
the lecturer did not use the word “design,” I
thought it was a personnel service design, and
that we could support that sort of activity.

For organization design, abilities to conduct
and analyze a user survey, and to propose and
design a new service are necessary. Creativity
may be needed to jump from a notice to a
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An elementary school house in Copenhagen. The play-
ful idea of having a slide to come down from the third

floor by children has been realized by architects. This is

an example of collaboration by architects and children.
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design, to provide the visual communication
media and to write copies. Above all, compe-
tence to integrate these abilities is required.
Kamibhira: It is indeed difficult to activate the
existing organization. I feel I am fighting in my
organization to show the power of design.

I like illustrating, and it is true that by visual-
izing invisible things, people obtain a better
picture. Or by upgrading the visual of a slogan
just a little, people are motivated, and the
whole organization is activated. I have seen
cases of small attempts which have positively
affected an organization. People in general do
not know that design makes a difference.

As Prof. Yamazaki mentioned, further refram-
ing the present situation can lead to a new solu-
tion. Individuals who are able to envisage
potential changes will be valuable.

Yamazaki: Once an IT company in the United
State announced what they would need to have
within the next 5 or 10 years’ time, and told its
employees to bring the idea to fruition.

Although they struggled to achieve the goal,
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“Living Labo” conducted in an elderly home in Denmark. Elderly people are design partners taking part in the de-

velopment of a skill sharing service for the elderly.
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they did not succeed in it. In the process, how-
ever, they tested ideas and accumulated know-
how. The company turned around and sold the
know-how. Educating employees in this way
led to the development and sales of methods to
educating employees.

Understanding the Targets Based Consider-
ing Changes

Shibata: When participatory design evolves
into CoDesign, I wonder who become the
targets, consumers, users or professionals. For
product development, the targets are users, but
this model is no longer valid. Should we inter-
act with the target people as our colleagues, or
as people with better knowledge than ours?
Kamihira: I often comment on the term “user
experience (UX).” If we limit our targets to
only users, we might trivialize people who are
actively living on their own initiative. We tend
to think that people do not change and we need
to make things that are appropriate to them
based upon thorough research and calculation.
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But people are changing so it is more construc-
tive to allow for the changes rather than to
design something static and unchangeable.
Shibata: It often happens that we have false
presumptions about users, or our targets, but
they are already far ahead of us.
Kamihira: I was involved in the development of
a “skill sharing service” which involved making
the senior citizens in a retirement home in Den-
mark our design partners. While working
together, the residents realized they could help
each other by exchanging their skills and that
they would be happy doing so. This confirmed
my thought that design could change people in
a positive direction.

I would personally like to give people experi-
ences so that they can learn and become positive
instead of merely giving passive services to users.

Secrets to Making Participatory Design
Successful

Shibata: For a project design, are there any
points we should keep in mind as to what kind
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of people should be involved, and what pro-
cesses should be followed?
Kamihira: I teach “Design Attitude” in the field
of Design Literacy in a Design School for
Adults. I emphasize that designers should see
problems relatively with a bird’s-eye view. At
present, designers are not well trained in that
way. Additionally, when solving a problem it is
better to involve people with different talents.
Yamazaki: To conduct a new project, we must
involve people from different specialties, and
designers must understand the commonalities
and differences of these people to better make
their talents the driving force in creating some-
thing new. By collaborating with different
types of people, we can reframe new concepts.
(From P-Room Seminar on July 7,2017)
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Comments by Itsuro Shibata

Director, GK Industrial Design / Senior Director,

GK Design Research Initiative :

I was impressed by two points. One is that to
realize a vision or purpose, participatory design
or CoDesign involving people of various spe-
cialties can become a feasible choice. At the
same time a different approach can be designed.
The other is the importance for designers to see
things with a broader perspective. The essential
motivation for designing is the hope to help the
world become happy.
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Kazuhiko Yamazaki:

Professor, Department of Advanced Media, Master’s
Program in Design, Chiba Institute of Technology/Presi-
dent, Smile Experience Design Studio/CDO & Co-Found-
er, X Design Lab

After graduating from Kyoto Institute of Technology,
worked for Cleanup Corporation, took on the role of
design consulting and diversified design practice ranging
from product design to web design. In 2003, appointed
President of User Experience Design Center of Japan IBM
(Technological Director). Received his Doctor of Art
Engineering degree from Tokyo University. Presently
engaged in consulting work related to education and
human centered and user experience design (HCD/UX).

Takahito Kamihira:

Professor, School of Network and Information, Senshu
University/Design Partner, ACTANT, Inc./Certified
Human Centered Design Professional

Born in Kagoshima Pref. in 1972. After finishing the Art
and Design course at the University of Tsukuba majoring
in design, worked as a graphic designer and an assistant of
the School of Art of Tokyo Polytechnic University, and
took up the post of a professor at Senshu University in
2004. At current position since 2012, engaged mainly in
education and research of information design. More
recently having a keen interest in social problems, is work-
ing on building systems for CoDesign (collaborative design-
ing) to solve complicated problems creatively through
cooperation with others, and to develop new values.
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*Seibu Railway New Train Series Concept Design Project Team

Ordered by Seibu Railway

Contracted by Dentsu, Dentsu Tech (now, Dentsu Live Inc.) and GK Industrial Design

Facilitated by Kota Nezu, znug design

Dialogue on “Co-Creating a Brand
Value - New 40000 series Commuter
Train of Seibu Railway”

Shogo Kawazoe, Seibu Railway
Kosuke Wakao, Chief Designer, GK Industrial
Design

Seibu Railway began operating the new 40000
series commuter train on March 25,2017. This
new train series was developed as a “next-gen-
eration standard train” and as the “face of
Seibu Railway and the area along the railway
line.” The configuration of the passenger seats
can be changed from longitudinal to transverse
when the train is used for tourism. Thereisa
standing area called “Partner Zone” for passen-
gers in wheelchairs and those with baby bug-
gies. Other devices are also provided to help
passengers travel in comfort.

The project team (*), consisting mainly of
employees of Seibu Railway conceived the gen-
eral concept and functions of the train. The
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left: Shogo Kawazoe of Seibu Railway

team was joined by Dentsu, Dentsu Tech (now
Dentsu Live), Kota Nezu of znug design and GK.

For this issue, Shogo Kawazoe of Seibu Rail-
way who was a member of the project team and
Kosuke Wakao, GK Industrial Design Chief
Designer looked back on the project from a

“CoDesign” perspective.

Saibu Railway of Tomorrow Conceived by
Young Members

Kawazoe: We employed a project team style for
the first time in the development of the preced-
ing 30000 series. At that time, the team had
about thirty employees, but for the new series,
we only had six younger employees, two men
and four women emphasizing the speed in
development and the need to listen to and reflect
upon each member’s views. The team members
are not automobile specialists, but they worked
as the main players in devising the concept and
basic car design. My section acted as the team
secretariat and organized their views.

Wakao: GK was assigned with coloring the

30000 series. But this time, we worked as a
member of the project team. We listened to the
voices of our team members and drew concrete
pictures to develop a design. The six members
were Seibu employees, but they often expressed
their views from the user perspective often pref-
acing their comments with, “as a user.” It was
impressive. [ sensed that they and yourself were
thinking from the standpoint of users.
Kawazoe: For our side to produce a train, there
were things that we could realize and things we
could not. On some occasions I felt it difficult
to go so far as to make unfavorable comments,
or there were times when I felt conflicted about
the views being expressed within myself. How-
ever, I thought I should take in their views as
much as possible so that we would be able to
change our company. After all, it was very
good that team members expressed various
views, and we could reflect them in the final
design. They had an advantage that they knew
little about vehicles, so they freely expressed
their ideas.
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Wakao: The new series is a product that was
achieved through a CoDesign process. I under-
stand the difficulties of train design as we, at
GK, have been designing trains for many years.
‘We were not drawing a picture of the “train of
our dreams,” but designing the actual 40000
series train. We had to achieve a balance be-
tween a dream train and a real train.

Making it the Standard Train for the Coming
Generation

Kawazoe: When we worked to upgrade the
brand value of the Seibu Group, we felt that
discussing the plan within the project team was
a positive method for that. So, we introduced
this method to develop a train that was intend-
ed to act as the standard of Seibu Railway in
the future. To have employees not specialized
in train design in the team is one means to take
in fresh ideas.

Wakao: As we have talked with team members
a number of times, I have come to see what the
Seibu brand is like. It is easier to understand
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that through direct conversations with them
rather than listening to the message “Seibu
Railway provides people with transportation
services for daily living” in commercials. The
project was intended to forge the sense of shar-
ing in creation of the design not merely for the
six team members but for other people support-
ing the project.

The trains that are currently in use and were
used in the past have created the Seibu-ness,
and I am certain that the 40000 series represents
the Seibu Railway image the most. It is because
the views of users and people living alongside
the railways, and the values which had not been
realized in the past train series were reexam-
ined, and the results were merged in the new
design. I feel that we have devised a method for
how to develop a new “commuter train.”

The Face of Seibu Railway and the Face of
Seibu Wayside

Wakao: The 30000 series is popular with its
nickname “Smile Train” expressing the vision
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New 40000 Series Commuter Train of Seibu Railway
Received the Grand Award (Prime Minister's Award)
in the Eleventh Kids Design Award

of the Seibu Group to “help people to go out
with a smile.” To design the new 40000 series, I
thought that this concept should be succeeded.
I aimed at designing the exterior of the futuris-
tic train to create a new railway landscape.
Kawazoe: As the 40000 series will share the
tracks with Tokyo Metro, Tokyu and Yokoha-
ma Minato Mirai Railway, and will run in the
Shinkiba and Yokohama directions. So I
wanted that our train will bring in a new wind
to these directions bearing the Seibu Railway
brand. I am hoping that the train will represent
the Seibu Railway brand, and the image of its
wayside. Ialso hope that passengers will have
pride and affection in using the train.

Wakao: As commuters cannot choose what
train they take, the appealing point of a railway
company to passengers can be expressed in the
train, I suppose. If passengers who usually take
trains of other railway companies happen to
ride on a 40000 series train, they will learn that
the Seibu Railway company is considerate to

children and elderly people. The concept of the

GK Report No.32 15
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train developed through a workshop of the
project team was “a train that is kind to passen-
gers and a train which goes forward with
people.” From this viewpoint, the 40000 series
train is an advanced train which would stimu-
late other railway companies.

Kawazoe: We put so much thought into the
train, so we would be pleased if people could
feel our thought. Further, in order to enhance
the brand value of our company, I wish people
would come to know more about Seibu Rail-
way. So, I hope people visit the wayside of
Seibu Railway and ideally, feel like living there.

“Partner Zone” Symbolizing the Concept of
the Train

Wakao: An epoch-making proposal for the
40000 series was the “Partner Zone.” It hasa
large window and a kind interior space for
passengers. I gather it was difficult to construct
such a large window.

Kawazoe: We discussed the construction of the
window with the train manufacturer. We did
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The configuration of the passenger seats can be changed from longitudinal to transverse when the train is used for tourism.,

not know whether the proposal was successful-
ly realized, so, we worried about taking the risk
to build the window.

Wakao: That was what I found to be the amaz-
ing point of Seibu Railway.

Kawazoe: We had opinion surveys through our
website and through interviews at stations, and
found that mothers with children commented,
“I feel reluctant to take a train with children
because they often cry and cause trouble to
other passengers.” One answer to this issue

from the project team was the “Partner Zone.”
There are passengers in wheelchairs, parents
with a baby buggy and people carrying a large
bag. This space was prepared for such people.

Wakao: A handrail is installed under the side
window at the height for small children to hold
when they look outside. The simple benches
allow parents to sit lightly watching their chil-
dren looking out of the window, or elderly
people who prefer standing to travel to the next
station. Elderly people exchange conversations
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An epoch-making proposal for the 40000 series was the “Partner Zone.”

with children looking out through the window.
Such a scene typically shows “a train being kind
to passengers and a train which goes forward

with people.”

Forging a Co-creating Relationship

Wakao: When I drew pictures upon listening to
the voices of team members, I paid attention to
incorporate their ideas to somewhere. [ intend-
ed to help them find the design process to be
interesting and develop a sense of unity.
Kawazoe: I am sure it really occurred. I find it
amazing that you illustrated ideas which were
described only with words. You always showed
us three illustrations, and my views were
reflected in them, so I felt satisfied. Within our
company, we discussed that we could make a
better design if all your illustrations were to be
united into one.

Wakao: If team members see illustrations, they
may just evaluate whether they like them or not,
but through our process, we confirmed illustra-
tions each time to be sure their ideas were

HEET 7 5 v FARE & 4L 5 — BRSO F R S H E 4000074

included, and we repeated the same process
until we reached the final basic design. We
collected views from the concerned people to
design something. But this time, as a profession-
al designer, I thought that we should propose a
new value not only coordinating their ideas.

The greatest difference between a CoDesign
process and a conventional design process is
that participants are encouraged to be deeply
involved in the process as creators. It is more
interesting that members have many different
views, which provides us with sources of fresh
ideas. Therefore, it is important to make an
inclusive atmosphere in which members can
speak out without fear of criticism and enjoy
participation.

Skills required of designers are not to push
their professional proposals, but to have a flexi-
ble attitude that elicits a positive feeling within
the project members’ and forges an atmosphere
that helps them become confident in them-
selves, and thus to lead to new proposals.

(July 3, 2017 at GK Design Group)
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Shogo Kawazoe, Seibu Railway
Kosuke Wakao, Chief Designer, GK Industrial
Design
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Significance and Possibility of CoDsign
—Art Project Out of the Utsunomiya

Museum
Masahiko Kimura

Lately, the number of projects employing a“Co-
Design” process is on the rise. CoDesignisa
cooperative creation process involving various
stakeholders, including clients and users in ad-
dition to designers. The objects of CoDesign
cover not only traditional community develop-
ment projects and the designing of public facilities
but also various design fields or interdisciplin-
ary design fields such as products and commu-
nication.

What should we take into consideration in
order to obtain more effective results from the
CoDesign process? In this article, I would like
to consider the significance and possibility of
CoDesign showing an example.

Change in the Roles of Designers
In the background of the growth of the CoDe-
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sign process are changes in society resulting
from rapid technological progress and accom-
panying changes in social values. Business
corporations and local governments are finding
it necessary to reform their decision-making
Processes.

As tasks today are often so complicated and
encompassing various fields, it is difficult for a
single person or section to address them all.
Therefore, people both inside and outside the
organization are invited to consider the matter
from different perspectives.

However, it is difficult for these persons to
think about the subject in such a gathering.
Particularly, it is noted that as the number of
participants increases, it becomes harder to
focus the discussion.

Under such circumstances, designers can
display the use of “hypothesis generation”
which is our way of thinking. It is a means of
activating discussions by generating a hypothe-
sis intuitively from given conditions and partic-
ipants’ knowledge and experiences, and con-
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ceptualizing or visualizing the hypothesis.

In the past, the main role of designers was to
reasonably and beautifully design clearly
defined objects. But today, designers must lead
the practical use of “co-thinking what to do”
and explore “how to solve the issue” with many
participants from the initial stage of a project.
As a participant, a designer must lead the discus-
sion while renewing the hypotheses and sup-
port other participants’ thinking in the process.

A case of CoDesign
As a good example of CoDesign in the past few
years, the Utsunomiya Museum will be discussed.

The Museum organized the Qutreach Project
2015 Local Industry and Design “The Revival
of CHUSEN Dyeing in Utsunomiya” in 2015
as a citizens’ participatory project.

Utsunomiya city is located at the cross section
of the Tohoku and Kanto districts, and has
developed as a strategic city for transportation,
commodity distribution and industries. But
today, traditional industries and cityscapes are
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Products of the “Revival of CHUSEN Dyeing in Utsunomiya” project

being lost and the vestiges can be hardly found.
It is only the “Chusen” (pour dyeing) industry
that still remains today. This project was con-
ceived with this technique in mind.

The project began with the purposes of re-
viewing the history of the city, revitalizing its
assets and to build people’s pride in the city
from a new perspective.

Five parties, including citizens, the Utsunomi-
ya Museum, Utsunomiya University, Nakagawa
Dye factory, and GK Graphics conducted a
survey for half a year to rediscover local resourc-
es. The team co-created a new pattern to
convey the distinguishing features of Utsunomi-
ya. Instead of depending on designers to create
a symbol mark or a character, project members
reviewed local assets and, relying on their
brain, eyes, and memories, attempted to build a
new asset for the city which will be shared by
entire population of the city.

Major Programs and Key Points of CoDesign
The project was conducted by repeating partici-

pation programs. The main stages were follow-

ing three.

(1) Sharing design literacy

The initial program was a series of study meet-
ings to share the background and purposes of
the project, and design thinking with partici-
pants in order to raise their consciousness for
“CoDesign.”

We spent quite a long time for this program.
By taking elaborate steps at the beginning, we
could establish the basic ground for the success-
ful project. As all participants understood
design thinking well, the quality of the process
and results were enhanced. Particularly in
CoDesign, to encourage participants’ positive
participation, it was important that their con-
sciousness should be developed on the same level.

(2) Experiment and participants’ response

Then, a workshop was held to present what
things were found to characterize Utsunomiya
and to make a pattern based on our findings.

\ “l.'\_ ALLL L TLTENY

'We presented photos taken in the field trip and
new knowledge from the study meeting, and
organized them in order to determine the direc-
tion of a pattern design. A trial pattern drawn
by a citizen member was computerized and a
designer exchanged views with the citizen to
make changes in the pattern. All the working
process was projected on the screen to share
with others.

By combining the series of actual production
process and (1) sharing design literacy, under-
standing toward design was further deepened.
When their ideas and opinions were actually
visualized, participants felt a great response,
which supported their motivation, and led to a
more positive sense of participation.

(3) Everybody is a specialist

An open invitation to propose patterns for
dyeing was made to the citizens of Utsunomiya.
Nearly 100 proposals were received, and five
works were selected at the open selection
session. Proposers, museum staff members, dye
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factory staff members and designers discussed
enhancing the quality of pattern designs, which
were put to the “chusen (pour dyeing) work to
produce rolls of cloth.

CoDesign is a process where specialists with
different backgrounds gather to create some-
thing new from a perspective which has not
been seen before. This means that CoDesign
must be managed so that not only university
teachers or curators but also citizens who are
generally considered non-specialists can take
part in discussions and activities as “communi-
ty specialists.”

In fact, among the patterns proposed by
citizens, there were eye-opening ideas which
surprised all judges. At the final stage, the dye
factory gave technical advice and a museum
curator offered her views based on her elabo-
rate research.

It should be noted that all participants with
their respective specialties respected each
other’s views and this was the key for the
successes of the project.
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Conceptual drawing of Co-creation in the “Revival of CHUSEN Dyeing in Utsunomiya” project
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Significance and Potential of CoDesign

1 consider the key or the significance for success
in CoDesign is the change in consciousness
among citizens and other participants. By
understanding the design way of thinking, they
grow to be able to sustainably, actively and
creatively relate with various objects.

This does not imply that we, designers may
lose our professional functions. As people
deepen their understanding of design, the
design literacy of society as a whole will be
enhanced. It suggests that people will make the
right decisions in the management of designs as
is observed in countries which are advanced in
design such as Scandinavia.

At the very least, instances in which a design-
er’s abilities have not been fully displayed due
to a spur-of-the-moment idea or the preferences
of a decision maker can be avoided. Or casesin
which the introduction of designers would
result in a negative effect because of the inabili-
ty of an organization to manage designs can

also be alleviated.
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The significance and potential of CoDesign
are to build a society in which people grow to

accept the essential value of design and to
manipulate it proactively.

Masahiko Kimura,
Executive Director, GK Graphics

Collaborators:

Yuko Hashimoto, Utsunomiya Museum of Art,
Yoshinari Kajiwara, Akio Yasumori, Utsunomiya
University, Fumi Nakagawa, Yuki Nakagawa,
Nakagawa Dye Factory, Ustunomiya City and citizens.
Award: Good Design Award 2016

Reference material: Chitki Sangyo to Design — Miya
no Chusen wo Hiraku
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To Design a Mechanism to Explore
Creativity
Itsuro Shibata

As the term “Design Thinking” has become
widely known, the method of co-creating work-
shops has been introduced, not only for projects
organized by NPOs that intend to solve social
issues, but also for product development
processes by corporations. Certainly, for proj-
ects conducted by the GK Design Research
Initiative (GK DRI), the process based on colla-
oration with stakeholders is becoming a stan-
dard menu. In the following, what GK DRI is
intending to do will be discussed upon looking
back on the development of CoDesign.

History of CoDesign

CoDesign, or a process of design in which stake-
holders and specialists are actively involved in
addition to designers and clients, began more
than 50 years ago. The three main types in the
process are briefly explained below.
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Consumer
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End User

HME
Specialist

~_ _—

(1) Participatory design as a social system
Participatory design is said to have begun in
Scandinavia in the 1960s. It started with a
project to consider reforming the existing
working environment to introduce advanced
technology. The management considering the
introduction of new technology and workers
who would be directly affected by the technology
discussed their working environment together to
forge a consensus. This reflects the Social Demo-
cratic Tradition of Scandinavia where tension
and cooperation are normal in labor-manage-
ment relations,

Citizen participation programs in urban
planning were prevalent in Japan in the 1970s.
This was influenced by American democracy. A
participatory design process as an expression of
democracy aims to forge a consensus for the
best solution while coordinating the interests of
concerned parties.

{2) Marketing and human-centered design
In the field of marketing, consumer surveys as

part of market research were conducted from a
long time ago. In this case, by analyzing the
preferences of consumers, corporations intend-
ed to develop and launch products and services
that better fit the market. One oft heard criti-
cism of marketing surveys is “Consumers seem
unable to think of any products or services
which are not already made available in the
present market.” It is, nonetheless, not useless
to try to understand consumer preferences. In
design research, in particular, emphases are
given to questions that explore the contexts of
consumer living, their latent desires in addition
to questions to know their likes or dislikes and
purchase intentions. Another similar viewpoint
is human-centered design used for designing
interaction between humans and machines and
ICT devices. Hardware and software designs
are approached from the ease of use instead of
convenience for products and their manufactur-
ing processes. In the design process, under-
standing of users based on cognitive psycholo-
gy and users’ involvement are essential. Shared
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thinking and feeling stressed in design thinking
can be interpreted as a composite of various
views on humans.

(3) Involvement of specialists in diverse fields
In conventional design projects where designers
propose possible solutions to conditions speci-
fied by a client, a project is generally completed
between clients and designers. However, as the
scope of design has expanded, issues which
cannot be resolved by designers alone, have
come to be included in today’s design projects.
Participation by specialists from different fields
has become essential. Notably, in projects to
design services and business models, and those
that concern social issues for which final solu-
tions are difficult to find, people of diverse
specialties play greater roles.

What should not be slighted is the participa-
tion of clients. The clients of projects are often
first-class specialists in related fields, and have
accumulated a great deal of essential knowl-
edge and information. But in large-scale corpo-
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Role of Designers in Participatory Design Projects (CoDesign)
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rate projects, the potential abilities of related
sectors within the corporation are often not
fully applied. In order to improve this situa-
tion, interdisciplinary teams are often formed
within a company, and an order to organize
such a team came to be given to GK DRI.

Styles of CoDesign

Styles and purposes of CoDesign vary widely in
terms of respect to democracy, sharing views
with interested people, viewpoints by special-
ists, and organizational responses by clients.

1. Information provision

This means that participants provide designers
with information to promote their understand-
ing of the participants through their interviews
and observation. The main purpose is to help
designers understand the target person instead
of expressing creativity by group dynamism.
The key is how far the unconscious mind of the
target person can be understood by designers
beyond just sharing a view. In interviews, both

the interviewer and interviewee may state
perceived notions or even falsehoods, therefore,
it is more effective for designers to have direct
experience in the activities and an observation
of the activities of a target person by recording
them on video.

2. Collaborative work

This is the most popular type of CoDesign pro-
cess where people with different backgrounds,
including clients (including an inter-sector team
of a company), consumers, specialists and
designers, meet together to discuss ideas on a
common issue. At such an occasion, like a
workshop, designers play a number of roles,
including a facilitator, a graphic recorder to
visualize the discussion, a workshop designer to
prepare tools to guide the discussion while
giving incentives for discussion.

I often hear that no good ideas come out
from workshops or brain storming sessions of
this type. It is natural when a workshop and
brain storming is held in a limited time. It
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able to design a system from which solutions
can be devised than offering a solution.

No doubt, open processes in design projects
will be further required considering the maturi-
ty of the 20th century industries, pressures for
innovation pushed by rapid changes in the busi-
ness environment, and responses to increasingly
complicated social issues. We, at GK DRI, while
not staying dependent upon existing templates,
will continue to develop appropriate methods
to address coming issues. We will continue to
seek wisdom from the past several decades in
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New Issues Bring Forth a New Method

CoDesign Crowdsourcing

has no expertise by designers alone

which the need to respond to new design issues
including relations between humans and
machines, labor management relations, design
of services and responses to social issues gave
birth to new methods and mechanisms to mobi-
lize people from diverse backgrounds.

Itsuro Shibata,
Director, GK Industrial Design / Senior Direc-
tor, GK Design Research Initiative
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Beyond Technology and Design 7
Learning through Crafting
Yosuke Magaki

People Crafting Something in the Office

I do not remember when it began but I have come
to see staff members doing some handicraft work
in the office. While working at my desk, I hear
various sounds of tapping, beating or shaving
coming from somewhere. It might be after we
introduced a 3D printer in our office that the
lively scenes began to be observed.

In the next door to our office, we have a GK
workshop just within one minute walk. The work-
shop is equipped with various machine tools.
Here, staff members have conducted almost all
craftwork such as shaving, hardening clay, solder-
ing electronic parts, and so on, here according to
their skills.

The introduction of the 3D printer has brought
such workshop scenes into the office room. In
order to operate the 3D printer, we have to input
data to the machine from our computers, so it is
more convenient to work in the office room. As
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work efficiency has increased, members began
deburring and other small work on the outputted
materials. Now the office corner where the 3D
printer is placed has become like a workshop and
its space has expanded a little by little.

Sharing the Process of Crafting at the Spot

The 3D printer has blurred the boundary between
office space for “thinking” with rows of PCs and
workshop for “crafting.” This has brought a posi-
tive effect on communication among members
and their mutual learning. Now the office corner
where the 3D printer is placed has become like a
workshop and has expanded a little by little.

The workshop in the next door building had
been frequently used by hardware designers, but
rarely by software-centered designers. Although
working in the same design firm, there has been a
small gap in experience among members but the
3D printer is filling that gap. The working scene
in the workshop in next door building has moved
to the office room. As a result, chances of looking
at what others are doing increased, offering
opportunities of learning to those who have rarely
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used the workshop.

I would like to emphasize the importance of
“providing opportunities in which crafting process-
es are shared with others in a natural manner.” In
particular, sharing the process of crafting helps
members understand how a product is made,
follow the crafting designer’s pattern of thinking,
and gain deeper learning. They can easily ask ques-
tions and express their views in the work process
than when the design work is completed. It some-
times happens that through conversations, a new
idea comes up in the designer’s mind. In this way,
a positive interactive cycle is being generated.

The More Crafting Members, the More
Chances for Learning for the Team
In today’s working environment, working with a
computer has become normal and information
sharing hardly occurs among staff members. We
should consider ways to take each member’s work
out of a computer terminal.

In our workplace, people with different special-
ties, are working side by side. It is usually difficult
for people with different specialties understand
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Report on the Salone del Mobile, Milano
Aiko Yokoyama

Milan Design Week 2017

Milan Design Week is an annual event held every
April in Milan, Italy. The main event “Salone del
Mobile Milano (International Furniture Exhibi-
tion)” was held at the exhibition site, “Rho Fiera
Milano”, in the suburbs of Milan. At the same
time, Fuori Salone was held at showrooms and
galleries in the city.

At the main exhibition site, two other exhibi-
tions organized in odd-number years were held,
Euroluce, the International Lighting exhibition
and Workplace 3.0, an international exhibition of
workspace planning and design. Altogether, more
than 2,000 corporations from around the world
and designers presented their new products.

In Fuori Salone, exhibitions included designs
from various genres such as automobiles, house-
hold electrical appliances, and apparel. Many
featured designs that were created by manufactur-
ers in collaboration with designers. The event
provided opportunities for corporations and

28 GK Report No.32

LR ELHNWEERRDO A T ITHELR
bhic. FTh, TFavEhbErZiEMiTT
OENRBLEWE TS RTELAVLR TV,
(i, 2V AT 4 TRBETIER L, &
FBOEORFA T4 AL TFUTRMEA, 457V
TOE5RTUITRERE, Fv—»bLd 74
A AVFIT L2 A7 YT O & 2Bk
F3koaresboBRbEL{ RSk,
FAANOIERICA-TDOIX, RAEHESBO
vitta®D 7 — A LT DCassina® & a— v — A
DaA—F4R—=arT, Ffyiaipfaff
WY = X OIMNIOM A S DR
W oic. EBbOT5Fh, AtEoFHLEE
LBROFFA T —OFEEIv I AL RE
FELTWT, 73V FRFoE X~ F—
T~OFRLERCRTTOBREER Lk,
7F =¥ pn—RXTix, bAM—FHKOD
Y a—n—ATfibhicmoooi ®BRME, K
HOFFAEEF—TIL, FUrIRar s
IRBRIVA—LDER, AL —bV—LET,
¥R TCAYLEILB/RUESNDIPDLSIC
BEMica—F 1 x—r&h, ftEoRn—
DOEDDT AT ANRYTUF 4 %folc 22
LLTHEELTWE, ¥k, BEoBHRG
EHMAESDETHELREERRY Y FIT
PERYEPICERSHh, E02=—sTHEN
RItRE BT Shic,

designers to present their individual product
design philosophies. Different sections of the city
had specific themes and exhibits were arranged
under those themes. The number of areas of the
city which are participating seems to be increasing
every year, and the themes are also increasingly
diversified.

The visitors to the main exhibit site alone
totaled 340,000 and came from over 165 coun-
tries in the six days. The whole town was filled
with a festive atmosphere.

Features of the Salone del Mobile in 2017

The general tones of the interior design exhibits
were soft and calm, with standard modern designs
in grayish colors being a common theme. Above
all, the use of terracotta and pink as accents by all
brands was most notable.

Perhaps in an effort to stimulate creative activi-
ties, the designs of many products were ambigu-
ous, leaving one to wonder whether they were
specifically designed for office or house, or interior
or exterior, Office interior products and lighting
elements which looked like they were intended for
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house interiors, and outdoor furniture pieces
looked like interior furniture.

I personally favored the coordination at Vitra’s
booth in the exhibition site and Cassina’s show-
room in the city. Tones of gray and large and
small objects were appealingly combined. Both
brands mixed new versions of their masterpieces
with new products by created by current designers
in their exhibits. I fully sensed their pride in their
modern heritage and their stance toward the future.

In the Fuori Salone, the exhibition by “moooi”
held at a showroom in the Tortona Zone was
impressive. With a virtual hotel as a motif, a
lounge, compact single rooms and suite rooms
were coordinated as if there were guests staying
there, and distinctively designed individual items
were showing their presence. A huge chandelier
created by combining lighting articles from the
past was symbolically exhibited. I was enchanted
the sight of this unique and overwhelming piece.

The “IKEA Festival” was held in a huge storage
facility in the Ventura Lambrade zone. In divided
sections, various room scenes were displayed.
Additionally, workshops producing art pieces
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using a large printer, talk sessions, retail shops,
and food corners were packed into the festival
area similar to a theme park. The pleasure of
coordinating rooms with affordable interior
articles instead of expensive furniture pieces shown
in the Salone del Mobile was fully expressed from
multiple angles.

People in Milan and the Design Week

For the week of this event, the population of
Milan becomes inflated with foreign visitors. The
number is said to be larger than that of the Fash-
ion Week. Not only the exhibition site, but the
entire city was full of people until midnight. Citi-
zens also appeared to be lightly and naturally
enjoying the Design Week. In the Ventura Lam-
brade zone a little away from the central zone,
compact food trucks were opened on the lawn,
and people enjoyed picnicking and attending talk
sessions held on the casual outdoor stage.

In Superstudio Piil, the main site in the Tortona
Zone, elementary school children were in line,
visiting various exhibits. Ithought it might have
been a part of their school activities. I felt a bit
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envious of the opportunities they are given to get
in touch with high quality designs and art works
while they are still very young.

Attractiveness of Milan City

The weather was fine, warm and comfortable for
the four days I stayed in the city. There was a
subway workers’ strike on the second day, and
from that day, I rented a rent-a-cycle “Bike Mi” to
look around the exhibits.

Around Sempione Park in which Castello Sforz-
esco, the largest structure of the Renaissance style
in the city is a bicycle road. While riding a bicycle,
1 enjoyed the sights of blue sky, fresh green leaves
and wisteria in full bloom in the park, and the
history-laden castle. There were plenty of pho-
to-worthy scenes.

Exhibitions in the city were held in historic
buildings, former movie theaters, rooms in apart-
ment houses, and on the streets. The appealing
atmosphere of the spaces add special effects to the
exhibitions, and for that reason, it is well under-
stood that exhibitors scramble to get exhibition
sites at good locations every year.
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Significance of Visiting Salone
Many of the newly designed articles exhibited at
the Salone del Mobile are uploaded on the Inter-
net almost simultaneously with the announcement
of these products by the exhibitors themselves or
the media. We can obtain information without a
time lag in Japan. Even so, it was overwhelming
both in quality and quantity to see the actual
exhibits and to feel the atmosphere at the actual
site. I was strongly stimulated by my visit to Milan.
From the time of its foundation, GK has sent its
members abroad to enhance the creative compe-
tence of the group. My visit to Milan is a part of
that effort. Although information from outside
Japan has become easier to obtain through vari-
ous media, it is all the more important to directly
obtain first-hand information on site in order to
become able to enhance the quality of one’s
designs, and the ability to persuade others. I
would like to share the fruits and stimuli I had
through this visit with GK members and make use
of them in my work.

Aiko Yokoyama, GK Kyoto
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GK attended the 7th International Conference
ECODESIGN 2017 hosted by St. Petersburg
State Polytechnic University

ECODESIGN 2017, the 7th International Conference was
held at St.P burg State Polytechnic University in Russia
on May 25-26, 2017. From the GK Design Group, Koji Kad-
owaki {GK Kyoto) and Masahiko Kimura (GK Graphics) at-
tended the conference. Marking the 7th edition of the con-
ference, ECODESIGN was initiated by the late GK chairper-
son Kenji Ekuan celebrating his long association in design
exchange with Russia. Since its inception in 2002, the con-
fi has been org d on a nearly biennlal basls by St.
Petersburg State Polytechnic Univarsity. GK members
have been present at each conference to give their presen-
tations. This year, the 1CE Was repr i by par-
ticipants from 13 countries, Russia, Finland and 9 other
countries in Europe, USA, and Japan. In addition to GK,
participants from Japan included Tokyo University, Chiba
University and Shizuoka University of Art and Culture. The
themae for this year was “Japanese Design,” and two GK
p i pr i “Total Design of the Light Rail
TransitN kin Ci City Toy " and “Japanese
Perspective on Nature and Design” respectively and report-
ed the outcomes of the project and research. In 2016, St.
Petersburg State Polytechnic University and GK signed an
g on desig hange, and GK has received stu-
dents from the university as interns. At GK, we hope to con-
tinue the design exchange in order to develop designers
and build an internati | desi k.
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Second-Generation Trophy for the Mystery
Award Competition

GK was assigned the task of designing a new trophy for the
City of Roses Fukuyama Mystery Award Competition se-
lected by mystery writer Soji Shimada. The competition is
sponsored by the City of Fukuyama and the Organizing
Committee of the Award. The first trophy was designed by
the late GK chairperson Kenji Ekuan, who had a long asso-
ciation with the city, and the second one was designed by
Masahiko Kimura (GK Graphics), Hiroyuki Hishiki (GK Dy-
namics}, and Hiroya Yanagi (GK Tech). The bat, the symbol
of Fukuyama city and of the Mystery Award was the design
motif for both trophy designs. The new trophy expressed
the bat with the Origami (paper folding craft) technique.
The infinite potentiality of a sheet of paper and the figure of
a bat just taking wing well represented the award for new
talents in the creation of mystery novels. While succeeding
the use of metal work and urushi lacquer from the first one,
digital techniques such as CAD were applied to give an
up-to-date expression and dignity.
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Handa Canal Nelghboring Area, Handa City, Aichi
Prefecture, winner of Urban Design Grand Prix

The Design of the Handa Canal Neighboring Area won the
Grand Prix (Minister of Land, Infrastructure, Transport and
Tourism Award) in the urban space category of the 2017
Urban Design Grand Prix Competition sponsored by the
Urban Design Day Organizing Committee. Upon request
by NTT Facilities Inc., GK Design Soken Hiroshima de-
signed facilities and the landscape design of the Handa

Canal Neighboring Area. The area along the Handa Canal
had been the base of Mizkan Holdings Co., Ltd. since the
Edo period. As the plant was moved, the area was redevel-
oped into a tourist and cultural center embracing the Miz-
kan Museum. The canal used for boat transportation, and
buildings used for ring sake and vinegar are

maintained as precious assets in the design. The cultural
merits of the Mizkan Group and collabaration by the local
government and the private sectors were highly evaluated
in the competition.
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XSR900 Motorcycle received international
design awards

The XSR900 matorcycle by Yamaha Motor Corporation de-
signed for by GK Dynamics won two international design
awards. One is iF Design Award 2017 {Product Category),
and the other is the Best of the Best in the Red Dot Award:
Product Design 2017. In addition to these, the XSR900 mo-
torcycle was selected as one of the winners of the Good
Design Award 2016 Best 100, Auto Color Award 2016 Spe-
cial Award, JIDA Design Museum Selection Vol.18 Selec-
tion Award. In total, the rr ycle design won five di
awards.
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COTOCATA received iF Design Award 2017
{Professional Concept Category)

COTOCATA by GK Graphics received iF Design Award 2017
in the Professional Concept category. The COTOCATA was

1 as an independent project to exhibit at the 30th an-
niversary exhibition of GK Graphics. It is a game for two
players using building blocks to learn about verbal com-
munication. Player A is given a sheet of paper showing the
finished form, and exp it with words. Listening to the
explanation, Player B builds the blocks. Finally, they check
together to see if the finished form is the same as what
Player A has described. While playing the game both Play-
ers will realize the difficulties in verbal communication
thinking about the use of adequate words, or the meaning
of what the partner says.
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Izayoi no Tsuki received Bronze Award in the
Japan Package Design Award 2017

The package of Grand Kirin lzayoi no Tsuki (Moon on the
16th night of a lunar month) by Kirin Brewery Co., Ltd. won
the Bronze Award in the Japan Package Design Grand Prix
2017 competition conducted by the Japan Package Design
A iation. Itisa petition for design quality and cre-
ativity, and great emphases are placed on the production
and distribution of packaging materials, the value of the
package in both design and marchandising. Package de-
signers act as judges in this competition. GK Graphics de-
signed this package. The Grand Kirin lzayoi noTsuki is one
of Kirin's craft beer brand “Grand Kirin" series and is only
sold for a limited time. In order to express the impressive
naming of the product, the moon was symbolically drawn
to create an atmosphere to help users enjoy a long night
time during autumn.
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190 FSH SPORT received two category awards
in the 2016 Japan Boat of the Year Competition

A sport boat 190 FSH SPORT by Yamaha Motor Corpora-
tion designed by GK Kyoto received two category awards,
in the Small Boat Category and Best Fishing Category in
the 2016 Japan Boat of the Year competition. The Boat of
the Year is awarded to the best motor boat sold in the year
considering the concept, design, performance, quality,
safety, environmental load, and cost performance. (refer
to page 34)

 JIDAFYA VI 2—IPL
| ELIYavica

AHEHMFABRRS VYA UPLTHLFT—HBEUIDA) K
& BIDAFTYA VS 2a—IP Lt Y3 Vol 18T, GKA
YHFARIFILFHAHEY LT ) —INT—HASHED
{NI= L-ZY=)T—LRELI v a vRicBEE N,
F o (XSRI00) EGKTH' YBFILBABY LA A PH
BFRERHOFFaSINYOVR-FIFT 1 TAE—H—
{Egretta TS550). B & V= RE IS I SH OFDBEL AT
LEF{(=a—¥v ML2020R) D L7 v a Y RICEBER .
JDAFHA Y Ea—IFLELIYavBRETELLEL
BEZEBEULTIET TR AVYRARIZLTYA H
HELHFETIHOBMWURERRLEETI L LS. 20
BREEAE L TRERCEL BE B EF MR
BETS CEEENICREBEhTVS,

Selected for the JIDA Design Museum Selection

Power Yiile 3 under Eliiy Power Co., Ltd. which GK Industri-
al Design designed was selected as the Gold Selection
Award for the JIDA Design Museum Selection Vol. 18, by
the Japan Industrial Designers Association (JIDA). Other
than this, the Yamaha XSRS00 motorcycle, Egretta TS550
natural sound active speaker by Oasa Electronics Co., Ltd.
and the New Shuttle 2020 series Automated Guideway
Transit System by Mitsubishi Heavy Industries, Ltd., all de-
signed by GK Design Soken Hiroshima, were selected as
Selection Award winners. With the theme of a “beautiful
and enriched life,” the JIDA Design Museum Selection
project selects and gives honor to products with high quali-
ty industrial design, and keeps them to convey to coming
generations, thereby making cultural contributions in the
fields of education, industry and living.
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Precision Parts Machining-Deburring-Washing
Machines Line won the Machine Design Award

The Precision Parts Machining-Deburring-Washing Ma-
chine Line produced by Sugino Machine Limited and de-
signed by GK Industrial Design won the Japan Brand Prize
in the 47th Machine Design Award sponsored by the Nik-
kan Kogyo Shimbun. This award is selected and presented
to machi with llent f i | beauty and perfor-
by a Jury consisting of exp in hine desig
The prize winning machine system links three machines for
machining, deburring and washing precision parts. Robots
that handle the passing of parts from one process to anoth-
er are also devised by Sugino Machine. Consideration was
given to the movement of workers, and each machine was
designed to allow their smooth movements. A dent is
placed at the height of 900 mm of each machine for the
ease of working. The openings on the corridor side and the
operating panel are placed on the same height for im-
proved safety alleviating workers’ stress.
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Townscape Signage for Furukawa, Hida City
won the Japan SDA Incentive Award in the 51st
SDA Award

The Townscape Signage for Furukawa, Hida City for which
GK Graphics was involved won the Japan SDA Incentive
Award in the 51st SDA Award by the Japan Sign Design
Association (SDA). The beautiful townscape in Furukawa
town has been inherited by highly conscious local people.
Through a number of meetings on the form and colors, GK
and to people shared d and suc-
cessfully created harmonious signs for the townscape. To
welcome visitors with soft Hida dialect, spaces between
letters were arranged. Itis a trial of expressing a local fla-

vor in typography.

gn Conscic

GK Report No.32 31



Project News

79%7
BAStROIEF

GKYF71972

Ry FUlcFaaL—ba@EEsvF—T—-TL
whTHYRUERET, BERELTEARAELTS
E25L5, EEETELERONNvr—IEBBLE.
Fadb—brEZ20FMTHYRLTWSESSHE
EQDDPITLAIM Iy alcEAdicsd. BEEA
AW, Ky —YOBRFED>THH—BO
HEREEAHU ., FeExT7OTVIMTR. /Nysr
—JiFeh{d—LyhOREOLY—FFTHF1Y
HiT>TW3,

KUKKIA
Akai Bohshi Co., LTD
GK Graphics

Whipped chocolate is sandwiched by a thinly baked
cookie and a gaufrette. GK Graphics prepared various
types of packages for the cake intended to differentiate
between packages for daily use and gift use. The photo
is used in order to show that the product is a confection
of chocolate sandwiched between two different materi-
als in a stylish and easy-to-understand way. Thus, the
sense of unity is found even in different types of
packages. In addition to the package, the relief on the
gauf is also designed by GK Graphics.
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VORCA and DEEVO
Molten Corporation
GK Design Soken Hiroshima

A whistle for specifically for referees in sports games.
VORCA is created for use in the game of handball. It
has a new form to allow referees to grasp it firmly with
finger tips. Holding it with the attached flip grip, the
referee can instantly blow it just by turning the wrist. It
is made to be easier to pass from one hand to the other.
DEEVO is for volleyball game referees. Its mouth piece
is made of titanium and the elastomer allows a referee
to hold it between his/her teeth for long, and it has two
outlets to ensure that the sound reaches the serving
and receiving sides.
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CSS (COLANTOTTE SAFETY SYSTEM)
ColanTotte Co., Ltd.
GK Kyoto

The growing number of lost and unidentified persons

due to dementia, unexpected accidents and disaster, is

becaming a serious social problem. The Colantotte

Safety System (CSS) helps a user to be identified and

reunited with family by being connected to the CSS

Control Center in case the user is unable to identify

oneself. It is a small accessory on the back of which an

ID number is engraved. It can be used for a necklace or

a bracelet. When a third person contacts the CSS Con-
trol Center and tells the ID number, a CSS staff member

will then contact the user’s family. GK Kyoto designed

the CSS piece to be a simple and agreeable accessory

for both male and female users to wear every day,
while be recognizable as an ID tag to third persons.
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PREMIUM CAR
Keihan Electric Railway Co.,Ltd.
GK Design Sckan Hiroshima

Design development for the PREMIUM CAR for Keihan

Electric Railway Co., Ltd. This is the company's first car

with paid reserved seats. One car from each of the 10

express trains consisting of 8 cars was renovated {10

cars in total). GK Design Soken Hiroshima designed

the exterior color, interior designs including seats,
brand name, symbol mark, attendants’ uniforms, origi-
nal sales goods, and signs at stations. The elegant

image of Kyoto was expressed with gold around the

door to the car, and a “tranguil moonlight” was used as

the motif of its interior. Itis a high quality and calm

space for traveling.

GK Report No.32 33



Project News

SCR950
PINEBEREASH
GKFYA VA F—F2aFllGKIM1F+IvIR

VYA VIV IEBDAI T T 5= B2
TOETI, XTPDTEEDAA—IEREFEOTSY A
ZA—LiRWMNTEELAH, RTFVT5—5L0WE
REENERBETINEVWSZECED Y 7ILET
AU, KERBOY—L—IILOEDE LI
HBO0EEEh -, CAGTI, FY\OAZO—R
AUF—IhsREh, Y7L - R—ILRETHr
YTAR—VYOERBERF. 16, CAGOEENIE
EGKSF1FHI I AbNHEY,

SCR950

Yamaha Motor Co., Ltd.

GK Design International / GK Dynamics

SCR950 is a scrambler style V-twin engine motorcycle.
A great deal of energy went into reflecting the image of
the past models such as XT, DT and so on in the existing
platform and to fully expressing the freedom of driving
that a scrambler gives. As the design is simple, care
was given to the horizontal seat rail. For the color and
graphics, inspired by Yamaha's off-road heritage, a
simple and bold design was created to ex-press a
sporty essence. GK Dynamics was assigned the produc-
tion and application of color and graphics designs.
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Sport Boat 190 FSH Series
Yamaha Motor Co., Ltd.
GK Kyoto

The Sport Boat 190 FSH is a sport boat with the

additional function of fishing. On the deck, the center
console with aT-top is built to allow family to walk
around and play together. Spaces for fishing are given
on the bow and side decks, and a live-well is installed.
The boat allows fishing on the shallow water, which is
difficult with a conventional propeller driven boat.
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Dougu-Culture Crossroad
Hisaya Shimizu, Managing Director, Dougu-Culture Institute

14. Reflection on “Thoughts on Dougu™

It has been almost half a century since Kenji Ekuan published his trea-
tise, “Thoughts on Dougu,” in 1969. Ekuan presented his unique
concept of “Dougu World” in which he considered the relationship
between humans and Dougu (implements) from various perspectives. It
was right in the middle of a period of rapid economic growth driven by
industrialization in postwar Japan. His consideration was not limited
to individual items, but sublimated to the concept of “Dougu World.”
Behind his consideration was the unprecedented change in human rela-
tions with Dougu which was a result of the rapid expansion of produc-
tivity.

For us living today, much of what is referred to in the “Thoughts on
Dougu” may seem to be merely past events but, the Dougu World isa
universal world built on the long history and accumulation of human
activities which transcends changes in different times. Further, on the
advent of new Dougu, he sees the human intention to control nature,
and the resultant liberation of humans. Modernist thought, which
continues to have influence, underlies the “Thoughts on Dougu.”

Another feature of this thesis is his unique sense of ethics. While
recognizing that chaos in the Dougu World is caused by human desires,
he admits that desires fuel the production of Dougu. Therefore,
adequate styles and routes should be given to the swelling of the Dougu
World. In order to give order to the Dougu World, he says there should
be proper manners to control human desires.

There may be arguments both for and against the ethnicity of
creative activities, but I was interested in his thought on desire as a
trigger of an activity for creation. If desires are left uncontrolled, order
in the Dougu World would not be maintained. Therefore, proper man-
ners are needed to direct desires. The author’s keen insight was shown
in an attempt to rephrase Dougu to “things embodying the way” in
order to build human relations with Dougu and making human desire
as the starting point and considering thought and ethnicity as insepara-
ble elements.

Today, information space supported by the Internet is in place as a
matter of course. In the future, as the advancement of artificial intelli-
gence will threaten the supremacy of humans, the “World of Artificial
Intelligence” is going to emerge between “human world” and “Dougu
World.” However, even if artificial intelligence may suppress humans
with its functions and convenience, it will never overtake human
desires. Desires are a given in human nature that drive us to create. We
must continue to find manners to sublimate desires to creativity. This is
permanent task implied in the Thoughts on Dougu.
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Editor’s Note

In this issue, we take up CoDesign (Participatory Design) as our theme.
Looking back on the origin, we trace the transition of CoDesign, examine
its current situation and discuss future perspectives. The roles and skills
required of designers in CoDesign in which people from different fields
and positions take part beyond the traditional framework are considered
through various examples. In particular, in the table talk and dialogue
with persons practicing CoDesign in the fields of education and corpo-
rate business, highly suggestive views are presented that help us review
the starting point “For what reason do we design?” An approach to
“involve others and transform their consciousness” is described in every
article and leads to “movement” which is one of the basic activities of
GK. The issue gives us an opportunity to reconfirm the significance and
role of movement in today’s context. Both the table talk and dialogue
were new attempts in the GK Report. I would like to take this opportuni-
ty to express our thanks to those who have extended their cooperation.
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	GK Report Special_NO32_low_ページ_15
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