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Children and their Sensitivity
Kazuo Tanaka
President/CEOQ, GK Design Group

When [ stayed in Berlin about a quarter century ago to design bus
stops for the city, there was a tiny toy shop along Unter den Linden
with beautiful lines of trees near Brandenburger Tor. In this tiny toy
shop, wooden educational toys and other high-quality products reput-
edly for Germany were displayed. It gave both children and grown-
ups a pleasure to visit. As I became a frequent visitor to the shop, I de-
veloped a friendly relationship with the shop owner, who came to
serve delicious coffee. When he realized that I was a designer, he re-
quested “how about designing toys for my shop?” The products ex-
hibited there were unique with good design including educational
wooden toys by Swiss Naef famous for excellent design. He kept a
good relationship with Naef company, and was willing to introduce
me to the company. Unfortunately, this was not realized, but I still re-
member our impressive conversations at the shop. He calmly said,
“children’s sensitivity is not innate but influenced by the environment
they grow in. So, we should not give them ‘childish” roys. Adults
are responsible to develop their sensitivity.” Indeed, it is often said
that the fashion sense of French children is developed under the in-
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Naef products: Educational toys by Swiss Naef. Wooden toys with geographic
parterns and beautiful colors. Both adults and children are enchanted by its
compositien based on modern design aesthetics.
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Bookshelf for children in the Marugame Municipal Library: attached to the

Genichiro Inokuma Modern Art Museum. Common childly design was not em-
phasized, and an orderly space was created.

fluence of parents. Then, the aesthetic sense of German may be de-
veloped by modernism of the modern times. I recall his words with
a nostalgic feeling.

Another episode on design for children. It is about the process of
constructing the Municipal Marugame Genichiro-Inokuma Museum
of Contemporary Art/Marugame City Library (1991) in Kagawa pre-
fecture. This is a unique cultural center in front of Marugame rail-
way station of the West Japan Railways, which is known as the boat
racing stadium. The Museum was designed by architect Yoshio Tani-
guchi who designed the Museum of Modern Art, New York. I was in-
volved in designing its furniture and signage. Taniguchi is second to
none in designing a beautiful architectural spaces. His innovative
proposals were often turned down by city officers who were con-
cerned about the past examples and common ideas. So, he was furi-
ous and said “there’s no professional administrators in the govern-
ment, they are all concerned about past examples.” His ideas were re-
flected to the bookshelves. We designed bookshelves in the same way
for adults and children, in accordance to his words “there’s no need
to design them to gain the favor of children.”

While he was still alive, Inokuma casually visited the construction
site. Both Inokuma and Taniguchi were friends from their childhood
and called each other by their nicknames. Being a student of maestro
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Matisse, Inokuma never acted pompously, and his short figure with a

helmet on looked like a favorable aged man. Once, he told us, “a

museum is like a church. You should not care if children don’t recog-
nize the sign of toilet there. They learn that there are so many differ-
ent values in the world.” 1 was greatly shocked like having been

beaten on my head with a hammer since I had thought that common

and easy-to-understand signs were essential in public facilities. What

he considered is suggestive saying “it is all right if they do not under-
stand but an important thing is to consider what it is.” For public fa-
cilities, the basic design concept should be universal, however, in

terms of sensitivity education for children, the development of creativ-
ity is more important. The project gave me an impressive lesson.

The featuring theme of this issue is “Children and Design.” This
covers not only products meant for children, and those to be used by
them, but all products, services, spaces, activities, research works
which are considered for the sake of children.

I consider two themes in design for children. One is design to ad-
dress the issue of the decreasing number of children, which is becom-
ing a serious social problem these days. We should not focus on de-
signing things for children We have a responsibility to create the soci-
al environment to foster child growth with safety and security. While
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I raised my two daughters with 6 years difference in age, I sent them
to a childcare center every day for 12 years. As I could not reach my
workplace on time, I had to continue submitting letters of apology.
Therefore, [ have a deep concern about this issue.

Being a designer, I must remember another theme on design for
child education. When we discuss all kinds of issues in society, we
often identify education at the source of concern. As a toy shop
owner in Berlin, or artist Inokuma said, the environment in which
children grow closely influences their sensitivity development in their
later lives, resulting in the character of their society. Lately, creative
learning is often cited in the world of education, but aesthetic educa-
tion or design education have been slighted. Creativity of design
should be linked with education in order to develop our society to be
beautiful and emotionally enriched, and to solve various issues in the
world. Then, when we consider design, we must consider the mean-
ing of sensitivity education.
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Package Design for Children

Satoka Takemura, Honoka Arioka

In planning package designs for children, the
greatest point is that we must consider two
target user groups.

The first target group, of course, is a child,
who holds, eats, or uses a product. Children
grow every day by eating, doing personal
matters themselves, becoming able to utilize
tools needed for living. They become able
to convey what they have in mind through
interacting with family members and people
around them. To obtain these skills, they
must try different acts one by one. They
should have a forward-looking mindset “I
want to try it,” “I want to do it in a different
way,” or “I want to do it myself.” The role
of designs for children is to push forward
their attitudes.

Exciting joyful colors, rich variation of
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a product allowing their choices, or using

figures to connect the product and children:

these are elements which graphic designers
can show off their abilities.

The second target group consists of par-

ents and other adults who make decisions
to purchase products. Putting in mind the

safety and security of children, they serious-

ly consider whether a product is good to
give to children. Precise information must
be given on product packages to help in
their judgement. When a person is shopping
with a small child, it is hard to investigate
the information as a child may go around
or become fretful. Therefore, necessary
information must be understood instantly

in favor of shoppers holding a small child.
Well organized information and recogniza-

ble designs are required for packages. In
addition to functionality, it is indispensable
to express the trustworthy quality of the
product. Even if a child favors a product, it
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should not be purchased unless the safety of
the product is confirmed.

Designs for children must be favored by
children, and at the same time, must have
adults’® assurance of quality and trust. Exam-
ples of designs which satisfy the two target
groups will follow.

Packages through which

a Child’s Eyes Meet Animal Eyes

Scissors for children (fitcut CURVE tot) by
stationery company Plus Corporation are de-
signed for children who begin using scissors
around the age of two. Various kinds of care
are applied to encourage children to use by
the shape of cutting points, and spring struc-
ture to support hand movement.

GK Graphics was responsible for coloring
the product and package design. We gave
colors so that children could select their fa-
vorite one and designed the package to give
proper information to people who purchase it.
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Designs to Follow Child’s Growth

SODATECO, is a brand of Sunstar Inc.
which supports oral care and other care of
children from infancy to elementary school
entrance. For this brand, GK joined the re-
search survey at the time of initiating the
brand and has been engaged in its logo and

Bphd | i )
Lns | - package designs. Last year, the products

which had been sold only online began to
be sold at shops. At this occasion, new de-
signs were created while keeping the logo.
The two faces on the brand logo express the

growth of children, and the red logo mark
and white background maintain the brand
impression with a sense of unity. We intend-
ed to help the cleanliness and quality of the
package to stand ourt in a shop filled with
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BT s P Br B EAfle TG packages with strong colors for children.
faz=mbr—ia = 2 °

Package destgl,n shows the safety featlllres -::omlzamed in the-product d-es1gn. Its layout ensures lnformatl?n to JO)'fl.ll and Tasty Snacks
be conveyed in a proper order. The illustration of an animal peeking out through the holes of the scissor

handles is intended for a child to have an eye contact with the animal, With this package, it is aimed that Food, Im p‘alrtlcular meaning diet %nd infant
children can communicate with the product at a shop. food, is divided carefully according to the
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Background colors of packages of tooth brushes
imply the stage of growth of children; soft and
tender color for beginners, and gradually more
powerful colors for toddlers and school-going
children as they become able to firmly hold a brush.

For the packages for toddlers, popular character
Shimajiro is depicted. Using a character on the
package, children will hold a friendly feeling
toward the product.

SODATECO

Bo o oy b SN AR BREE LS
B, FrFILEI—AFAPEERLER KRB
LAT v L, REOX+ 725 —PA2H
EHREMELTA-TED, HELEL .0t D
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fibicEphfedSEHT2 i 2EHIZL
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As the pieces of the product are expressed with
animal silhouettes, characrer illustrations are creat-
ed and boldly laid out. The vegetables held by smil-
ing characters are flavored in snack pieces. Gen-
tle-touch illustrations give a natural impression.
Tcons for target age groups on the upper right are
given strong colors to be clearly recognized from afar.
Necessary information is packed to help caregivers.
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stage of growth. Caregivers examine tough-
ness and taste before choosing food accord-
ing to child’s growth and preference which
change day by day. Vegetable snack brand
(Vegiful Ring) for children by Calbee, Inc. is
a snack in which vegetables are kneaded. It
is intended that children enjoy eating vegeta-
bles while practicing chewing.

For caregivers of one-year old babies, neces-
sary product information is conveyed with vis-
ibility. In addition, visual design was applied
to help children willingly take the package.

Designs for Children

More consideration is given to products for
children than to those for adults. Consider-
ing unexpected ways of use and risk of ac-
cidents, those involved in product develop-
ment are working while checking them in
detail. We want to deliver such products di-
rectly to children, hoping that they become
favorite products to enjoy in their life. We
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designers consider it our greatest mission to
convey the intention of the manufacturers
through packages and coloring.

Many designers in GK Graphics are work-
ing while striving to raise their own chil-
dren. They can easily share, as child caregiv-
ers themselves, what clients want expressed
in the packages of their products. Asa
result, their designs reflect elements which
are “easier to understand” and “more enjoy-
able” designs.

It has been sometime since declining popu-
lation has become a social issue. We hope
that the designs we have been involved with
will be used for grooming, meals, and com-
munication among family members through
playing, to help children smile at each stage
of their growth.
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Satoka Takemura,

Design Director, GK Graphics
Honoka Arioka,

Chief Designer, GK Graphics



FELEBIZIRAS
Bl iR 2T 75
KA B

GKT v 7 i3, EEEXERNBOFF A+ —
MESGKFFA v ¥ =T DhThi%iz,
T V=TV SRTFA Y, Bed
WAL A v A—THR EhTE Y,
FA LY ARFIEALT S ) 0T —~DF
REmpLlans TA-b o lllodci
BEtE #5kT 52024540 TF— 4
Thd. INET, Bl2p-Cmim o
Bz TR TEy, FlFvEL
Hffie HWic A > 25 7 54 7 kBt
EREL L, 2 r B o - fHgE -9
TS ARRETH S,
AFTIE. GKT v 7 0FEEHED —>
T B R B R R T o v T,
KpE DB S FICRPLEN A EL 5
Wiz, BRicbBED XS LT TS %o
Twah, Rz, Bricihs-Edbolk
BIZED L5 REEE L THWSHRIZo>NnT
LB,

Communicating to Children
Designing Exhibits of Science
and Technology

Masashi Okubo

GK Design Group embraces designers spe-
cializing in engineering and different design
genres. As a member of the group, GK Tech
is a creative team pursuing a new relation-
ship between humans, objects and informa-
tion making use of knowledge of science and
technology. Up to date, we at GK Tech have
been engaged in exhibitions for scientific mu-
seums, and we are specialized in interactive
and experiential designs. We have been in-
volved in the entire process of projects from
the submission to a competition to planning,
developing and implementing.

This article relates how we develop designs
to convey science and technologies in muse-
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ums, one of our major business fields, to vis-
itors and in particular what considerations
we make for children who will touch the ex-
hibits.

Exhibits for Science and

Technology Museums

The first concern is to communicate science
and technology in an easily understood way.
Exhibits are not meant to show the knowl-
edge of exhibitors, but are media to help
visitors understand through their acts and
senses. Therefore, we need not only arrange
the explanatory contents but also design the
flow of experience for visitors to guide them.
The guiding information tells visitors what
to see, what to touch, how to operate, so that
they realize how it happens when something
occurs. Such information should include eye-
sight guidance, operation procedures, and
outcome results with signs and graphics
in well-calculated particle sizes. It is essen-
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tial to help visitors understand the exhibits
through hands-on practice.

The second concern is our stance that
physical experience remains in the visitors’
memory. This is against the general trend to
depend on imagery in recent exhibits. Image-
ry has strong expressive power but viewers
tend to become passive. In contrast, positive
acts like turning, pushing, drawing, looking
into, and comparing things, can link phenom-
ena with one’s own senses. To help visitors
understand, we attempt to offer a responsive
experience by incorporating digital technol-
ogy not for showing images but as an inter-
active means to directly link physical move-
ments and outcomes.

The third concern is not to give answers
easily through exhibits. Exhibits are not for
testing visitors’ knowledge, but to provide
them with an entrance into exploration. In-
stead of giving conclusions, we provide vari-
ous points to prompt questions like “why?”
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top: Sendai City Science Museum Renewed Exhibition in the “Science Exploration™ Area (Total Media Development Institute Co., Ltd.) Collaborator: Kazuaki Hiroki
middle: Sapporo Science Center “Sports Science Experiential Exhibition™ (Sapporo Science Center)

Total design and production of exhibition: Total Media Development Institute Co., Led.

bottom: The Great Hanshin-Awaji Earthquake Memorial Disaster Reduction and Human Renovation Institution (Tanseisha, Co., Ltd.)
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top left: To Convey Science and Technologies in Easy-to Understand Ways

A periodic rable using real specimens in three forms: single unit, state in nature,
and compound for each element.

top right: Providing an experience with physicality

This provides an active learning experience where users can simulate earthquakes
by hitting a display with a hammer, to learn how tremors propagate.

bottom: Bring back *Why? ”

By virtually experiencing curling using a monitor synchronized with a real curling
stick equipped with sensors, it is aimed to cultivate users’ curiosity to unravel the

or “what will it appear under a different con-
dition?” while looking at exhibits. Their ex-

perience does not finish within a museum.
Their learning process will begin by offering
an opportunity to set up a hypothesis, test it,
and gain realization and to bring it back to
their daily lives.

Exhibits for Children

The true value of the above three concerns
is particularly relevant to the production of
exhibits for children. Exhibits for children
must satisfy contents, experience and devic-
es at the same time. In other words, require-
ments must be fulfilled, “if children under-
stand it, if they can handle it, and if it is safe
for children.” For contents, referring to the
Curriculum Guidelines by the government,
the level of difficulty of the theme, vocabu-
lary in explanation, Chinese Characters and
furigana need to be adjusted to lower their
burden to comprehend. Even so, we should

12 GK Report No.49

not aim to make children understand as our
sole goal. The most important thing is to
make visitors enjoy as we are confident that
if children enjoy, grownups will also enjoy.
Enjoyment leads to concentration of the
mind, and concentration increases observa-
tion and trials, resulting in expanded oppor-
tunity for understanding.

For experience, the purpose of handling
should be communicated intuitively. The
form in which children feel like trying to
handle without reading the instructions, in-
stant responsiveness, and recovery ability in
case of failure in handling are needed. When
these elements are met, children can main-
tain their inquisitive mind. To help every
person take part in the same experience, we
should consider differences in height and
grip strength, and a situation where some
people act together at the same time.

For the device, the starting point for de-
signing is to predict unexpected acts by chil-

various scientific phenomena that occur on the ice.

dren. Pull a lever with strong power, handle
the device with other people simultaneous-
ly, try to handle the device before reading
the rules, or sometimes go up on the device.
These are possible acts by children which
come to our mind. Therefore, we should con-
sider the size of the device, the form of han-
dling portions, clearance between the range
of motion and the main body, corner pro-
cessing, the risk of falling or getting caught
in a device, the solidity of fixtures in the
designing process. Instead of giving a warn-
ing notice, safety must be assured with the
structure of the device. Touching the device
safely is the requirement to support the
degree of freedom in experience, which ena-
bles children’s sustained curiosity.

Designing Exhibits to Communicate
Science and Technology to Children
Design to communicate science and technol-
ogy does not mean to list information or to
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overwhelm viewers with imagery. It means

to offer experiences for visitors to easily un-
derstand, confirm physically which leave

them questions instead of answers. Design-
ers with different specialties, should design

interactive experiences. For children in par-
ticular, we polish the tripartite elements of

content, experience and device, and we devel-
op exhibits to extract their desire to know

more or to try once again and develop their

mindset to explore science and technology.

Masashi Okubo,
President, GK Tech
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Design Education to Help
Children Encounter

the Power of Thinking

What Parent-and-Child Design Class has
Left to Children through its 20-year
Program

Taro Kaneko, Kunisaburo Uemura

Attempt to Hand over Design

to Children as a “Thinking Technique™
Many people may consider figures and
beauty to look at through the word design.
In fact, design originally means a technique
for thinking, through which we organize
values, communicate to others, and lead to a
form to be used.

In collaboration with Yamaha Motor Co.,
Ltd., GK Dynamics began Parent-and-Child
Design Class in 2005. This is a part of our
educational activities aiming to foster chil-
dren to understand the essential meaning of
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design through practice.

This experiential design class has been
held at the Communication Plaza, the compa-
ny’s museum, for elementary school children
and their parents. Instead of competing the
degrees of skills and maturity in their works,
we have encouraged them to ask themselves,

“why did I think that way?” or “for whom did

I create this form?” Children have learned
design as an act of thinking. The program
has continued for 20 years, and the total
number of participants has exceeded over
300 people. It proves that we have continu-
ously provided children with opportunities
to interact with the essence of design.

From Exhibition to Experience,

the Background of the Class

The class began in 2005 when GK Group Ex-
hibition “Power of Forms” was held at the
Communication Plaza for two and a half
months. Yamaha Motor requested us to or-

% L DiE

(2) AEDIE: AL 7 OEFLICAEERY,
BRRBL 2 5

(3) Ar v FORE: FHFAF+—0RELA
F Y bt b < G

(4) TAEOIE : fEHEM 2 - THEFIES
%

(5) BHOF: arEa—&—FRnTi
Y F U L KBLO R

WFhoiEDL, GKB LU~
OHEFFALF =L AT 7 2 —%F
W, BrTHhLanbiEnsBER Lo
THEY, BLARNE TS 22BN
HlhioTnWa, £, 2 ToOMEICILE
LTWa0i [F9Ar LIXHTOIFE
RbhDEDILHILTIHAL, M-
Thbb5 2L LERBLTEALSTATD
Bl BHETHS, B BHlr
HilfE, ZLChE x5 8EETE—H
LTHERL. ¥4 r 07 ot ZAZEE LN
RS E > TS, BEMKIZS
foo T, B0 NRFHH CEELo kN
EHEIC, PMLS~2RE WS Rbhi
R, Bk, R ERIZLT

ganize a one-day event for visitors during the
exhibition. We considered that the families
would be the main visitors to the exhibition,
so we planned a “parent-and-child design
class™ for both parents and children to enjoy
together.

The class had following five workshops.
1)Forms: Making cubic objects using clay
2)Colors: Painting a motorbike model to
learn coloring

3)Sketching: Drawing following the thought
of a designer

4) Crafring: Making a motorcar using paper
materials

5)Computer: Drawing a picture using a com-
puter
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A few designers from GK Dynamics and Yamaha Motor Co., Ltd., were assigned ro each workshop as instrucrors.
They helped children to have a simulation of design work.



Active designers at Yamaha Motos and GK

acted as instructors at each workshop, in

which parents and children enjoyed working

together. The common principle for all the

workshops was “design is not to make what

you like, but an act of creating something

to be used by somebody else.” Parents and

children went through conception to produc-
ing and finally presenting their products

to others. Thus, the process of design was

learned in a simulated manner. One class

was organized so that participants could ex-
perience the process of tackling with a theme

and making a product in 1.5 to 2 hours like

a popular cooking competition program on

TV ar that time.

As this program was highly favored by the
participants, the class developed as a contin-
uous educational and experiential program
from the following year by arranging the
number of workshops.
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Changes Observed in Children
It has become clear through the 20-year pro-
gram that children have acquired a way of

thinking over specific techniques. Through
the process of addressing a task without
given answers, thinking out their answers
themselves, and expressing their answers in
words, children have developed the basis for
thinking which is different from education
at school.

Working with their parents, children have
obtained the sense of security that their ideas
were respected by adults. It is expected that
the pleasure of thinking itself will act on
them in the period of their future learning
process and growth.

Place for Children, Parents

and Sponsors to Develop their Senses

We have provided children with opportu-
nities to learn what cannot be achieved at
school. At the same time, it helped their par-
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ents find their children’s thoughts and ideas.
Through interacting with children as instruc-
tors, designers confirmed the essential nature
of design by translating their expertise in
ways to communicate to children.

The three parties have developed different
values. This is the main reason for the class
to have continued smoothly and has support-
ed the environment for children to continu-
ously be in contact with the essence of design.

The meaning of the 20-year long Parent-Chi-
Id Design Class cannot be measured by its
products or numerical results. Greater signif-
icance can be found in the fact that we have
continued to provide children with opportu-
nities to realize “thinking is a pleasure,” or
“making something considering other people,”
and develop their aesthetic sensitivity. Not
everyone who took part in the program will
become designers, however, the attitude to
think, imagine others, and to convey their
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ideas to others will live on throughout their
lives. The time span of 20 years was the peri-
od we taught design to children and helped
them develop their attitude of thinking for
themselves.

Taro Kaneko,

Senior Executive Officer, GK Dynamics
Kunisaburo Uemura

Manager, GK Dynamics
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Expand Children’s Ableness
Inclusive Products Developed
by Co-creation

Kosuke Inoue

GK Dynamics is engaged in the development
of school backpacks for primary and second-
ary school children by Footmark Corpora-
tion. The feature of the project is not only
to improve the existing backpacks, but to
define the desirable ones right from planning
stage in order to expand children’s sense
of ableness. In this issue, Reiko Sano and
Tatsuki Yamada are invited for a table talk
from Footmark Corporation to express their
stance of production in favor of future gener-
ations, and their view on co-working with
GK. From GK Dynamics, Kosuke Inoue, ex-
ecutive officer artended the meeting.
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School Backpack “Pitta-seru”

to Meet Children’s Needs

Inoue: How did you come to develop “Pit-
ta-seru (Just-Fitting School Backpack)?”
Sano: I wondered if the existing school back-
packs and other tools for going to school
were appropriate to meet children’s growth
and their personal needs. Children are phys-
ically different and have different needs to
bring to school. So, I began to think about
desirable bags.

Yamada: About 3 percent of inquiries on our
products were from the parents who had chil-
dren with difficulty in holding the existing
leather-made school backpacks. To respond
to their needs, we thought we should make
easy-to-use products for everyone. We stud-
ied available backpacks in the market, but
we could not find a suitable one. Then, we
began working on it with GK.

Inoue: At the beginning I joined as a man-
agement consultant, then as your company
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began new product development, as part

of the growth strategy,  was assigned as a

designer. The management of the company

told me to give stimulation to the staff and

share my designer’s perspective with them.
So, I tried to work with as many staff mem-
bers as possible. To solve the problems you

had in mind, we took the idea of inclusive

design for many people to use the bags con-
veniently.

Sano: We conducted in-depth interviews

with eight families on the existing school

backpacks and other backpacks. Through lis-
tening to them, problems of using backpacks

were identified according to the differences

of dominant hand, strength of hand, and de-
velopmental characteristics.

Inoue: What was common among them was

that they applied various ways to solve incon-
veniences. If proper ingenuity had been ap-
plied to ease these inconveniences at the be-
ginning, a product could have been comforta-
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left: ONELOOK, School Bag for Junior High Sch-
ool Children

The bag can functionally organize a lot of items to
carry including textbooks and club acrivity tools. It
is designed to reduce the burden on the body when
carried on the back. It reflects the results of a UX
survey.

right: Pitta-seru, School Bag for Elementary School
Children

An inclusively designed bag for anyone to use,
including children with various development char-
acteristics who find it difficult to use existing
school bags and backpacks.
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ble to use. If it is difficult to open and close

with a fastener, we can make a product with-
out using a fastener. If a user tends to leave

something behind, the opening can be made

large so that he can see inside easily. While a

child goes to school for six years, his or her

favorite color or design may change. So, we

can prepare another flap so that a child may

change the appearance of the bag.

Yamada: We want children to use a good

product for their growth for a long time.
After modifying a number of times, we final-
ly completed the product which can be fa-
vored for use.

School Backpack “ONELOOK”

to Easily Tidy up and Organize

Inoue: We faced difficulties in developing
school backpacks for junior high school chil-
dren.

Sano: The number of subjects increases, and
textbooks become heavier. In addition, stu-
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User Experience (UX) Survey among Junior High School Children
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A UX survey was conducted of around 50 students from five junior high schools. Design researchers also

joined us to acquire their views.

dents should carry tools for club activities
and tablet monitors. They are still growing
physically but they must carry heavy loads
like grownups. As a result, they pack their
things to the maximum capacity.

Yamada: In addition to functionality, appear-
ance and the feeling of possession are very
important. Before development, we asked
five junior high schools for their cooperation
and heard voices from many students. For
this occasion, GK utilized visual materials
which was very effective.

Inoue: For this survey, our design researcher
joined, and she was very helpful. She facili-
tated conversations with students using her il-
lustrations on what students usually think as
matters of course, or things hardly expressed
with words. What we gained through talk-
ing with students is reflected in ONELOOK
in both functionality and appearance.
Yamada: We considered ways to prevent stu-
dents from forgetting things to bring and to

shorten their preparation time. The length
of shoulder belts can be adjusted for students
to change according to their growth.

Ways of Making Products Seen

from the Development

Sano: We have manufactured swimming caps
and bags for school for a long time. We main-
tained the principle to make our products not
only based on data burt also valuing the view
of each person. Working with GK for this
product development project, [ was pleased
that we could follow the same principle.
Yamada: T am sure that we could develop the
products from children’s viewpoint, follow-
ing their growth. After placing them in the
market, I think we can further develop them
by listening to the voices of many users.
Inoue: GK has a corporate culture of being
honest and upright in addressing our works.
In co-working for the project with your com-
pany, we could work closely together, and get
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along well in pursuing the goal. 1 hope we
will manufacture good products together with
many collaborators, by listening to children’s
voices to expand their feeling of “ableness.”

Kosuke Inoue,

Executive Officer (Registered Management
Consultant), GK Dynamics
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Children’s School Bag Development Team  Kosuke Inoue (GK Dynamics): Project Management

Reiko Sano and Tarsuki Yamada (School Educational Department, Footmark Corporation)
Miyu Tanaka (GK Dynamics): CMFG (Color, Material, Finish and Graphic)
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Matte Pearl White won
Auto Color Awards 2025 Grand Prix

Matte Pearl White, a color developed by a design team in-
cluding GK Dynamics for the <YZF-R3> and <YZF-R256>
from Yamaha Motor Co., Ltd., won the Grand Prix at the
2025 Auto Color Awards hosted by the Japan Fashion
Color Association (JAFCA), Matte Pearl White is a
challenging color containing blue and white polarized
pearl pigments rarely seen in mass-produced vehicles.
Its appearance changes depending on the angle of light
and time of day, creating an extraordinary effact. Qur
designers were deeply involved in developing this color
from the planning stage. The design concept, "Yamaha's
Equation for Love at First Sight to Change the World,”
resonates with users and has driven sales performance,
winning high evaluations and the Grand Prix.
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JIDA Design Museum Selection vol.27

Four products designed by GK Design Group compa-
nies were selected for the JI1DA Design Museum Selec-
tion Vol. 27 hosted by the Japan Industrial Design Asso-
ciation [JIDA).

-Tracerd GT+Y-AMT (Yamaha Motor Co., Ltd.): GK Dynamics
- QuaPro-B (1-1.8t/Compact 2t} (Sumitomo Nacco Fork-

lift Co., Ltd.); GK Design Scken Hiroshima

- Keifuku Electric Railroad Arashiyama Line (Randen)

Mobo 01 Series "KYOTRAM™ (Keifuku Electric Railroad
Co., Ltd., Hanshin Sharyo Maintenance Co., Ltd.): GK
Design Soken Hiroshima

- Integrated Funeral Trolley "Full Moon” {Nakanishi Metal

Works Co., Ltd.): GK Kyoto

The JIDA Design Museum Selection recognizes out-
standing industrial designs distributed in Japan that
have a social impact or possess innovative functions
and forms and are worthy of passing on to the next gen-
eration. An exhibition of the selected products was
held at the AXIS Gallery from January 16 to 20, 2026,
and the award ceremony took place on January 21. Ad-
ditionally, some of the selected iterns donated to JIDA
may be displayed in future planned exhibitions.

BRITSEFRET T+ AHRAR,
FHRHE

GKA &2 LY FPILTFHA T vic#Eb oz,
YFRXyR U —tEREH'CNCEEIIESR Miyano
BNE-B5ATC A, BRIIEFEALL M+ 5568E
T+RFUSE OFEERE L, COER. BEE
N FOFICHRELEERLELEFEEOPH S,
E/ IO OREErAEOEREFNRLICET R
SEANIZFHLIFREL, RET2HETES.
ARSI, FERERLDE VY M EBEEETS
Dahs, cnNETUEOERGERONMTIERREL
D0, BEEEEERLE I ERELFEE i,

The Nikkan Kogyo Shimbun’s
Top Ten New Products Award

Citizen Machinery Co., Ltd.'s CNC Automatic Lathe
Miyana BNE-65ATC, designed by GK Industrial Design,
waon the 88th Top Ten New Products Award hosted by
the Nikkan Kogyo Shimbun. The award recognizes prod-
ucts that contribute to the advancement of manufactur-
ing and the strengthening of Japan's international com-
petitiveness, as selected by the Nikkan Kogyo Shimbun



from among new products developed or put into practi-
cal use by applicant companies in the year. The
BMNE-65ATC was racognized for its high productivity
and ability to machine more complex shapes than ever
before despite its more compact footprint compared to
conventional machines.
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The Toyama City Odori Hiroba Redevelopment
Project Wins Civil Engineering Design Award
Encouragement Prize

Designed by GK Sekkei, the Toyama City Odori Hiroba Re-
development Project received the Encouragement Prize
at the 2025 Civil Engineering Design Awards, hosted by
the Landscape and Design Committee of the Japan Soci-
ety of Civil Engineers (JSCE). The 420-meter-long,
30-meter-wide plaza utilizes public transpartation and
connects Toyama Station Morth Plaza to the Fugan Canal
Kansui Park. The plaza is also a symbolic area as part of
Toyarma City's initiative to create a compact city. It is not
merely a sidewalk, but also a venue for events. Tempo-
rary benches have been installed to provide seating, and
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the lighting plan softly illuminates the space. The
Awards recognized its potential as a gathering space.
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JR Hireshima Station South Exit Plaza
Redevelopment and Streetcar
Track Integration into Station Building

After many years of planning, the redevelopment of the
JR Hiroshima Station Building and the South Exit Plaza
was completed with the integration of streetcar tracks
into the station building. Operations commenced in
August 2025, GK Sekkei contributed to the designs of
the signage and catenary poles for this project. Addition-
ally, the GK Design Soken Hiroshima compiled the design
concept documentation for the redevelopment project,

BETYH1 U 2RRBTY IV 8&
FHREEAOHH

BARFYS v EERET S VEIRIC L 5. 405/
DFEHORREERNTEEES T v ORBS L
B~RAR T —H Th e #1985 FLBROEE
FTHq b BfEE . GKTH Y7L —FEERE
TRETHAOLEZ. 2025FE1MA21HICIE. FHHIRE
DFET & U TOKTY 1 8 ARt & CEO
HP—#H 8.

Cooperation with the JSSD Environmental
Design Division Exhibition

GK Design Group helped the Environmental Design Divi-
sion of the Japan Society for the Science of Design
{JSSD)'s Environmental Design Division by providing
materials for their exhibition, "Design Lookout: Environ-
mental Design Since 1985 Seen Through Academic Re-
search Archives,” which showcases the division's activi-
ties over the past 40 years. On November 21, 2025,
Kazuo Tanaka, the president f CEO of GK Design Group
Inc., was invited to give a special lecture,
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Book Circulation Station of AutoLib.
Nippon Filing Co., Ltd.
GK Industrial Design

This is a circulation station within a closed-stack automat-
ed storage system that houses over several hundred

thousand books and materials. Designed with ergonom-
ic considerations in mind, such as posture and move-
ment during retrieval and return operations, the station is

also structurally configured with inclined surfaces to har-
monize with its installation space. The enclosure utilizes

artificial marble to embody a presence befitting the ex-
change of knowledge and achieve a dignified appear-
ance. Itis the winner of the 2025 Good Design Award.
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Rope-type Automatic Platform Gate
Kintetsu Railway Co.,Ltd
GK Industrial Design

The vertically adjustable platform barriers accommodate
various train door positions. Rope barriers are installed
between columns or enclosures spaced up to 20 meters
apart. The monochromatic base color scheme with at-
tention-grabbing yellow sections ensures high visibility
for users by providing striking contrast with the back-
ground. Additionally, cables are housed within beams or
ducts positioned above to enable clear signage place-
ment. This design aims to be functional while achieving
aesthetic harmony with the station space.

Itis the winner of the 2025 Good Design Award.
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The unique combination of a high-rebound mat and
low-rabound ball achieves noise reduction and low
vibration, enabling practice indoors with the same feel
as playing in a gymnasgium, The shape and color
feature a design that blends into the living room and
fits into daily life, allowing play anytime,
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WOLVERINE RMAX4 1000 LIMITED

Yamaha Motor Corporation, USA
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WOLVERINE RMAX4 1000 LIMITED
Yamaha Motor Corporation, USA
GK Design International

This is a four-seater recreational off-highway vehicle
{ROV) for the U.S. market and the 2025 flagship model,
GK DI was responsible for the styling, graphics, and
color scheme. Its powerful, sculpted body expresses
rugged capability. The distinctive dusty blue color
scheme blends naturally with the environment while
projecting a premium presence. The rear cargo capaci-
ty and front-to-rear seat spacing have been expanded to
enhance functionality,
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roombasketball
Molten Corporation
GK Design Soken Hiroshima

GK Design Soken Hiroshima supported the product,
loga, and branding designs for the Maoltan roombasket-
ball Series. This series allows players to “play basket-
ball anytime with everyone at home." The series

allows children to play freely at home in a safe and

secure environmeant and gives their supportive parents
peace of mind. The product is designed to be more

than just practice equipment; it strives to be a tool that
fosters family communication through sports.
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EVOLTA NEO Package Renewal Design
Panasonic Energy Co., Ltd.
GK Graphics

The long-established dry cell battery brand, EVOLTA
MEQ, has been renewed in response to changing
values and increased environmental awareness. GK
Graphics redesigned the logotype, battery body graph-
ics, and packaging. The new design honors EVOLTA
NEO's legacy and conveys confidence in its high perfor-
mance and quality.
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Integrated Funeral Trolley <Full Moon=>
NKC Nakanishi Metal Works Co., Ltd. /
kaimen Co., Ltd.

GK Kyoto

This funeral cart combines coffin and ashes collection
carts into one unit. With the rising number of crema-
tions and the expansion and renewal of facilities, this
next-generation crematorium infrastructure design
streamlines pre- and post-cremation workflows. This
design reduces operational burdens, even in enviran-
ments with limited personnel and space. In the previ-
ously under-explored field of funeral service design, we
collaborated across multiple disciplines to undertake a
cross-cutting initiative that addresses structure, opera-
tion, and experience, This designwon the 2025 Good
Deasign Award BEST 100.
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Dougu-Culture Crossroad
Isao Tezuka, Executive Managing Director

31. Aerial Views

In TV news on political topics, an aerial image of the National
Diet Building is often shown. Looking down from sky, the
building with a courtyard and cloisters in the huge premise pre-
sents a dignified presence amid high-rise buildings nearby. His-
toric structures, however, might have been recognized as sym-
bolic entities when seen from the front face from the ground. It
may be hardly imagined that people in the past saw aerial
images easily.

As high-rise office buildings and condominiums increased in
number, it has become quite natural to watch scenes from high
places. With the advent of drones, aerial images have become
more frequently available. As these images show the rooftops
of buildings and roofs of people’s houses, problems are found
while new ideas of using rooftops are generated.

In recent years, cases of using building rooftops as gardens or
small farms are beginning to appear. Little by little, hues of
nature came to be added to these chaotic and inorganic roof-

tops filled with various devices. With its insultation effect,
greening of rooftops is expected to save energy and to alleviate
urban heart island phenomenon.

When solar panels began to be installed on the roofs of peo-
ple’s houses, I entertained an uncomfortable feeling as the
frame of panels did not match the forms and colors of roofs,
but now panels which are integrated with the shape of the
roof are being developed, and the typical roof style of a house
is restored.

Going down to cities in the world in an aircraft, I often feel
the beauty and characters of the visiting city. From the sky, I
find that the color tones of roofs, and the lines of boulevard
trees are important elements to characterize a cityscape. As we
have limited land spaces for living, high-rise buildings will
increase in Japan, and we can hardly see the sky from the earth,
but it seems that there is more potentiality to see scenes down
from the sky.
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Post Editorial

My father used to work in the design department of an automobile
manufacturing company. When I was a child, my family and I once
visited his workplace during a corporate family day. There were
various activities, but I distinctly remember one where participants
used a spatula to shape a small brown clay car and create compo-
nents to add to it. I was fascinated by the warm, soft clay in my
palm, the thin shavings scraped off with the spatula, and the adults
shaping large cars with their own spatulas. At the time, I didn’t
fully understand what I was doing, but decades later, as an adult, [
took great pleasure in piecing everything together. I’ve found that
childhood experiences are far more important than I ever imagined.

Ayako Iwata
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