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1. INTRODUCTION 

A rapid development of advanced technology has produced much change in industrial design education. Due to the 
development of IT technology, many products have been smartened and in the flood of innovative new products, the 
related new majors and schools have emerged. Also due to continuous development of the computer aid of industrial 
design (CAID), curriculum of the design education has considerably changed and developed.  
 
Basic and traditional methods of teaching, however, have been reduced in the fundamental & intermediate level of 
courses, and currently design education tends to be biased towards the needs of the industry. Most students in Korea start 
to major in design in the university after graduating from high school, and the entrance exams for the design departments 
are complex and in some cases, inappropriate. 
 
As a result, designers who are unbalanced without knowledge of a variety of areas that have been emerging and this is an 
issue that cannot be ignored. To solve this issue, this study tries to present the five design principles i.e., the 5Cs; 
Craftsmanship, Creativity, Communication, Contents and Collaboration, that I have established over the last 20 years, 
working both as an educator and a designer. This study also presents the design education programs developed according 
to the five themes, so that healthy designers could be produced in a well-rounded environment. 
 
Details of each item are as follows; 
 
Craftsmanship- There are two aspects, the mental and the physical. The mental covers sincerity of the designer and 

development of the ability of arrangement, and the physical covers development of the ability of 
handworks. 

Creativity- There are two aspects, the function and the aesthetic of creative thinking. Programs for developing both 
the ability of invention and the ability to styling are presented respectively from functional and aesthetic 
points of view. 

Communication-This covers the specific definition and methods of verbal and visual communication, being classified 
according to 2D, 3D and digital visual communication. 

Contents- This includes a wide range of areas. Some cases of the program’s development are presented on the basis 
of thethemes such as the understanding of users and cultural experiences.  

Collaboration- This emphasizes the social responsibility as a designer, the design ethics and above all, the teamwork 
spirit, and presents some efforts of development. 

 
 
This presentation gives a general description of the five design principles, emphasizes the importance and the need of 
design education and demonstrates courses and programs developed for Craftsmanship, Creativity and Contents, 
presenting some sample works. 
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2. CRAFTSMANSHIP 

The significance of Craftsmanship was earlier mentioned in Manifesto of Bauhaus issued by Walter Gropius in 1919 that 
‘But the basis of craftsmanship is indispensable to all artists. It is the prime source of all creative work.’ A dictionary 
definition of Craftsmanship is ‘the skill that someone uses when they make beautiful things with their hands.’ 
For designers, however, Craftsmanship has two different meanings beyond merely a skill, which are the mental aspect and 
the physical aspect.  
 
First of all, the mental aspect refers to an ability of maintaining a sincere attitude with a strict self-discipline based on 
professionalism. In order to develop such an ability effectively, rather than running a special program, educating students 
by thoroughly caring about their participation in the class and their attitudes through the class should be 
recommended.Especially, for freshmen who enter design, not only strictly checking their attendance and non-attendance at 
the class but also educating the ability to manage a project is very important task.  
Second of all, from a physical aspect, an essential meaning of Craftsmanship is a handwork skill. This is an essential factor in 
educating 2D visual communication such as sketch or rendering and 3D visual communication such as model 
building.However, in Korea, using computer tool plays a bigger role in the class and at the same time, the conventional class 
to train actual skill is declining in importance. Also, the modeling shops are being converted into the computer labs and 
machines are increasingly being replaced with computer equipment and even colleges that do not have any technician who 
supports model building are increasing. For this reason, to naturally encourage development of craftsmanship while 
allowing concurrent training of both the model building technique and the 3D form study in this environment, several 
courses have been developed, and the representative cases will be presented. 

2.1. AGURU IN THE BOX 

In ‘Design Element: 3D’ that is a course of the 2nd semester for freshmen, students mostly study 3D form and a technique 
for model building. This course contains a few projects, and the representative one is ‘A Guru in the Box’.Teams of three are 
organized first, and each team selects one person as their own Guru by drawing lots among famous visual arts, industrial 
designers and architects who have been selected beforehand. After studying on the Guru, students extract a variety of 
visual elements and design to make three boxes with approx. 5inchx5inchx5incheach by using Foamex plastic board.The 
box in the shape of a container is composed of the main body with the top open, the lid that covers the main body and the 
knob placed on the lid. With the Guru selected by each team as a motive, patterns are engraved at least on two sides 
among four sides of the main body, and the lid is freely and individually designed in the way of 3D composition. 
Whereas, in case of knob, three students unify their design into one and make the original mold. Using RTV silicon molding 
technique, they cast in epoxy resin and share it respectively. After the completion of all the parts, they perform surface 
works such as sanding and patching and spray with lacquer or enamel paint to finish it. While performing this project, 
students can not only learn a model building skill but also have an opportunity of understanding and studying a famous 
visual artist or designer at the same time. Most important of all is that craftsmanship can be developed while a simple box 
is made by hand. 

 

Figure 1. The process of "a Guru in thebox" and an example 
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3. CREATIVITY 

For design educators, enhancing students’ creativity is a very important but difficult task and a lot of effort is required as 
well.James Adams, professor emeritus at Stanford University, said, ‘Various tools and techniques for overcoming blocks to 
creativity’ from the book, Return on innovation. He stressed the need of creating an environment to naturally promote 
generation of creative ideas because conventional avenues of thought may block creative ideas. 
However, what Korean students need most is encouragement to use creativity. In Korea, most of students get into the 
design college right after graduation from the high school and about 70% of them pass an audition for drawing test. 
Training for drawing that they have prepared for the entrance exam since middle school is nothing but a simple and 
repetitious training for a uniform style rather than a creative work. Students who have received such training for several 
years have good skills and concentration on the given tasks but they are a little passive and lack confidence in creative idea. 
What those students need most is their confidence in their own thinking and their courage and an unfamiliar and playful 
environment that they can do away with stereotypes. Therefore, in the class relating to creative idea, if it is declared 
beforehand that grading scale will be based on pass or not, not on A, B, C, D and F, it will be very effective. That is because 
this helps create the playground atmosphere.  
Then, the class becomes a sort of workshop rather than an instruction, and so students can freely generate creative ideas 
without regard to grades. This is opposite to the above mentioned craftsmanship education since craftsmanship can be 
overcome by continuous training; individual creativity is not. Generally designers have several different professional 
attributes such as an inventor, a visual artist, an entertainer, etc. In consideration of these attributes, a Role Playing 
Program through which students can play various roles has been prepared to enhance students’ creativity. 

3.1. ROLE PLAYING: INVENTOR&VISUAL ARTIST 

Inventor  
The subject is not to invent a serious or a complicated thing but to solve a casual thing of their bug lists occurring in 
everyday life. There are several types in this program, which is an Humorous invention that should be amazing and 
interesting, Do It Yourself (DIY) invention that students instantly make by using some stuffs around them and Innovation 
invention that students remodel or newly make by using specific existing products. After selecting a method among the 
three, they should work basically for three weeks and submit the outcome, the poster size 11inchX17inch for promotion 
and the report of the instructions for use. 
 
Visual Artist 
From not only a functional but also an aesthetic point of view, problem solving ability is important to designers, because 
they naturally have a gene of a visual artist. I would like to name a person who is excellent in such an area ‘Designists’, have 
coined a word formed from the words ‘Designer’ and ‘Artist’. As industrial designer candidates, students should choose a 
used or a new ready-made article with its mechanical structure uncomplicated, and through the works of disassembling and 
reassembling, try a 3D collage design. For instance, the boom box is able to be used and also the outcome should be re-
operated without fail. 

 

Figure 2. Role playing as a inventor and a visual artist 



IDSA 2013 EDUCATION SYMPOSIUM 
August 21, 2013 - Chicago 

 
 

4. COMMUNICATION 

In most of the design process, issues occurring among the designer, related field experts and clients are solved through 
various methods of communication. Among them, there are two representative methods of communication, which are 
verbal communication and visual communication. The former refers to a communication using voice notionally, whereas, it 
comprehensively means a brainstorming session process or an interaction among engineers, designers and clients in the 
early ideation.There is no need for students to learn or train special speaking skills but to accumulate experience of logically 
and clearly communicating their ideas during the project. And the design educator should evaluate and guide their verbal 
communication skills other than contents of their presentation.  
The latter, visual communication is the most important to designers than to anyone in the field of design, since this is the 
best way to quickly and accurately present their idea through visualization. The term ‘Visual Communication’ is currently 
widely used as the title of a course to teach the skills of basic drawing, sketch and rendering. In more detail, this can be 
classified into the three types i.e., 2D, 3D and digital visual communication.  
 
2D visual communication means a flat drawing done by hand, which includes ideation sketches, rendering and drafting. 3D 
visual communication including a prototype is the concept of 3D sketch model, final mock up and working model which is 
necessary for the development process of the three-dimensional form. Digital visual communication uses various 3D 
modeling and rendering program for 3D renderings of computer generated images and 2D sketch or 2D rendering by using 
the basic computer graphic program such as photo shop and illustration program. And also ‘Rapid Prototyping’ technique 
which currently receives great attention and generally called 3D printing is being applied to sketch model or final model a lot. 
However, such a development in the methods of visual communication is by no means good for design education, because 
a majority of the students prefer digital visual communication method to analog visual communication method. In the 
design colleges in Korea, there is ‘111 design program’, who started it first or even when is not known, though. This is well 
used especially in the transportation design studio, and in this design program, students have to perform 100 sketches, 10 
renderings and a final 3D model on one subject. This says a lot about the value of ideation sketch by hand and the need of 
repeated training. 

5. CONTENTS 

Contents revitalize design. Any design without contents is merely styling or decorating indeed. Most designs start with 
generating a concept to solve a given problem. Such a concept is formulated into a hypothesis to design after the 
development and refinement process, and through designing, it is born as a fruit of practical value called design contents.  
In order to produce good contents, designers should collect various knowledge and information and analyze by themselves, 
so that a variety of concepts could generate in the early ideation process. And not becoming a googler in online, they 
should become more active and tactile to get actual off-line data. A tactical method to produce design contents may be 
classified into the two stages such as brainstorming and bodystorming.  
 
To generate various concepts at the brainstorming stage, related knowledge and information should be collected and 
analyzed first. At this stage, the most important thing is the cultural experiences and the knowledge and information with 
regard to updated technology. Cultural experiences mean, for instance, investigating tribes such as early adapters, kidult 
and digital nomad who have emerged due to different cultural code in our society. If designers set those tribes as the user 
group to design project or do assignments to research their lifestyle, they can get a chance to collect various and unique 
cultural contents.In the event that a hypothesis is formulated on the basis of future prediction in the conceptual design 
project, designers should have knowledge and information on an innovative technology relating to the hypothesis. 
Although designers don’t need to have a deep knowledge like that of engineers or scientists, a research or a study to 
logically explain their imagination is a must. That is because wide knowledge about technology can become a power to 
create diverse and better contents. 
As for bodystorming, it is a sort of coined word already widely used in the design area, which means active ideation process. 
While brainstorming is a static concept, this is a dynamic concept meaning extending scope of design movement. Currently 
students easily get information about users appearing in their design with the help of internet. Meanwhile, although there 
is a difference according to the characteristics of the design project, in some cases, many students couldn’t meet targeted 
user until the design is completed, which eventually leads to failing in making design contents through actual user. The 
following program is expected to effectively solve such a problem. 
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5.1. DESIGN WALK 

This program is usually run in the intermediate studio course for the product design 2nd year, which focuses on students’ 
understanding on targeted users and experience rather than the outcome of the design. First of all, a user group is decided 
to be experts with the hand tools. For instance, if carpenters are set as a user group, students select one among various 
hand tools and collect open data on user, product and environment. 
Then, students contact the targeted user, actual carpenter, to start design WALK program. WALK means Watch, Ask, Learn 
and Know. Firstly, at the Watch stage, students visit their targeted user and watch the carpenter using the tool, and if 
possible, videotape to observe the task. 
Secondly, at the Ask stage, they actually have an interview with the carpenter and collect bug list to analyze. Thirdly, at the 
Learn stage, they try to directly operate the tool and newly analyze its problems. And lastly, at the Know stage, they 
establish a design strategy and do designing. Even if it becomes one on one design system without contacting many other 
users, it has a merit of having hands-on experience with actual user according to the guideline presented by Design WALK. 
Also for the process and the result of designing, they can get feedback from the targeted user. 
 

 

Figure 3. The schematic process of design WALK program 

6. COLLABORATION 

Designers should have cooperative working relationship with those in other areas relating to design such as management, 
marketing, engineering and manufacturing specialists. Therefore, collaboration is a crucial factor in the entire design 
process and could have a great effect on the result of the design. The group of designers should have a higher self-esteem 
than anyone else’s. That is why they need to train their ability and attitude to manage relationships in the group and a 
teamwork spirit. 
 
In the event that teams need to be organized during the design assignment, a team should be formed based on the drawing 
not on the preference. This could help enhance the ability to cope with unexpected occurrences and promote interactions 
between the students in the class.  There is a funny and interesting method of drawing prepared for organizing into teams, 
which is called ‘Hwa-Too System’. Hwa Too is Korean gambling card and often used to arrange teams in this system. Since 

flowers are painted on the card, it is called Hwa Too which is a compound word of Hwa(花) meaning flower and Too(鬪) 

meaning fighting. Meanwhile, in order to symbolically stress peace and fight of the team, Hwa(花: flower) changes into 

Hwa(和: peace) as a homonym. In this manner, teams have been formed and in relation to creative workshop course, a 
variety of project has been run to train collaboration. 
Diverse assignments of playing game types such as miniature racing car using a rat trap, converted bike operated by full-size 
rubber power, human powered paper bikes, etc., have been performed. Due to a fun, exciting and competitive spirit, 
students have displayed unexpected power of unity and teamwork. And what Collaboration part accentuates is the social 
responsibility of the designer. Lots of various social issues are currently being dealt with in the design area. Those who are 
suffering from hunger and poverty in the third countries, natural disasters, man-made calamities, etc., are used as the 
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subjects for tasks in the colleges and the design or arts contests. These could attract interest in the society and cooperative 
participation as a designer from students. 

 

Figure 4. Special projects for enhancing collaboration 

7. CONCLUSION 

4-H Club, established by A.E. Graham in Ohio, USA in 1902, is youth development organization. 4-H stands for Head 
(Managing & Thinking), Heart (Relating & Caring), Hands (Giving & Working), and Health (Being & Living). Its symbol, white 
four Hs around a four-leaf clover, shows this organization’s thought strongly and clearly. This acted as a model for 
organizing 5Cs. To develop into a designer, what they need is not only Craftsmanship, Creativity, Communication, Contents 
and Collaboration. However, in ever-changing design education, in an attempt to provide designer candidates who may 
take only what they like with essential nutrients, this paper has been published. 
 
Craftsmanship is a designer’s spirit because designers always have to be enlightened. 
Creativity is a designer’s heart because this keeps designers alive. 
Communication is a designer’s strength because designers have to move persistently. 
Contents are a designer’s insight because designers always have to look far ahead. 
Collaboration is a designer’s mind because designers always have to be sound and healthy. 
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