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DISCOURSE

INTERACTIVE FACTOR

SIMON KNOTT TRENT JANSEN YVES BEHAR

DREW SMITH SHAREEN JOEL TOKUJIN YOSHIOKA

An interactive element in modern experiences is clearly redefining the
design process. So we asked this chioce group a few questions. Their
thoughts are an insightful indication as to how contemporary designers are
applying the term ‘interactive’ — and what it means to connect, interact and
create with experiential factors in mind.
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illustration Lucy Allan
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TOKUJIN YOSHIOKA

Experimental Designer and Artist, Tokyo
tokujin.com

“Bymakingtherelationshipbetweenthedesignersandtheconsumersmoremeaningful,
we'rehelpingthedesignersmaketherelationshipbetweentheuserandtheirproducts

more meaningful.” - Drew Smith

INSIDE You've worked as a strategist for some of the world’s largest
automotive brands, advising design, brand and platform strategy.
Currently with Sense Worldwide, you manage projects for clients
including Nike, Unilever and Vodafone where you seem to be help-
ing clients understand people — using ethnographic research and
design methodologies. How do you define the interactive factor in
your work?

INSIDE Having worked under Shiro Kuramata, then Issey Miyake,

you established your own design studio in 2000, designing product
for Driade, Swarovski, Kartell and Morosso, while creating instal-
lations for Lexus, Hermes and an exhibition celebrating Cartier’s
extensive archives. As your practice spans product and object design,
installation, interior design and architecture, how do you define the
interactive factor in your work?

DREW SMITH To me, interactive design, put simply, is making rela-
tionships meaningful. My work extends across industries these days but
asahuman-focuseddesigner,I'mstrivingtoimprove how peoplerelateto
space, objects and one another.

The user experience team of a global telecom company recently came to
us - heads in hands — having been handed a statistical analysis of 33,000
consumersandinstructedtodesignforthem.Givenreallygreatdesignde-
pendsonthedesignerbeingabletoforgeastrongemotionallinkwiththe
end-user,theirdesperationwasunderstandable.Sowesetouttohumanise
the data.

Weconductedaseriesofdeep-diveinterviewsacrossEuropetouncoverthe
unarticulatedbehavioursandlatentneeds,thesortsofthingsthatcanonly
everbeobservedin-situandneverencapsulatedinasurveyorunearthedin
afocusgroup;thingslike how people organisedtheirlivesacross physical
andvirtualdiariesorhowtheirdeviceusagechangedaccordingtothetime
of day or context.
Wecollatedalltheethnographicdataandproducedaseriesofsixusertypes
orpersonas.Thesepersonaseachhavelifestories,habits,tastesand points
of view that communicate to the user experience team-inavery human
way - how various consumer groups are living their lives.
So,whatwasthebenefit?Bymakingtherelationshipbetweenthedesigners
andtheconsumersmoremeaningful,we'rehelpingthedesignersmakethe
relationship between the user and their products more meaningful.
Looking forward, ambient intelligence has the potential to enable truly
transformativeexperiences.Whenthetechnologydisappearsandwecan
just get on with being human, then I'll be happy!

www.australiandesignreview.com

TOKUJIN YOSHIOKA | do not know the core definition of interac-
tive design, yet currently, | believe design is shifting its direction — from
designing shapes and forms to designing experiences and sensations.

Ihavebeen pursuingthemechanismofhowpeoplewouldfeelandwould
beemotionallymovedthroughmycreations.Thesecontentsofmessages
andemotionsdifferdependingonthepeoplewhocaretoexperienceit.My
intentionis to create the sort of design that emits energy and a symbolic
messageasaformofradiation.lhave neverbeen consciousoftheinterac-
tive factor in my creations, yet as an example of design that values the
communication witha‘customer; I recently designed 132.5 Issey Miyake.
| pondered a store space in which customers could experience the items
with an understanding of a brand’s creation. The important thing was to
communicatethebackgroundoftheitemsandthepurposeofthedevelop-
ment.Justmaking everything simpleis notthe goal. The mostimportant
thingiswhetherthemessageofthisbrandcanbeconveyedwheneliminat-
ing decorative elements from space. With the iPads installed in the store,
customers can tap into selectable information, from computer graphic
imageryofthecomplicateddesignprocesstothegeneralbackgroundand
history of the brand. .

Personally,lamfascinated by any design thatreturns tothefundamental
of a basicidea; something close to the initial invention. In this case | ask:
How would purchasing these products change ourlives? What would we
possibly experience? The ‘Air multiplier’ from Dyson is born out of the
foundation,whichwastodesignamachinethatproducesair,nottodesign
anew shapeforthefan.Itisimportant to ponder these sensuous experi-
ences;ifaclientasksyouforawoodenfloor,we have toforeseeif they will
actually like the material itself or the feeling of warmth.
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trentjansen.com

“Alarge part of any designer’s practice s his or her interaction with peopleinside and

outside thedesign world-andthewayinwhich thoseinteractionsinfluence process:

— Trent Jansen

INSIDE As director of BKK Architects and co-host of the Triple R

radio show The Architects you seem committed to innovation and
engaging in the public discourse of what design can do to better peo-
ple lives. That sort of design approach remains socially and culturally
relevant — an intellectual approach to problem solving, with a broad
industrial, commercial and residential client in mind. Considering all
this, where does the interactive factor come into your work?

n

INSIDE Fresh out of COFA (College of Fine Arts, Sydney) you

were accepted to intern with Marcel Wanders, working closely on
product development. That collaboration lead to moooi launching
your renowned ‘Pregnant Chair’ - a highlight of Salone del Mobile
in 2008. Now you've returned from a two-month residency at Edra,
working closely with creative director Massimo Morozzi. How do
you interpret the importance of interactive methods in design?

SIMON KNOTT Interpretive design is a vital part of our architectural
practice.Forusthismeansaprocessofinvestigationandre-interpretation
on a number of levels.
Perhapsthemostobviousandimmediateisthecontext,bothphysicaland
social.Ourprojectsstartwitharigorousmappingofthesurrounding con-
text at both a micro and macro level. We also start with trying to under-
stand the social context of a project.Thisis usually undertaken through a
communityconsultationandengagementprocess.Oncethesestudieshave
been completed we then undertake an analysis of the results. This entire
processformsthebasisfromwhichthedesignisproduced,therebyensur-
ing that the results will be driven from a‘ground up’ community basis
that is firmly entrenched in the environment in which it is located. This
processisneverlinear.ltismoreofaniterativeapproachconstantlymoving
between the design and the social/physical context.

Our practice designs projects that range from small, intimate follies, to
substantialhouses,uptolargescaleinfrastructureand majorprojects...
We are currently involved with the redevelopment of an existing 1960s
housing commission tower in Footscray. This project involves under-
standing the complex dynamics of place that exist fora community of
over 60 year old (mostly men) who have a number of social and health
issues.Wehavespentconsiderabletimeobservingandmeetingwiththis
small community and their support groups to better understand their
needs. Our analysis of these requirements has driven us to new under-
standings,andthedesignsarequiteoftencountertothenormalpractice
ofourstudio.Theresultsarecertainlynotdrivenbyaestheticsorabstract
designideas but firmly rooted in the social aspects and user amenity of
the residents.
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TRENT JANSEN A large part of any designer’s practice is his or her
interactionwithpeopleinsideandoutsidethedesignworld-andtheway
in which those interactions influence process.

| was lucky enough to spend 2 months in Tuscany on the Space+Edra
DesignResidency‘interacting'we mightsaywithoneoftheworld'sgreat
creativedirectors,MassimoMorozzi.Massimoisnotsofondofstructure,
sodespitethefactthatthiswasdesignedtobeaverystructuredresiden-
cy,whereourinteractionwouldoccurinacontrolledway(sayinadesign
studio over a sketch book), one of our most fruitful interactions took
placeinthelastweek of myresidencyonaland-speed, record-breaking
trip to Milan.

Inthe carwediscussed myreturnto Central Australiaand Morozzi's love
for Alice Springs. Up until this point the work that we had been explor-
ingatEdrahadbeeninoneconceptualdirection, butthismutuallovefor
aplace-thatmanywouldperceiveasbeingdifficulttolove-sentthings
on a new trajectory. The day before | left, to return to Australia, we met
inthe Edra studio and Massimo asked me to go back to Alice Springs, to
try to find out what that place is about, and most importantly what it is
to be a contemporary Australian living in Central Australia.

This single interaction in a car, somewhere between Pisa and Milan
started a series of events that now sees messittinginashed in 44 degree
heat in the centre of the driest continent on earth, doing my best to
understand what makes this place work. And whether this interaction
eventuallyleadstoabeautiful piece of designornot,lamconfident that
at the end of this process (at the very least) | will better understand a
country that | grew up in and thought | knew everything about.
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Industrial & Product Designer, San Francisco
fuseproject.com

SHAREEN JOEL

Interior Architect &
Industrial Designer, Melbourne
shareenjoel.com

“Interactivityisalsoaformofintelligence,and productsinthe future will be poetically
simple. At the same time, a lot more design will be ‘in-sync’ with the way we feel.”

- Yves Béhar

INSIDE In recent years your approach to product design has gar-
nered notable attention for it’s ability to connect with the human
experience. As you and your studio innovate new ideas within a pre-
existing framework of industry and commerce, how do you define
what interactive design means to you and the people design for?

INSIDE Before establishing Shareen Joel Design in Melbourne, you

were one of the youngest designers to work for the Ford Motor Com-
pany. Now executing product development through to interior architec-
ture for clients, what sort of common link do you find when you think of
this interactive factor in design?

YVES BEHAR Interactivity is a form of simplicity. An intuitive mes-
sagetomakeproductsandtheirusebetterunderstood.Allproductshavea
level ofinteraction.WhatI'minterestedinisthe communication of design
ideas, and to accelerate the adoption of 21st-century ways of life (not to
mentionconsumption).Howaproductisusedandexperienced,iscertainly
a part of bringing these ideas to life.

Over the year, | have added interactivity to many projects. Aligning a
light's effect to the user’s mood, for example, with the Herman Miller
LEAF light, with the invention of LED’s shifting colors by mixing only
cold white-hued LED’s with warm ones. Or even allowing someone to
shapeacrystal chandelierand leave a visual message with the Swarovski
Morpheus.Lately,I'vebeendesigningspeakersforJawbone.Jambox'gives
subtlesoundcuestotheusersastoremovetheneedforascreenindicator.
For the Milan furniture fair, we're building a sound exhibit called JAM-
SCAPE.HundredsofJamboxspeakerswillemitsoundsandvibrationsthat
will create an oasis sound space, away from the“noise”of the fair. lhopeit
becomes a true place to chill.

Interactivity is also a form of intelligence, and products in the future will

be poetically simple. At the same time, a lot more design will be‘in-sync’

withthewaywefeel. Theadvancesinmotiontechnologiesandtheability
of products to recognize situations and needs, to react accordingly, will
finally turn the tide in making technology not a burden, but rather an
invisible enabler. Great interactions will make technology invisible, and
allow all of us to concentrate again on the real experiences of life.

www.australiandesignreview.com

SHAREEN JOEL In our studio we have experienced two distinct forms
ofinteractive design.Oneis practiced throughout the design process —a
dynamicdevelopmentprocessthatutilizes3Dvisualizationandanimation.
During my time in the automotive industry the first stages of interactive
designwasevidentthroughtheexperimentationofdesignsoftwaretocre-
atean‘almostthere’vehicle.Wewereabletoexperience thedrive without
any investment in tooling. With the development of the Sheridan retail
storesweworkedhandinhandwithourin-housevisualrenderertodesign
theconceptanddetailsinmultipledimensions.Thisfast-paced processof
designhasitsadvantages.Besidesbeingdynamicandimmediateitallows
onetocreateformsanddetailsyouwouldn'thave thoughtwould be pos-
sible.SomeotherexamplesaretheworksofSwedishdesignerFrontStudio,
and Nendo’s Diamond Chair.

The second form of interactive design is otherwise defined as interac-
tive functionality — available to the end user. Such products respond to
consumerbehavior.SomeexamplesarewithintheSheridanstore,afirstfor
anAustralianretailerinthissector.Aninteractivedisplayscreengenerates
acustomdesignedinterface.Customersareinvitedtopersonalizetheirbed
linencombinationsanddesigns.Inthepast,furniturehasbeendesignedto
respond to the comfortand preference of the end user. The Cassina‘Mar-
ralunga’sofa,asanexample, brokenewgroundinthisrespect,introducing
itsmaneuverableheadandbackrest.Inthisrecentyearsyou’veseenJapa-
nesedesignerssuchasNendoandYoshiokaleadthewayinthisexperience-
driven direction. It’s all quite exciting.
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