
Lecture 01: 

Design Inro.
What is Design?

The traditional role of design has been to improve the visual appearance and function of messages 
and information. The publishing industry relies on designers for printed and online books, 
magazines, and newspapers that inform, delight, and support the interests of readers. Designers 
distinguish businesses from their competitors in the marketplace through innovative approaches 
to branding, the comprehensive design of messages, products, and services that express the 
character of a company and define its relationships with consumers. Advertising design promotes 
the marketable qualities of commercial products and services through a variety of communication 
media. And information designers translate complicated numerical and textual explanations into 
visual forms that help people see patterns in data and relationships among the components of 
complicated ideas. In all these practices, designers use typography, photographs, illustrations, 
and graphic elements to construct messages that attract attention, cause us to think about their 
meaning, and stay in our memories over time.

Some areas of design practice are more specialized. Motion graphics, for example, add sound and 
movement to the visual toolkit of designers and are viewed on television and computer screens, 
in film, or in environmental installations such as technology walls and stadiums. In addition to 
text and image, exhibition and packaging designers are often responsible for creating the physical 
structures and selecting the materials that carry messages. The design of wayfinding systems and 
signage focuses on directing people’s behavior across time and space in unfamiliar places. These 
practices pay close attention to the demands of particular settings in which people encounter 
messages and focus as much on their behavior as on the interpretation of content.

While these traditional practices require the designer’s use of computer technology in producing 
visual, audio, and time-based form, most of today’s design work focuses on people’s digital 
experiences and the role technology plays in their everyday lives. From smartphones to voice-, 
gesture-, and sensor-activated devices, designers actively connect us with other people, 
information, and services through an array of digital technologies. These designers address the 
nature of people’s interaction with digital information, as well as the visual form and subject matter 
of communication. User experience (UX) designers also create digital tools and systems through 
which people produce their own content and engage with others who share common interests. 
Software design supports an increasingly technology-aware environment that reads and responds 
to everything we do.

Designing the conditions for experience requires more than the arrangement of form and content 
and is often built on models of conversation and community, rather than objects and information. 
Interaction and experience designers study people’s motives and behaviors in activities that people 
find important, shape the relationships they build with others, and support their engagement with 
the cultural and physical environment. Web and software designers balance industry demand 
for technical efficiency with concern for the creative and humanistic qualities of technological 
experiences. And these designers imagine new roles for technology in solving the increasingly 
complex problems of contemporary society.

Reference by AIGA, web resource: https://www.aiga.org/what-is-design
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https://www.youtube.com/watch?v=9uOMectkCCs&t=575s

TED Talk: The first secret of great design by Tony Fadell

New Era of Design

User Interactive

Font
Color
Composition
Icon
Layout
Prototype

User Experience

User Feeling

User Notice

User Problem

1. Look Broader Doing
Better

2. Look Closer

3. Think Younger

User Feedback

User Service

User Enjoyment

Keywords:

Tips:

ART 323A | Lecture 01 | Page 03

https://www.youtube.com/watch?v=9uOMectkCCs&t=575s

