DESIGN

L

=2 =
“gbiIE” REFEER
<. VALUES.OF DESIGHL, =~
EDUCATORS.RESOURCE ~*
: b~ ]
2017,1292019.8~ - >
B ER CREgSS

=<

mBEwO IR

wwwwwwwwwwwwwwwwwwwwwwwwwwww SOCIETY




BRE “RiHME" BEPAI VRA
Explore design from the V&A's collection
in the exhibition Values of Design

BATFigIT. B, IE. STEAM. BIERZEAHEERE
Links to Design, Technology, Engineering, STEAM, Maker-Education and Art curricula




Jellyfish Installation, Steffen Dam / Denmark, 2010
KEGRE, LEH - A/ FAZE, 2010 F
©Steffen Dam
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INTRODUCTION

In 1852, the Victoria and Albert Museum in London was founded as the world'’s
first museum of design. Its mission was to educate the public and improve the way
things were designed and made. It brought together the best examples of machine
and hand-made products from all over the world. Objects of meticulous craft,
beautiful composition and functional simplicity were displayed in grand galleries,
elevating and projecting a sense of value. Over two hundred carefully selected
objects from the V&A's collection are displayed in ‘Values of Design’ at Design
Society in Shenzhen.

Design defines our daily existence and the world we live in. From the buildings we
live, work and learn in through to the clothes we wear and the apps on our mobile
phones - all have been designed and made by someone. The value we place on
design shapes our culture and our everyday lives.

Use this exhibition to encourage students to reflect on their own values in relation
to design and how they might impact the world. Whether as a consumer, user or
maker, everyone has an important role in determining the future of the designed
world that we occupy. Ultimately, our future will be defined by our values, and how
we value design.

This resource is designed to support educators in preparing and leading a
successful visit to the exhibition. Activities are not compulsory. Rather, we hope
to provide inspiration for actively engaging your learners with objects and ideas on
display through discussion and activities which you may wish to differentiate for
different age groups and abilities.
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© Victoria and Albert Museum, London
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PRE-VISIT ACTIVITIES

Introduce students to the impact that
design has on their daily lives. Encourage
discussion and reflection on how we value
design:

1/ Choose your favourite possession or
designed object. What do you value about
the way this object was designed or what

it represents? Was it a good bargain, or
acquired in a special way? Is it really useful?
Is it beautiful?

2/ Now think about your environment and
daily routine. What is design? What aspects
have been designed and made by people?
Keep a design diary for a day and sketch or
list some of the objects you interact with.

3/ What should designers be doing and
thinking about when they are creating new
buildings, products, technology or clothes?
How can design make the world a better

place?
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THE EXHIBITION VISIT

Sketching is encouraged so bring along
sketchbooks and pencils for making notes
and sketching design ideas. The exhibition
is organised into seven sections, each
offering a different lens through which

we can explor-e and question how we
measure the value of things, and —in turn
- how these values shape design.

PERFORMANCE

Designers think of new ways to make
objects perform better. They strive to
make objects that are more durable and
flexible, smaller and more efficient, and
with new combinations of functions.

DISCUSS:

What are the positives and negatives of
constantly releasing new and improved
versions of products such as mobile
phones, watches, cars, kitchen appliances
and televisions to the market?

DESIGN:

Design an object that does more than
one thing. Choose two objects in the
exhibition and combine them to create
a multifunctional design. Draw your
creation.

TPS-L.2 Stowaway, Sony Corporation / Japan, 1979-1980
TPS-L2 K#Hl, FELE /A, 1979 - 1980 F
© Sony
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PROBLEM-SOLVING

Design can help to solve problems both
big and small. Designers think about how
we can address issues such as poverty,
health, equality, the environment and
social justice through new designs for
products, buildings and systems.

DISCUSS:

What problem would you most like to
solve? How could design help to solve
this problem?

DESIGN:

Search the exhibition for inspiring
examples of how design has solved
problems. Identify the problem and
solution for your favourite examples.
Choose a problem you would like to solve
and write a design brief based on that
problem for a design team. What are the
key issues you would like them to address?
Challenge a classmate to sketch out some
initials ideas to answer your brief.

Cheetah Xtreme Running Blade, Ossur / Iceland, 2012
EIES) XTREME FE2E/E1RES, BE / ik, 2012 F
© Ossur UK



Boro Robe / Japan, 1875
MR/ A, 18754F
© Victoria and Albert Museum, London

8

BItSHHMEARTD . BERMIEDAR
Wit A . &SR, MmiRTHImR T
XL RITOThEE, BAA—HAIG N Eb
MBS —EMANERANERR.

iwie:

FERIPIERARTH, MIRFIEMAIF
Mt BRARE. RitIhE B GERER
IIZRIF?

igit:

HH RSP REERORTHR, RRE
RRER T A? AT, ERHRHES?
FREREE? EINEEERE? AKX
MR —HFHm, ERDREXM
MRS

Katran Rocking Chair, Sahil Sarthak Design Studio / India, 2016
Katran 75, B/ - FERIELIEE / EIE, 2015 4F
© Sarthak Sahil Design Co.

MATERIALS

Materials and design are closely linked.
Scientists and engineers develop and
discover new materials. It is the role of the
designer to transform these materials into
useful things by imagining new functions
and develop new expressive styles.

DISCUSS:

The way designers use materials has
an impact on the environment. How can
designers reduce their environmental
impact?

DESIGN:

Select your favourite material from the
exhibition. What are its properties? Is it
durable or weak? Soft or hard? Beautiful
or simple? Design a new product made
out of this material that makes good use
of its properties.
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Olivetti Valentine Typewriter; Ettore Sottsass and Perry King / Italy, 1969
- SKALETFIRF - £/ BAF, 1969 F
© Olivetti

= 1]

RIS ARS | in&. e . #EFRAR,
BFESHFAAEFENEY, LEHEH
SHME, BIIBTUAXERFERZE
M. IRBAAFHRA, REBATAR
A, EAILUBEYmERE.

iwie:

REREHFARITRRABSHZHA? R
EWRFFIUMT, ERERERHECEEM
I8 AN = E RN v [ NG5 ] o B

igit:

E—HREmR, RBERNSOMNERERTIR
IHE. RREBTAERse. BR. &
ST RIE?

10

Mickey Mouse Kettle, Michael Graves / USA, 1991

KEEUKT, BFR - 15EFA FEE, 1991 F

© Victoria and Albert Museum, London

IDENTITY

Designers use different signs, symbols,
logos, colours, materials and shapes to
give things more meaning and personality.
We can use these things to express who
we are and who we want to be.

DISCUSS:

How do you use design to express your
identity? Do you like to stand out in a
crowd, or show belonging to a subculture,
organisation, sports group or city?

DESIGN:

Choose an object in the exhibition and
redesign it to express your personality.
What colours, patterns, symbols and
shapes will you choose?
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COMMUNICATION

Design can communicate information
in a quick and efficient way. Designers
think carefully about how to simplify
information and ideas using words,
pictures, colours and patterns.

DISCUSS:

Communication is not always a neutral
process. How can design be used

to persuade and influence people’s
opinions?

DESIGN:

Design an emoji that communicates an
emotion or idea as simply as possible
using a maximum of 3 colours and 2 types
of shape.

Celestial Globe, Diya al-Din Muhammad / Pakistan, 1650
KO, W - T - BEEE  BEAE, 1650 £
© Victoria and Albert Museum, London
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Sandal Shoes / UK and France, 1820-1854
Rt RERGAE, 1820 - 1854 4F
© Victoria and Albert Museum, London
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WOBO Bottle, John Habraken / The Netherlands, 1963
WOBO I, 77& - lafohis /=, 1963
© Heineken Collection Foundation

COST

Designers choose to make things that
are cheap or expensive depending on
who they are designing for. Through
thinking about materials, distribution and
production techniques, design can help
reduce the price of a product, allowing
more people access to it.

DISCUSS:

Which do you think is best: cheap and
cheerful or expensive and luxurious? Are
there any negative sides to attempts to
produce very low cost products?

DESIGN:

Select an expensive object in the gallery.
How can you redesign it to make it
cheaper and more accessible?
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FOLLOW-UP ACTIVITIES /
FIND OUT MORE

RESEARCH:

For further design inspiration, explore
Search the Collections, the V&A's
collection online
http://collections.vam.ac.uk/

REVIEW:

Annotate a design inspiration board using
visual recordings made in the exhibition
as well as at home, school and out and
about. Look for and record colours,
shapes, textures, forms, materials and
techniques that you could use.

DESIGN:

A prototype is an early sample or model
designed to test and trial a new design.
Designers prototype to test out design
ideas and learn through making. Prototype
initial designs from your visit when you
return to school. Experiment with different
exercises to stimulate creativity, such as

a one-minute speed making challenge

or limiting materials — only using a single
sheet of paper, using recycled materials
or banning glue. Encourage students to
be experimental and come up with more
ideas as they are making.
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Olivetti Valentine Typewriter, Ettore Sottsass and Perry King / Italy, 1969
BFIEF “BICT " FTFH, SHER - FHAFURF - £/ BFAF], 1969 F
© Olivetti
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