CHAPTER 1 TRY THEM AND GET
PESIGN ETLUPE OTHERS TO PO THEM!

DESIGNERS SHOULP BE ABLE TO ART/CLULATE THEIR
PESIGNS AND SAY HOW AND WHY THE CHOICES WERE
MAPE,

FART 1: TAKING NOTICE

TAKE NOTE OF THREE THINGS N YOUR DAY YOU FIND
BEAUTIFUL AND THAT YOU RECOGNIZE TO BE PES/GN.

EXAMPLES

* AN EVERYDAY OBJECT

* ATOY OR A GAME

* A KITCHEN APPLIANCE

* THE LAYOUT OF A ROOM

* THE PLOT (TWIST) OF A MOVIE
* ASOCIAL INTERACTION
*ATOOL

* A BUILPING

PART Z: MEANS AND ENPS

FOR EACH THING YOU NOTEP IN PART 1, PERFORM A FLUNCTIONAL-AESTHETIC
ANALYSIS: THINK ABOUT AND ARTICULATE WHY YOU FIND IT BEAUTIFUL. DOES IT HAVE TO PO
WITH ITS FORM, OR FUNCTION, OR A SURPRISING INTERPLAY OF BOTH?Z IS IT SATISFYING?
HOW SOZ DO YOU FIND IT ELEGANTZ WHAT EMOTIONAL RESPONSES POES IT ELICITZ IN
WHAT WAY IS IT MEANINGFUL TO YOUZ CHARACTERIZE ITS FUNCTION/PURPOSE VS, ITS
FORM/AESTHETICS. WHAT MEANS~-TO-AN-ENL POES IT SERVE, AND WHAT ENP-IN-
ITSELF POES IT SPEAK TOZ WRITE A FEW SENTENCES OR MAKE A DIAGRAM OF YOUR
ANALYSIS,

FART 3: GLIERRILLA PESIGN

INFILTRATE YOUR PDAILY LIFE WITH PESIGN. ADPD AESTHETICS TO SOMETHING THAT
POESN'T SEEM TO NEED IT (THIS IS OFTEN THE BEST PLACE TO EXPERIMENT WITH
AESTHETICS). IF YOU PRAW SOMEONE A MAP TO YOUR HOME, PO IT WITH AESTHETICS, GIVE
IT PERSONALITY. IF YOU COMPOSE A MESSAGE, EMPLOY A POETIC STRUCTURE THAT FITS
THE MESSAGE! WHATEVER YOU PO, PO IT WITH AESTHETICS -- EXPERIMENT, AND
HAVE FUN!
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