I. A Designer's Career Goal is to Not be a Designer
Design is a profession. With the development of society and technology, the design industry has
gradually shifted from a small, high-income group to the highly engaged profession of design. The
threshold of the industry is slowly getting lower, and the designer base continues to grow. As of
2018, there were approximately 286,000 people working in graphic design in the US alone, which
has both positive and negative aspects. The positive aspect is that the growth of the field allows for
optimization and intelligent software design. This in turn reduces the expertise needed to be a
designer. Basic operations and skills can be mastered with relatively little time and effort. This
growth also increases the general skills and aesthetics of the public. It is natural to wonder what the
downside is.
A designer will face many challenges throughout their career, which could lead to the basic skills of
design no longer meeting their needs. The pressures on designers will only increase, and as more
talent becomes available, salaries will begin to stagnate, if not decrease. In addition, in the design
industry today design has begun to shift slowly from a professional skill to an office skill, which
means that a designer’s colleagues and coworkers are less likely to be designers themselves.
However, they may still have the software skills of a designer. Design companies still have to think
about their operating costs and bottom line, so an employee that has the skill to do design work, even
if it is not as good as that produced by a dedicated designer, may be able to do the work of two
employees for one salary. When this happens, companies will wonder about the advantage of having
a dedicated designer. This all means that designers have to be cognizant of the realities of the job
market and determine how they can continue to be a value add to their companies in order to avoid
the elimination of their positions.
Designers Must Push the Boundaries of Their Abilities
To maintain relevance in the changing job market, designers must understand the rules of the
industry and the challenges they will face.
The Challenge of New Knowledge
With the development of science and technology, designers’ knowledge continues to expand. As the
amount of knowledge grows, it becomes increasingly difficult for designers to remain up to date and
informed on the latest breakthroughs in design skills and techniques. This leads to increased
specialization in the field and a greater divide between the different subfields of design. The general
consensus of today may change tomorrow, so it is easy for designers to feel overwhelmed. Many
designers want to remain current, but the amount of new knowledge is quickly becoming
insurmountable. It is important for designers to determine their own learning methods to cope with
this challenge. They should also determine what they want to be an expert in and what they only
require a passing level of familiarity with. Designers are advised to seek out guidance from their
mentors in their specific subfields that can help them manage their continuing education throughout
their career.
Knowledge management will allow a designer to focus on what they need to know. It will be
beneficial to add resources to an inspirational resource library or sketchbooks in order to record and

store what has been learned so the designer does not have to try to rely on their memory. They can
then reference these materials in the future when they need them without having to search to find an
article or resource again. When faced with the never-ending challenge of mastering new knowledge,
designers must find a suitable learning method and adapt to it so as to not get overwhelmed.
The Challenges of New Technologies
In today’s high-speed development environment, new achievements are made nearly every day.
Artificial intelligence, 3D technology, virtual reality, and more are all developments in which
designers have been instrumental, but are often not prepared for. These developments force designers
to learn new skills and new ways of applying their current skills. The aesthetic sense and cognition of
users and consumers has grown significantly, and it is difficult to impress today’s customers with
traditional design solutions. Animation, 3D and visual effects that are more realistic than ever before
have increased the cost and difficulty of design, but have simultaneously become components that
consumers expect. Designers have to adapt to survive. The rate of technological development is not
going to slow, so designers should adapt the following practices.
1.

Adaptation and Mentality

Darwin’s Origin of Species says that the species that will survive are not necessarily the strongest or
most intelligent, but those that are capable of adapting to sudden environmental changes. As a
designer, learning to adapt is an important key to facing challenges. Since designers cannot change
the development of science or technology, they have to adjust their mindset to the ongoing
development. Designers must work hard to adapt to the changing environment and maintain a
positive attitude. This can help maintain motivation for continuing the hard work of keeping up with
developments and learning new skills that can help designers develop new design methodologies.
2.

Judgement and Investment

The speed of technological development is amazing. However, designers’ time and energy, as with
all humans, is limited. They simply cannot use all of their time for learning, and yet if they don’t
keep up with new developments, they will find themselves at a competitive disadvantage in the job
market. Therefore, the first step designers must take is to determine and judge their own abilities and
the value of investing their time in learning a new skill to determine if it is worth their focus. A
decision matrix can help with this. Designers can list their own strengths and weaknesses, as well as
their interests and habits. They can then focus on developing new skills that complement their
abilities and strengthen their weaknesses. These skills and abilities should be kept in mind when the
designer determines how much effort to put into developing or learning specific skills, as well as
what methods to use for that education. If the answer is additional formal education, the designer
should not be reluctant to invest time or money, otherwise they will be at a disadvantage when
applying for jobs compared to other designers that have invested in their continued growth.
3.

Challenge and Transcendence

When a designer has a positive attitude and the ability to judge themselves, the next step is to grow
and challenge themselves. This could involve mastering a new technology or becoming an expert in

a field, or it could involve gaining the trust of the field, so that the designer establishes themselves as
the person with the answer to questions in a particular area. These are all viable paths to remaining
competitive in the field and in the market. However, designers should not get complacent. There will
always be others striving to become the expert in a particular area. There will come a time when
even the expert in the field will fall behind. This is the natural way in which professional fields
develop. As long as designers persist in learning and developing new skills, they can remain relevant
and secure in their positions long enough to learn how to become competitive again. The field is not
the greatest barrier; instead, the greatest barrier is complacency and the designer themselves.
Designers Face the Challenge of Skill Sets
In today’s world, comprehensive talent is an elite quality in all workplaces. As mentioned above, the
designer’s professional skills are slowly becoming more generic office skills. Even those that are not
designers may have skills that used to be the sole province of designers. Today, it takes more than
software skills to set oneself apart in the job market. The combination of comprehensive design
skills, marketing, and the need for user feedback has long become part of every design project.
Intense market competition and in-depth cooperation between different departments has made
cooperation on design projects more important than ever before. Designers need to develop and
nurture the ability to continuously learn and challenge themselves in the face of an ever-growing
skill set. It will take internal modification and a refusal to become obsolete for a designer to remain
competitive as new graduates enter the field looking for positions. Experience in the job will not
always be sufficient to guarantee a designer’s position if they begin to fall behind in the essential
skills of the field.
Self-Awareness Breaks the Boundaries of Definition
In order to make progress in the design industry, designers need more than the basic skills of design
and a positive work attitude. They also need to know themselves, identify their goals, strengths and
weaknesses, and then choose their ideal career trajectory. Cannikin’s Law will help in achieving this.
Cannikin’s Law was proposed by Laurence J. Peters, an American management scientist. According
to Cannikin’s Law, the value of a barrel is determined by how much water it will hold. The amount
of water a barrel will hold is determined not by its longest piece, but its shortest. This is to say that
an organization may face common problems, such as various parts of the organization being unequal,
and these disadvantages will determine the level of the organization as a whole. Cannikin’s Law can
help in thinking about many aspects of an organization, such as the importance of team building. In a
team, it is not the most capable and best-performing person that determines whether the team is
strong or not, but the weakest. In other words, if one wants to improve the overall performance of a
team, they must focus on its weaknesses first. This concept has important implications for designers.
Recognize your Weaknesses
The division of the design industry in the era of the internet is very fine, and teams often consist of
members of different levels of ability. Designers’ abilities are not balanced, which could be an
advantage in some aspects, but a disadvantage in others. When a project calls for skills that are
unfamiliar to a given designer, the project can still succeed if others on the team have strengths in the

necessary areas. In order to remain competitive, it is best for a designer lacking in the necessary
skills to make up for their own deficiencies. The first step is for the designer to judge themselves, as
discussed above. By determining what weaknesses they have, they can begin to address their lack of
skills. This will be beneficial regardless of the specific team the designer is working with, as the
designer’s personal strengths and weaknesses are not influenced by their team. Knowing their own
weaknesses can help the designer determine what they need to do in order to be a stronger team
member in the future.
Develop Strengths
As important as it is to know one’s shortcomings, it is equally important to recognize one’s strengths
so as to not become pessimistic and lose self-confidence. Recognizing one’s weaknesses is in itself a
strength and allows a designer to focus on improving and becoming a more well-rounded individual.
One can turn their weaknesses into strengths through effort and commitment to improvement.
Weaknesses should not simply be accepted when there is a way to grow and learn. This is how a
designer can grow in their career. Focusing only on their strengths leaves them open to replacement
by younger and more recently educated designers who have the skills to complete newer projects.
Focusing on turning weaknesses into strengths will allow a designer to flourish even in competition
with newer designers.
Strengthen Integration
For a designer, the connection between the skills they have mastered and the ability to use them
together in a unified method is just as important as the skills themselves. This is the ability to
integrate. Integration capabilities may seem abstract, but they are key to development. In the design
industry, integration capabilities enable designers to screen and analyze a variety of information,
optimize portfolios, improve resource utilization and complement one another's innovations.
Push the Boundaries of the Profession
Although there are many designers in the field, the top designers in the industry are still few in
number. Similar to a group at the top of a pyramid, there is only room for a few to be the best in the
field. Members of this group are not afraid of being eliminated as the market shifts, as they are
already design leaders. They possess a common advantage, which is that they are no longer only
designers. They have pushed through the boundaries of the profession to fill multiple roles.
‘Designer’ is just one of their many titles, and their diversified skill set allows them to stand alone at
the top of the pyramid that is the field of design.
Designers must clearly understand that today’s society is no longer based on single skills. If a
designer only has one skill, their career options are narrower and more limited than ever before. As a
member of a competitive professional field, a designer with a limited, albeit specialized, skillset will
be at a disadvantage compared to others with more adaptable skills. Today, cooperation with other
fields is required in almost every design project of a company. For designers to stand out in
collaborative environments, they must enhance their knowledge, break through their professional
boundaries, and become interdisciplinary talents. This is how a designer can maximize their value as
an employee. In order to be a successful designer, it is necessary to improve one’s self-awareness,

keep pace with developments in technology, monitor trends, and use one’s free time to advance
one’s knowledge. This will help a designer develop the professional abilities and transferable
attributes that will create opportunities as the field continues to grow and change.
Thinking of the Future
Design is a magical profession that holds an irresistible role in contemporary society. Designers have
the ability to turn incredible ideas into reality and continue to innovate on and lead the trends of the
public. However, the development of society is a double-edged sword. Everything is changing, and it
is inevitable that the design industry will change as well. The question is what the future is for
designers. As a new designer, the starting point of a career is exactly that, being a designer.
However, one’s career should not end where it begins. For ordinary designers that do not strive to
grow their skills and stay up to date with market trends and new technological developments, all that
waits as time passes is getting older and losing energy and strength. This will allow a new up-andcoming talent to swoop in with fresh knowledge and new ideas. At this point, it may be too late to
save one’s career.
This is where developing versatile skills over the course of a career is beneficial. A designer with a
versatile skill set can fill the roles of many different designers and complete projects independently.
This may sound difficult, but that does not mean it is any less important. User experience can be
taken as an example. The salary at large technology companies has increased year after year, but the
requirements for applying for a position at such companies are also becoming increasingly strict.
Many companies are looking for applicants that can fulfil multiple roles on a team. Full Stack
Developer is such a position. This is a designer that is interdisciplinary and has the ability to
complete a project, or at least the main stages of a project, on their own. This is the trend in the
workplace, especially moving into the future. In this era of multi-functional talents, being able to
play a prominent role in many fields will allow designers the flexibility to survive in and adapt to the
changes of the market.
It is important that designers begin to think early about where to take their careers. It could be
management, or a private studio, or even some other aspect of business, but a designer must
determine their goal. Career planning determines future development, and the bigger the goal, the
more motivation the designer will have. That motivation is a key factor for success.
New designers must be conscious of their situation. Learning software is not enough to ensure a
successful design career. Those that do not prepare for the changing field are doomed to be left
behind. Designers must recognize this reality, embrace self-awareness, plan for the future and invest
in continuing education. They should be prepared to break through the boundaries that are at the end
of any design career by being versed in a number of skills that will stand the test of time and be
resilient to changes in the field. One’s career may begin in design, but those that are successful in
this field do not end as designers.

XVI. Creating an Inspirational Resource Library?
Many designers ignore the importance of a collection of daily inspiration. They look for
inspirational references when they need them, but often the results are less than ideal. There
are also many designers who have obtained a wealth of resources through their own special
channels. They may have been happy when they obtained these resources and have thought
that their life as a designer was set. However, if these resources are not internalized and truly
understood, they are just noise. Designers should try to build their own inspirational resource
libraries to help in the creation of their designs. It is critical that the designer is selective
when choosing what to include and only includes resources that actually inspire them.
As the name implies, an inspirational resource library is a record of resources a designer has
accumulated over the years. Generally, this library will be a digital repository hosted on a
local storage device, a third-party storage service, or cloud storage. A designer’s inspirational
resource library is created through their work and research. Such a library can contain
pictures, text, audio, video, and so forth, and a catalog system can be built in through the
designer’s initial efforts. An inspirational resource library is a data resource that the designer
builds themselves. With some organization and content management, the designer is able to
find appropriate inspiration quickly, which will reduce the time they spend on a project and
increase their efficiency.
Image Library
While images will form the majority of the content in an inspirational resource library, the
foundation of the library is the reasoning behind the inclusion of the content in the first place.
The following tips may help in the compilation of a library:
● Be Selective
When an image is considered as a possible addition to a library, the purpose it would serve
should be considered. The purpose of the library is not plagiarism, but inspiration. The
image’s connection with other images in the library should be considered, as well as what
kind of innovation or inspiration it can help create. Building a library of inspiration is
equivalent to compiling a dictionary. When a problem is encountered, the library can be
consulted for inspiration on how to solve the issue. When they are in trouble, designers can
review their resources and explore the designs behind other work that they may be able to
apply to their own work.
● Not Just an Exercise
The image gallery is a tool for the designer, not just a process to go through. If the library is
treated merely as a formality, it may offer some comfort, but the full potential of the process
will not be realized. The same is true of books: collecting a large number but never taking the

time to read them is fruitless. The designer needs to analyze and absorb the material included
in their library.
● Quality Over Quantity
Designers should not blindly aim to collect a large number of pictures. Instead, they should
pay attention to their analysis. When building a picture library, designers may develop an
incorrect habit. That is, the designer may start to only collect what they want to see or what
they like. In fact, this is the exact opposite of what should be done. A general collection of
images does not help a designer’s professional development. Compiling a large collection is
not the point of the library. Instead, it is to build and experience a process of discovery,
analysis and transformation. Even if only one excellent work a day is found, it is a good
addition if the designer understands it, remembers it, and can connect it to their other
resources. Instead of focusing on quantity, designers should focus on quality and an analysis
that can lead to professional growth.
Article Library
In addition to an excellent image library, the designer’s collection should also include articles
that they have found valuable. Consulting articles can strengthen a designer’s understanding
of their industry and deepen their understanding of design theory. In addition, these articles
can be revisited as the designer gains experience and the ability to consider them from a
different perspective.
● Select Articles that Matter
Many designers like to collect articles, especially about new designs or trends shared by
prominent designers, but reading an article does not equate to understanding it. The designer
must think about the article’s content and determine how it impacts the rest of their work. If
it has no impact, it is not important.
Designers should utilize a system similar to that employed in libraries. Favorite articles can
be stored in subcategories and classified based on different keywords. The creation of a clear
file directory makes it easy to store articles for quick reference. Although creating such a
directory will make the process of collecting and sorting more labor-intensive, this process
will further deepen the designer’s understanding of the content of their library.
● Focus on the Summary
In order to better remember the articles in the library, it is necessary to identify the important
content, which can be done by extracting the essence of the article in outline form. In the
process of summarizing the article, prominent or important points are extracted into a new
document, which not only facilitates quick reference in the future, but also deepens the
designer’s understanding of the article’s content. Selecting the text to extract is similar to

taking notes, but is not so comprehensive. The excerpts document can be stored with the full
article in a single folder so that either document can be referenced with ease.
● Focus on Remembering
Individuals in all professions are pushed to do more. However, if material is not truly
absorbed, it will gradually fade from memory. It does not matter how many articles an
individual reads if they are forgotten the moment they are put down. Sometimes, when the
mind wanders during reading, whole paragraphs can be read without any material being
absorbed. The reader will find that the content they have just read is already gone. When this
happens, a good strategy is to read out loud. This forces concentration on the article and
serves to deepen understanding of the content being reviewed.
● Take Notes by Hand
For the purpose of remembering what is read, taking notes by hand is one of the most
effective methods. When reading an article or a book, notes can be recorded by hand in order
to extract and remember the essential parts of the text. As the saying goes, the lightest ink is
better than the best memory. Writing out notes can not only improve retention of the content,
it can also help improve memory. The easiest way to write a study note is to summarize the
key points. In this method, important sentences and paragraphs from the article are copied
into a notebook.
Multimedia Library
In addition to images and articles, audio-visual resources are also common additions to an
inspirational resource library, especially in design fields. However, many audio and video
files are not stored locally. If a local copy of a file cannot be obtained, it is possible to take
notes while watching or listening to the material and to convert the content into a storable
form. Audio and video resources that can be downloaded can be stored according to the same
system used for images and articles.
● Take Detailed Notes
For video resources that cannot be downloaded, key parts can be saved in a document, so that
the video content can quickly be identified at a later stage. The best strategy is to take notes
and add screenshots. After the content has been organized and edited, this can help make the
videos more memorable. In addition, if an audio file cannot be stored, an audio converter can
be used to convert the audio to text for easy storage. Short audio files can be manually
transcribed, which will also help with content retention.
● Create a Recording

Another option is to create an audio or video recording describing the content of a file that
cannot be saved locally. Although this is time consuming, it will assist in remembering the
content. At the same time, this strategy has the advantage of making it possible for the
content to be put into the viewer or listener’s own words and to be supported with visual aids
as needed. This will increase appreciation of the content and improve recall of the material
referenced in the recording.
Storing an Inspirational Resource Library
Having discussed the creation of an inspirational resource library, it is necessary to consider
how to store it. In general, storage options can be divided into three major types: local, thirdparty, and cloud storage. The advantage of local storage is that it is not subject to much risk
or trouble such as loss of internet service, system updates, server downtime, business
closures, or other unforeseen circumstances. It is also convenient for long-term storage
management, and the library can be viewed at any time in the future. However, the
drawbacks are also obvious. If the hard drive or backup file is damaged, the entire library can
be lost. Third-party storage is as high-risk as local storage. Loss or damage is these
companies’ key concern. The final option is cloud storage. Although there is generally a cost,
cloud storage is often worry-free. In addition, files can be accessed without the need to carry
around a hard drive. Of course, network access is required.
Once a storage medium has been selected, it is necessary to design and implement a storage
method that will support use of this resource. Do not just place everything in a single folder.
● Categorize
Master categories can be created according to different design categories or associations.
These can be named directly by category name, or serial numbers can be added according to
the level of importance or the categories browsed most often. It is best for individual
designers to create their own fixed method.
● Sub-Categorize
Logical sub-categories should be created for master categories. The finer the subdivision the
better. Vagueness should be avoided. Designers should use levels of sub-categorization that
make the most sense to them. After all, the library is a resource for the designer. However, it
should be kept in mind that the more extensive the categorization system, the longer it will
take to find specific items.
● Determine a Naming Convention
While it might seem logical to save materials using just their titles, consider adding more
details to the file name to support searches. Keywords, dates, or topics can be added in
addition to the title or author.

● Color Labels
Apple computers make it possible to add color labels to files. Each file can be tagged with a
color, and then searches can be limited to the desired color. Multiple color labels can also be
created, and each color can be given a category name. This system can help limit searches to
different file types, reference sources, reference types, or even dates or school years.
An inspirational resource library can be a powerful tool in a designer’s toolbox. It can be
invaluable for designers to have resources they know well available for quick reference when
starting a project or dealing with a challenge. It can also give a designer an edge against their
competition or make for an invaluable resource for a design team. New designers should
begin to create their own inspirational resource library as early as possible. They will quickly
see the value for themselves.

XVII. Habits of an Effective Designer
The gap between effective designers and the rest of those in the field is not only professional
skill, but other details that have often been overlooked. A new designer is guided by the
improvement of professional abilities and experience, with the goal of continually enriching
their work experience and growing their software skills. After entering the workplace or
engaging in the design industry for a significant period, the designer may find they have not
achieved their potential. If they find themselves inferior to other designers in the field, they
may wonder what the differences are between themselves and others. They may have
excellent design skills and be overflowing with motivation but have neglected some
important habits in other aspects of design and work. In time, they will be increasingly farther
away from being an effective designer if they ignore five habits relating to thought, technical
skills, behavior, norms, and habits.
I.

Thinking Habits

Daily analysis and understanding of design are crucial, and the transformation of thought
patterns comes from daily practice, analysis, and summarization. Excellent designers
constantly develop beneficial habits at the level of thinking so that they can always quickly
conduct an in-depth analysis and swiftly arrive at solutions.
● Keep a Diary
The habit of keeping a diary is inspired by daily accumulation, and only when enough of an
understanding is attained can inspiration truly be found. Try to experience and record
something new every day. Record impressive designs and forms. Analyze the design
performances, the functions, the design themes, and the design solutions other people have
formulated. The habit of writing a diary of experiences develops a mindset that is constantly
aware of surrounding products and designs, and that fortifies memory through description.
This habit also aids in developing and strengthening the ability to summarize the important
parts of what is read and helps develop shorthand for writing. This is a useful skill in itself
because it helps save time at work and at home. Since the designer is in the field, they should
enjoy their profession enough that they notice aspects of it in daily life and can note the
details seen throughout any given day.
The way to grow from a diary is to continue with it over a significant period. In
particular, the description and storage of historical versions of some designs should not be
ignored. The diary is to better record knowledge or points of interest. One could easily end up
with hundreds of data points. It could also help to develop a classification system, which
could save a lot of unnecessary trouble. A record of experiences can also serve as inspiration
for future work and can help in designing solutions through summarizing that which has been
seen over time instead of one having to rely on their own mind to identify solutions. It could
also help in quickly identifying new trends in design, which could offer an advantage over
any competition.

● Relate What is Read and Done
When working in the field, one may be exposed to different professional sources connected
to work. Do not ignore the research and progress happening in other areas of the field though.
Pay attention to different design magazines and absorb all kinds of fragmented knowledge.
Over time, work to identify connections between this diverse accumulation of knowledge and
one’s own work. Effective designers are skilled at extracting and classifying key content and
then connecting it to related content. Designers must connect scattered knowledge and learn
to take advantage of the different resources they are exposed to daily, or will continue to lag
behind those who do.
● Be Adaptable
Design is a profession with high turnover. If one grows too comfortable with the status quo,
then the road will come to an end. New dynamics happen constantly, and must be both
studied and used. Otherwise, when it is necessary to make use of new skills or trends, it will
be too late, as changing modes of thought and learning new skills cannot be rapidly
accomplished. Use new trends to enhance daily practice, simulate real project needs, and
practice self-evolution to remain on the cutting edge of the industry.
Nevertheless, many designers ignore the importance of a daily inspiration collection,
and instead search for inspirational references only when they need them, but this is always in
vain. Another excellent designer, in the face of such a project, will also carry out an analysis
of similar products or inspiration collection and then produce a few polished ideas. It is
therefore essential to build a library of inspiration from the aforementioned daily
accumulation of inspirations. If such a collection is managed diligently, it can always be
consulted on demand, allowing the possibility to greatly improve the efficiency and rapidity
of design.
● Life-Inspired Design
Design comes from life: the natural principles of life, life skills, life perceptions, and life
experience. Experiences leave impressions on the mind. When creating designs based on reallife experiences and natural principles, designs can be more user-friendly and natural. For
example, when drawing a gradient color icon, according to the principle of universal
gravitation and typical life experience, under natural light conditions the bright part is placed
on the top and the dark part on the bottom. Combining the common sense of life with the
artistic perception of design, the bevel gradient is eventually optimized, with the highlights
left/right and the darks left/bottom. This is, of course, just an example. Carefully watch life
and think about how what is seen can influence designs. An effective designer is a person
who is effective at life, and the principles of life become a source of inspiration in design.
II.

Technical Habits

As a designer at the level of operational skills, after years of study and work and with an
accumulated body of resources, there are generally no major problems working in the field.
However, technical habits may have been neglected, which if ignored too long can form
negative habits.
● Layer Management
Some designers ignore the habit of naming layers. If they are randomly interspersed
according to the order of creation, it can reduce one’s own efficiency and create difficulties
for others who later attempt to modify the files. Clear layer naming, group management, and
component design habits can be seen in a designer's professional attitude and effective work
habits. Of course, it is not just for others. When designing a large project individually, the
management of design files is crucial and can save time when referencing or updating them
in the future.
● Stay on the Cutting Edge
Designers are at the forefront of society and must constantly explore new design skills and
software. As design software continues to evolve, new features can greatly enhance design
efficiency. Habits and thinking must be updated accordingly. New skills may require time for
proficiency to be established but remaining open to that which is new is essential for an
effective designer. At the same time, one must be capable of getting old and new software to
work together to accomplish what is required. When designing a project, if the designer
knows what different software programs can do and how they can work together, they can
leverage the advantages of each manner of software to create the best possible version of a
project. This technique may take time initially while building skills, but it will strengthen
designs and increase efficiency over the long term.
III.

Behavioral Habits

Professional skills allow one to gain recognition from teachers and classmates. However, in
the field of design, professional competence is a guarantee that one meets the needs of work
or school. The real test is the possession of comprehensive abilities when working on projects
for clients. In the professional world, behavioral habits play a crucial role.
● Leave Negative Habits Behind
For many that have just become designers and entered the workplace, there is a high
probability of not communicating effectively with colleagues. They may do their own
projects silently, but often there will be mistakes that the new designer may not even realize
are incorrect. A newcomer should be bold and break the ice. When receiving a task, one must
first understand the customer or the problem that needs to be solved and ensure that there is
no ambiguous information. Secondly, consult friends or experienced designers and listen to
their opinions. This feedback can help avoid unanticipated setbacks. Finally, before giving a

product presentation to a customer, be sure to check the manuscript with family or friends to
avoid any basic mistakes.
In addition to not being a lone operator, it is also important to not be invisible.
Colleagues will not learn much about someone if they only ever focus on the work and never
let people get to know them. We must take more initiative in our studies or work, and
constantly overcome the psychological barriers of fear. When the design of a project is
complete, it is beneficial to create and share a summary of that work and report to a leader or
teacher. This allows them to become familiar with one’s work and learning attitude and
deepen their understanding of it. Constantly talking about a situation can also improve control
over individual design requirements, and allow a quicker response in later projects, swiftly
gaining customer recognition. A designer must present themselves properly, allowing people
around them to become familiar with them and their professional strengths.
● Take the Initiative
Many designers find that they are stagnant after working or studying for a period of time in
which they have not completed many projects. They may also not have been able to truly
impress teachers or managers. Perhaps it is just that they are lacking the habit of taking the
initiative. To cultivate this habit, they may want to try the following:
❖ Always seek out learning, either through official activities such as lectures, or just by
paying attention to the world and thinking about how what is seen can change design
thinking
❖ Actively look for design opportunities; do not wait for them. Practice troubleshooting
a company's design deficiencies and use personal time to conceptualize proposals for
optimization
❖ Actively advance the work process. For example, when a product or design is in the
development stage, actively follow up on all the moving parts. Help others make
progress in preparation for the next step
❖ Actively communicate with colleagues and group members. Break the silence. Do not
passively wait for others to do it
❖ Keep a portfolio up to date. Being lazy will prove a problem when a portfolio is
needed
❖ Strive to improve etiquette. Although designers can be somewhat casual, they still
need to adhere to basic etiquette such as wearing an appropriate outfit for meeting a
teacher, colleague or leader. An impression remains after every interaction with
someone, so always offer a positive one

The best designers focus on these aspects which keeps them prepared to take advantage of
every opportunity that arises.
IV.

Standardized Habits

As the saying goes, "No rules, no standards." Standard operating procedures can foster
cooperation between coworkers and teams. Self-regulation allows us to develop better design
habits and notice small details that others might overlook.
● Follow a Workflow
A designer needs to have a clear understanding of their own workflow. Different projects
may seem to differ in the best design practice to follow. However, if standard workflow is
followed, the team can efficiently identify what needs to be accomplished.
It is essential to have a standard implementation process, an understanding of design
requirements, clarification of the design direction, and control of the design cycle. From a
professional perspective, the rationality of the requirements and the target user experience are
considered in the design execution process so that there is a balance between the demand and
the user. Effective designers reassess their own design execution process. An early stage of a
design does not necessarily affect the final iteration. The standard implementation of each
step in the process can ensure stable design output.
● Present a Professional Front
Many companies observe the small details of a designer’s habits and professional attitudes.
Project handovers and proposal speeches during work and school are common. If the other
party receives a file name as a new or unnamed folder, a garbled text, or anything equally
unintelligible, the receiving party forms a negative impression of the designer’s ability from
such a small detail. In addition to designing professional presentation files before the
proposal, it is also necessary to be more professional in naming the proposal documents.
Project names, designer abbreviations, times, or version numbers could all be appropriate, but
they should be understandable to everyone working on the project. The more standardized a
design practice is, the less likely it is that mistakes are made.
Imagine that during the handover of a design project, many people send documents or
design drafts by email. After adding the attachments to the project, some designers ignore the
body of the email, and even send it as a blank form. People receiving the email may feel this
is impolite. It is a lot of trouble that can be easily avoided. Designers must standardize their
design at every detail to reflect a professional attitude.
● Get and Stay Organized
Designers generate many computer files so keeping them organized is essential. An
impression of being disorganized on the first day of a new job is undesirable, but if a
computer desktop if full of different files and everything is cluttered, that is the impression

that will be given. In addition, computer desktop images must be appropriate for the
workplace. Effort must be taken to organize materials collected in the previous design
processes, and the source files should be modified as needed. Categorize or integrate
whenever possible and retain the final plan and any useful resources for later work. Some
oversized files can be layered in the source file, so delete unnecessary layers and delete what
is not required. Doing so aids in efficiently finding useful resources for future projects, which
improves team productivity.
V.

Expression Habits

A designer's expressive ability is often overlooked. Many designers think that if the design is
completed, the job is finished. However, due to the subjectivity of design, if design ideas
cannot be passed to a client through easy-to-understand documentation, there will be a
negative effect on the value of a design.
● Talk to People in Person
Many designers like to discuss problems through online chat and prefer not to have to find
someone. However, it is helpful to have certain conversations face-to-face with people in
other departments or fields in order to actively discuss a project or ideas. Face-to-face
communication can not only explain something more quickly but can also give additional
weight to arguments, ultimately leading to better results. Effective designers usually send
their requirements to relevant personnel by email, then arrange meetings to ensure the
understanding of requirements more quickly in order to reduce the barriers to or errors in
implementation.
● Be Mindful When Giving Feedback
First, always remember that evaluating other people's work is not personal. It is difficult for
many newcomers to enter the workplace despite their professional ability possibly being
better, because they have been studying industry trends, than those who have been in the field
for many years. An overly offensive attitude may result in termination. If someone’s income
does not match their ability, they should discuss it with management, rather than vent their
frustrations on a new employee.
Designers also should not comment on the deficiencies of others unless it is
specifically their job, or if asked for an opinion. When evaluating other people's work,
consider their psychological endurance and the context in which feedback is offered. When
providing feedback, do not only give pointers, but offer feedback from a genuinely
empathetic perspective. Affirm the effective aspects of the design as well as the areas that
need more work. Be genuine in feedback. This is a difficult skill that takes time to perfect,
but when skillfully accomplished is greatly appreciated by those receiving feedback.
● Practice Public Speaking

Public speaking is an ability that many designers lack. Many designers have excellent
performance in terms of professional ability, but many are ineffective when giving a proposal
speech. Effective designers must constantly strengthen their abilities in this respect, starting
from improving the ability to summarize work and explain methodology. Constantly giving
speeches and sharing and speaking to others properly can not only improve speaking ability
but also help one better understand their own experiences. Frequently giving professional
presentations can also improve a professional reputation.
Of course, this also requires several skills. For example, when communicating with
customers or giving a presentation about a design, confidence is paramount. Effective
designers are also confident people. Do not hesitate to display a design. If designers harbor
doubts about a design and demonstrate that they have not done their best work, it can be
difficult to convince others of its merit.
It is also important to truly understand a design project when a client presents it. Once
understanding of the project is attained, research and analysis in light of the specific
parameters should be conducted. However, a designer’s job on the project is more than to
simply do what the client wants. They need to be able to tell the client what will and will not
work. They are coming to a company for its expertise, so do not be afraid to tell them
something will not work or will cost more than they will want to spend. Designing for a
business is more than just doing what they say. Sometimes customers are non-professional,
may ask for that which simply cannot be done, and must be professionally guided to a
feasible final design. Therefore, it is important for a designer to be skilled in both speaking to
and persuading others.
In addition to ongoing professional improvement, the habits of an excellent designer must
continually be developed. One may be able to see one’s professional abilities improve within
a few years, but as design experience is gained and skills mature, effective work habits will
make a difference between designers. Skills can be improved in a short time, but habits need
to develop over a longer period. Developing the habits of excellent designers from the
beginning can provide a point of distinction and fast-track a career.

How to Conduct Effective User Interviews
User interviews are a necessary part of all designers’ jobs, regardless of the design area in which
they specialize. To conduct user interviews effectively, there are several skills and techniques
designers should practice. These skills and techniques are examined in this article.
What is a User Interview?
There are many ways to conduct user interviews, such as email, surveys, questionnaires, and
multimedia interactions, but the most common and traditional method used in user research is the
face-to-face interview. In a face-to-face interview, the designer has a conversation with the user
or customer (which can take place over the phone or over video), with the goal of directly
communicating with them and obtaining valuable and high-quality information. This type of
interview is also the most basic and eloquent expression of human behavior.
The main purpose of face-to-face user interviews is to explore the thoughts and feelings
of the respondents. The aim is to obtain the information needed to understand the user’s
problems and possible solutions. Generally, the designer compares responses from multiple faceto-face interviews to identify common thoughts and problems. In many cases, interviews are
combined with questionnaires, usability testing, and direct product experience. Depending on the
research and design goals, interviews may be structured, semi-structured or open.
Structured interviews: The designer asks the respondent prepared questions. In order to achieve
the best results, the designer must have a clear goal, and the person conducting the interview
needs to manage the conversation in order to prevent deviations from the main task. The
questions raised need to be carefully examined and polished before the interview, and the
interviewer needs to be prepared and practiced. In order to prepare high-quality questions, the
questions can be sent for peer evaluation, or a small set of exercises can be conducted.
Open interviews: Designers and respondents simply have an in-depth discussion on a topic. The
content of the conversation is not fixed and has no structure. That is, the respondent follows their
own ideas. However, it should be noted that although open interviews can help the designer
understand the user's thoughts, the designer must have a plan and a goal in mind and try to keep
the conversation on topic. Sometimes, active users will propose new ideas, so interviewers need
to control the pace of the interview to avoid deviations from the topic.
Semi-structured interviews: Semi-structured interviews are somewhat difficult. They are a
combination of structured and open interviews, including both structured and open-ended
questions. In order to maintain consistency in their research, designers need to have a basic
outline as a guide (i.e., an interview script) so that each interview can be focused on the main
task. Before starting, designers must learn and practice interviewing techniques, or they can
easily be pulled into an open or structured form.
Why Do Face-to-Face User Interviews?
Although questionnaires and e-mail interviews can cover a large number of user groups and
obtain a large amount of data relatively quickly, they do not allow the designer to understand the

reasons for users’ behaviors and the scenarios in which they perform these behaviors. Also, the
influence of multimedia, such as video interviews, on user response and interpretation is still
unknown. The authenticity of the information obtained is not guaranteed. Of course, information
obtained during face-to-face user interviews also may not be completely true, but the designer
will get a feeling for the person they are interviewing and whether they are being honest. This is
not possible over email. Designers can obtain information through email and surveys, but direct
communication and behavioral observation allows designers to observe users and truly
understand their needs and pressure points.
The value of interviews varies across different stages of design, and at each stage,
interviews will give the designer a clearer understanding of their own and the user’s issues. The
strength of interviews can be divided into the following four stages:
Stage 1 - User interviews can help the designer discover new opportunities when they are not
aware of the problem they are solving;
Stage 2 - When the designer has some ideas about the product being designed, user interviews
can help optimize the design;
Stage 3 - When the product or content of the design has been completed, user interviews can
help the designer identify problems with and potential improvements for the current design;
Stage 4 - When the designer has identified some design problems but does not know how to
modify or correct them, user interviews can help them identify blind spots in the design.
In short, face-to-face user interviews allow users or customers to help the designer find
opportunities for design, allowing the designer to better plan their products and optimize
innovation.
User Interview Preparation
Clear Design Goals and Themes
As a designer, it is necessary to understand the purpose of the interview, so as to avoid wasting
anyone’s time. The designer must have clear questions related to the topic of the interview. At
this time, the designer must communicate and clarify the purpose of the design, attempt to
narrow the scope and background of the interview, and then determine how to advance design
plans. Many designers do not truly understand the purpose of their own design and want the
respondent to ask questions. However, the designer needs to know what information they need
from the interviewee. If the designer does not know, the respondents will be confused, and the
responses obtained will not be as useful as they could be. The designer must first define the
purpose and background of the design, the problems they want to solve, and how they plan to
solve them. User interviews are ancillary features that improve the design, but the designer must
lead the interview.
While determining the purpose of the research, it is also necessary to learn the
background of the problem you are working to solve. Designers must be familiar with the
relevant knowledge, corresponding products and interview scripts, because the interviewees will

generally have some understanding of the subject or product. If the designer is not familiar with
the content, the interview’s quality will be negatively affected. Therefore, the quality of an
interview depends not only on the skills of the interviewer, but also on the designer's
understanding of the purpose of the interview and their familiarity with the topics and relevant
context.
Design Interview Outline
After identifying the purpose of the interview, it is necessary for the designer to draw up a list of
questions based on the design purpose and the respondents. The following questions should be
asked before this list is compiled:
(1) What is the purpose of my question?
(2) Can the designer solve this problem?
(3) Can the user answer this question?
It should be noted that the purpose of all interview questions is to improve the value of the
design, not to waste the time of the designer or of the users and customers. Questions that will
lead to a discussion are preferable to yes-or-no questions. The discussion is where the most
valuable information from an interview is obtained. It is not possible for the designer to ask
every question they want to ask in an interview, but having a conversation based on guiding
questions will give the designer a good feeling for the user’s true habits and feelings. The
designer should also prioritize their questions, as it is often difficult to ask all of the planned
questions while also having a meaningful discussion in the time allotted for most interviews.
Practice will help the designer keep the interview on track so they can get the most out of their
time.
There are a few caveats to emphasize here:
1. Start Slow and Easy
At the beginning of an interview, simple questions should be asked. This will help the designer
and their user get to know each other and develop a flow for the interview. Simple questions help
build a sense of trust and create a relaxed atmosphere for interviews. This process can be called
“Happy Doors.” If the designer starts with a difficult question, users are prone to negative
emotions such as fear, a lack of self-confidence, and worry. This may cause the user to shut
down, which is not conducive to an in-depth interview.
2. Ask Open-Ended Questions and Allow the Conversation to Evolve
The designer should start with an open question and avoid limiting the conversation or putting
the user in a closed mindset. The conversation should be controlled, but should also be allowed
to develop so that the necessary answers can be obtained. Subsequent questions should be

focused on the core issue the designer has identified, and the designer should look for
opportunities to move the narrative in the desired direction.
3. Use Simple Language
Different user groups will have different levels of understanding of the interview topics
compared to professional designers. If too many technical terms that users do not know are used,
valuable time will be wasted explaining the question to the user. For example, take the question
"Do you think this design is made of plastic or aluminum?" Such questions are unimportant, and
users cannot answer them. In general, questions involving technology and design should not be
directed to users.
In fact, the designer only has one true need of the user: to determine how to minimize the
difficulty of using the design and discover ways to make the design helpful to the user. If the
designer is interested in the user's comfort level when using the design, they could ask questions
like "What kinds of products do you currently use?” and “What do you think is good and bad
about the design?" Questions that are easy to understand allow designers to obtain the
information they need.
4. Do Not Lose Track of Time
One-on-one interviews are typically limited to an hour in length, and group interviews should
generally be limited to two hours. An interview that is too long can easily make the user
fatigued, and the quality of their answers will decrease. If the designer wants the user to test their
product, they must provide clear instructions and guidelines in advance, allow the user to
complete the test, and keep the environment of the interview as informal as possible in order to
reduce the user’s anxiety.
Types of Interviewees and Recruitment Methods
1. Where Does the Interviewee Come From?
Not every designer or team has enough time or resources to prepare for interviews and invite
users, so designers often need to take on recruitment efforts themselves. The best methods for
identifying users depend on the type of user that need to be interviewed.
•

Target users - This type of interviewee is the direct sales target for the product, so
interviews with target users are important. The designer needs to do data collection and
research to narrow down the target group of users. They should try to identify the places
target users typically frequent or what they have in common, and then reach out to
resources or their network to identify these target users and request interviews. This type
of user is often the final sales target, so they are familiar with the type of product that is
being designed. It often requires skill to identify such users.

•

Professional respondents with related backgrounds - This type of respondent may be
the most valuable interviewee, as they have relevant background and expertise. For
example, if the designer is working on a healthcare-related product, but does not have any

relevant professional knowledge, this type of respondent will be their mentor. Their
opinions are often from a professional perspective. The designer will need to conduct
some research to narrow down the group of such users, but doing so is not difficult
because of their professional presence. The designer can ask if they are willing to accept
the interview in person or via email. It is also worth mentioning that this type of user can
often be found at universities, as universities are places where professional personnel
gather. Related exhibitions, and particularly professional exhibitions, are also a source
that can be considered.
This type of interviewee may be easy to identify, but they may not be very good at
communicating. After all, they are being asked questions about their professional point of
view. The designer must make the effort to prepare before the interview. If the interview
occurs during the first stage of design, the designer should not lose confidence if they do
not have all the answers to the questions the interviewee asks. The design may not yet be
ready, but that is why the time is being taken during this stage; to learn how best to finish
the design.
•

Passer-by respondents - This type of interviewee is an individual that does not know
anything about the design and may not necessarily be a target user. The designer may not
find much value in these interviews, but they are still important, as they may be most
likely to reveal the pressure points of the design that may be missed in interviews with
more experienced users. These respondents could be potential users, and they may be the
first to use or question different aspects of the design.
This type of respondent can be found among friends and family. They can also be
recruited online, particularly through social media, a local university, or a newspaper
advertisement.

In order to ensure the effectiveness of the interview, the product or content that has been
designed should be carefully prepared and the questions should be practiced beforehand. The
designer can also prepare suitable small gifts in advance, such as product samples, tickets,
coupons, or gift cards, in order to express their gratitude. The designer can also promote their
own products, which can save costs and time down the road.
2. Interview Skills
After preparing, the designer can conduct on-the-spot interviews. Designers who have done
interviews know that there are users who do not know how to express their thoughts. If the
designer does not have good interviewing skills, the atmosphere can become awkward. The
following advice is useful in order to better guide users to tell the truth and express themselves.
3. Opening Introduction
The background, process, content, and time of the interview should first be introduced. The user
should be told that there are no right or wrong answers in the discussion. All answers are
important information for the improvement of the design. The user should be encouraged to

speak freely and not hide their real thoughts. The respondent should be made to understand that
they are not to cater to the interviewer or simply say what they think the interviewer wants to
hear. They should also be informed that the information given will be kept confidential if
appropriate and that their answers will only be used in the design process. This may help the user
feel more comfortable during the interview.
4. How to Obtain Better Answers from Better Questions
(1) Listen to the user and do not interrupt
Users are the beneficiaries of the designer’s work, and the designer is trying to understand their
world. Therefore, when users speak in an interview, the designer should listen carefully and not
interrupt. If the designer does have questions, they should wait for a natural pause in the
conversation. Interruptions may cause vital information to be missed.
In addition, if the aim of the interview is to understand the user’s problems, the designer should
try to explain these problems and ask how they can be solved. The designer should keep an open
mind and not get defensive. The user may report things that run counter to the designer’s
expectations or how they think the design should work. This is acceptable. Understanding the
user’s opinion is important, and it may differ from that of the designer. Other users may also
share these opinions, and the designer needs to be able to design what the user needs, not what
the designer wants.
(2) Do not give users incorrect information about the design
The designer is not only a designer during an interview, but also the host. This means that the
designer needs to ask questions and listen to and observe users. The designer’s goal is to
maintain a fair attitude. There is no need to compliment the user after their every response. This
can unduly influence their thinking and attitudes, which may reduce the validity of the data.
(3) Do not lose control of the conversation
If the designer loses control during the interview, it may shift from an interview to a chat session.
The conversation could shift from design to family, from family to childhood friends, and soon
be off track. The designer needs to pull the user back and not allow the conversation to lose
focus. The designer is hosting the interview, so they must not only listen and learn, but also
control the entire interview process.
(4) Get an original opinion
Many users have a herd mentality, so the designer should not tell them what other users have
said in other interviews. Leading questions should also be avoided, or users may just say what
they think the designer wants to hear, and the design will not be as effective as it could be.
Questions such as "How do you feel about adding this handle?" or "Many people think this
feature is not working well. What do you think?" are leading questions.

Instead, the open-ended questioning method should be used. The designer should ask questions
that will encourage users to think about the design and how they would use it. An example of
such a question is "How do you see yourself using this design? Why?" At this point, the designer
needs to pay attention, observe the user's behavior and feelings, take notes, and consider the
responses based on what they hear and observe. It is true that designers have to learn some
psychology.
(5) Guide the user to tell their story
In the process of interviewing, the user's ideas must be respected in order to identify their needs
and pressure points. Many users encounter problems. They should be guided to tell their story, as
it relates to both their behavior and their problems in specific situations. This will help the
designer understand the user and obtain the information they need. The user should be allowed to
review the design for the designer.
(6) Help users define what they say
When users describe something, they often use vague words such as "I think this design is too
complicated." At this time, the designer needs the user to be more specific about what they think
is complicated and why. Does it mean that they cannot use the design, or that they do not know
how to use it, or something else? When users describe their own opinions, the designer can
continue to dig deeper into the problem, perhaps by using comparisons and identifying
deficiencies to guide users to provide more ideas. There are two common methods of helping
users to specify their comments:
Contrast method: "Comparing this design to similar products, why do you think this function is
complicated?" or "There was no such function before. What changes do you think this feature
brings to you?"
Deficiencies method: "If you didn’t have this feature, what would happen?”
7) Obtain the user's true opinion
When users are interviewed, they may only provide shallow information, such as "I think this
design can be improved like this." The designer needs to ask questions that will give them what
they need to optimize the quality of the product. At this time, the designer can use the ladder
theory to probe the user's thoughts and confirm whether the user's feelings are reasonable or to
determine what other solutions can be generated.
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(8) Keep good interview records
Interview records and notes are a necessary part of the interview process. They make postinterview review and analysis easier and serve as a summary of user needs. If the user consents,
the designer should record the interview so that they can clarify and expand on their notes at a
later time. Recordings also allow the designer to continue to reflect on what the user said at the
time. An audio recording also helps the designer control for their own bias. The designer’s notes

may be in shorthand that seemed correct at the time, but could change meaning when considered
in a different context at a later stage.
(9) Learn to network
On completion of the interview, the designer should remember to thank the user for their
suggestions and give them a small gift. The designer can also keep in touch with the user
afterward, either to ask more questions or achieve some other purposes. If the relationship is
maintained, the user may be able to serve as a resource later on. Perhaps the designer could send
them a product prototype for usability testing later in the design process. Alternatively, if the
designer finds something they do not understand about the user’s motivation in the interview
records, they can ask follow-up questions. If the designer wishes to interview other users of the
same category, they may be able to get introductions from the current user, which could be
useful.
Analysis and Conclusion
After the interview, a transcript of the discussion should be created. Additional notes should be
written down while the experience is fresh in the designer’s mind, and they should fill in any
gaps in the notes that they did not have time to complete during the interview. The purpose of
transcription is to facilitate future review and reference for relevant personnel. Timely sorting
can maximize memory output and free up memory space for further interviews. The designer can
also consider reviewing transcripts or recordings with their team. If transcripts are discussed with
others, additional insight into the user's thoughts may be gained. The designer can create a user
analysis report, extract the user's unique information, compare their notes across interviews, and
determine the themes that will most help improve the design.
The ultimate goal of the interview is to improve the design and solve any problems. If the
problems with a design are ignored, even the most successful user interview is worthless to
stakeholders. User interview results are critical to the entire team, and a successful user interview
report should make it easy for the team to take action to improve the design. It is necessary to
obtain real information from users through interviews.
Designers need to understand users’ needs, which can best be determined through the user's
language and behavior. This process can help eliminate assumptions and identify the root
problem the user wants the design to solve. The designer should seek the essence of the user’s
responses and maintain empathy and an open mind. A different way of asking a question may
produce something more than a yes-or-no response. The key is to tap into users’ core demands.
Some products or designs may seem simple, but the simpler the design, the more difficult it is to
make it people-oriented. As a society that values emotional design and design thinking, users
may be more aware of the "essence" of design. In today's environment, the designer cannot just
provide products and solutions. They need to provide products and services that users want.
Interviews are the best way to identify exactly what it is that users want and how a design can be
made successful.

How to Leave an Impression Through Design
Design is an emotion. Emotion is part of design.
We are entering an era in which the complexity of information is much higher than in the
past. A new designer enters a world rich in information. From the perspective of product
design, market competition is fiercer than ever. Many designs of the past have been simple.
Now, digital design has transitioned to the stage of “emotional design,” and emotional design
is something all designers must learn.
What is Emotional Design
The concept of emotionalization was proposed in 2005 in Donald Norman's Emotional
Design 002, a classic masterpiece of design psychology. The following is an excerpt from his
book Emotional Design: Why We Love (or Hate) Everyday Things 003, in which he explains
his concept:
Emotional design refers to the design of grasping the user's attention and inducing
emotional reactions to improve the possibility of performing specific behaviors. In
layman's terms, the design stimulates the user in some way, so that it has an emotional
impact. Through the function, operational behaviors or temperament of a product, a
designer can foster an emotional response. The user has some kind of emotional
awareness of the product, which forms a unique imprint on the mind 004.
Emotional design is intended to stimulate users' reflections through certain design
methods so as to kindle user associations and resonate on a personal level. The goal and focus
of emotional design is to provide users with a product experience that has a human touch, and
to pay attention to the user's subjective feelings.
Why Emotional Design is Needed
Fostering an emotional response can create greater value for the products one designs.
Humans are naturally emotional beings, and when that need is met, we feel a series of
positive emotions. This can improve the brain's ability to solve problems and make decisions,
while the emotional system changes the way the cognitive system works. This leads to a
unique user experience with the design that can both help and improve the user's enthusiasm.
Psychological Analysis
Emotional Design is a designer's bible that every designer should read. Reading this is an
important step in changing one’s design thinking. There are three essential elements of the
book: instinct, behavior, and reflection.

❖ Instinct refers to the biological instinct of human beings to gather direct feedback
through sensory stimulation. For example, when walking down a hall and brushing a
hand across a wall for no reason, one is instinctually seeking sensory information
through touch. This concept applies primarily to design aesthetics, and though people
have different preferences, the overall concept applies to almost everyone. The key
conclusion regarding design thinking is to expect customers to respond to a design
based on their sensory inputs, which may or may not match the designer’s original
intention.
❖ Behavior refers to human control over the functioning of commonplace behaviors,
such as learning and mastering problem-solving skills. It is also unconscious and has a
strong connection to the human emotional system, preparing bodies to respond
appropriately to specific situations. The concept’s connection to design is through
usability. This is where one would consider how a user interacts with and uses a
product, and how that physical experience influences the user’s experience.
❖ Reflection refers to the link between human cognition and thinking that helps people
understand the world through rational thinking and logical reasoning. Multidimensional complex emotions are generated in users' psychologies. If emotions,
experiences, cultures, backgrounds and other factors can be directly integrated into a
product, the resulting design is more pleasing to the user. When one recalls a product
that was both noticeable and memorable, that product had a high reflective design
because it became fixed in the mind. That feeling must be fostered in designs.
Another theory that is crucial for designers to be aware of is Maslow's Hierarchy of Needs
005
. American psychologist Abraham Maslow 006 developed this theory in 1943 007, and it is
useful to have at least a basic understanding of the points. The theory divides human needs
into five categories: physiological, security, social, esteem, and self-actualization. In order to
address an aspect of a given level, all the needs in the lower levels must first be fully
satisfied. The basic concept is that humans will not particularly worry about what their
friends think of them if they do not have enough food to eat or a place to sleep. Considering
where designs fall on Maslow’s Hierarchy helps to determine the target user, which can then
help refine designs to better meet their needs.
The Purpose of Emotional Design
Emotional design is intended to reduce the negative experience of users in favor of positive
emotional communication with them. This kind of emotional communication helps to
improve users' loyalty and dependence on products and reduce the loss of users. For example,
when dating, one of the biggest mistakes one can make is to make the other party wait.
Similarly, in design, in order to improve the user's experience, it is necessary to appease the
user's emotions and reduce waiting time.

If it proves impossible to realistically remove wait times, emotional design can be
employed to mitigate the negative experience for users. For example, in the Google Chrome
browser, when a network is disconnected, a cute little dinosaur jumping game appears, so that
the user will not be bored when waiting, which can increase the user's fun and relaxes their
stress. Therefore, the user's experience can be improved and their negative emotions
alleviated.
A user's memory is divided into short-term and long-term memory. Short-term
memory is also called working memory. The information temporarily stored for completing
tasks is usually kept for just a few minutes. When we use electronic products or read
something, we are usually using our working memory. Emotional design can help users to
reduce their memory burden. In addition, designers can create pleasant experiences through
images, colors, fonts, copywriting, and animations to help users quickly change to the mental
setting desired for them when using a product.
Finally, creating identity through emotional design is simple. If designs are to be
remembered, the designer should instill a favorable impression on the person who uses them.
A mindset that thinks about more than just the design itself is crucial. One also needs to
consider who is going to use a design and what they will do with it. Think about the culture,
historical background and any other important information that is known about the potential
user, and how a design might be customized to be perfect for them. For example, if a product
is being designed for a person with a disability, conduct research and learn what their needs
are. Once understanding of a user is acquired, a perfect experience can be designed for them.
Product design is only one factor in the user’s experience.
Practical Tips for Emotional Design
Emotional design is the key to designing perfect products for the user experience. In today’s
era of big data and rich graphics, only products with emotional design can stand out.
Contemporary users are no longer content to interact with dull machines. They prefer to have
emotional interactions with the products they use. Emotional design can often relieve the
negative emotions of users and help them quickly become familiar with products. Therefore,
understanding emotional design and how to effectively incorporate it is an indispensable part
of an effective design process. The following advice may be of use in relation to training
oneself to better utilize emotional design:
● Practice Fast Sketching
Practice fast sketch technique using subjects seen in day-to-day life. Focus on emotions in
these sketches. None of these drawings should take more than a few minutes. The goal is to
force oneself to notice people’s emotions, then to slowly expand that attention to the stimulus
that is generating the emotions that are being captured. A few simple strokes can contain rich
emotions and detail. Draw people who are both familiar and otherwise, even people in a film.
Peruse old drawings to determine what emotion one was attempting to capture on the face
and strive to improve over time. This will aid in cultivating the habit of thinking about the
end user and their emotional experience when using a design.

● Writing Practice
Writing is another way to express emotions. Trying to interpret the essence of words is a way
to train emotional design. A notebook can be used to describe a person, a thing or a story in
simple words several times a day. Whether this description can touch people's minds depends
on whether the person writing the paper intentionally understands the meaning conveyed in
the text. If it is possible to capture the essence of an emotion in writing and one is able to put
words to what both they and others feel, one can train oneself to think more about emotions
in users.
● Multimedia Practice
Multimedia exercises are a simple way for many designers to train emotionally because they
are often thought to be more interesting and present a chance to understand the inner
dynamics of various characters. One technique is to download some films or television shows
and separate the characters from their original settings. The character’s monologues and
dialogues are particularly useful in this regard. Try to separate the character and the actor.
Imagine what the actor did to prepare for their performance. How did they decide what their
face would look like? Why did they choose the emotion they displayed? To understand the
inner thoughts of the characters, imagine being the actor. How did they get ready to play the
role? What kinds of thoughts would help them put themselves in the correct mood to play the
part? Given the optimal way to experience the emotions of users is to attempt to think from
their perspectives, imagine using a design and assess if it is possible to determine how it will
make a user feel.
Design is an Emotion. Emotion is Part of Design
Emotional design starts from trying to understand the user's goals and feelings. It is necessary
to recognize that society is interaction and communication, and the emotions between people
are a significant aspect of that. Emotional design can add vitality to a product or design,
enabling people to establish an emotional connection. Therefore, only by understanding the
use of emotional design can we design a people-oriented product.
We are in a new era. Machines have become impressively intelligent and will only continue
to develop. Looking back at the history of mobile phone development, we can see that what
we have today evolved from a large machine that could only make calls into a multi-language
intelligent assistant that fits in a pocket and has become an essential part of our lives. The
positive impact of these changes will be considerable, but negative results are also worthy of
attention. Technology is a double-edged sword. As designers, we can use our designs to turn
the point of such a sword in a positive direction and contribute more positivity to human
society. After all, design should be people oriented.

XI. Opening the Mind to New Experiences
Creativity is a key skill for designers, and it is fair to say that one cannot be a good designer
without a good imagination. Some people have a naturally strong imagination and easily
think of new creative ideas, but for many, creativity is a resource that is exhausted over time.
An individual may feel that they are qualified to be a good designer in terms of software
proficiency or experience, but the reality is that if they have not trained their imagination at
least as much as their software skills, they are just machines that can follow directions. A
good designer has to have a good imagination as well as technical skill. Even for designers
with naturally strong imaginations, some of the following methods may help generate
openness to new ideas.
Determine the Project’s Scope
The first step of any project is to set the scope for the idea and frame some of the core
principles and restrictions of the project given the available information. The purpose of this
is to determine the general direction of what will be designed and help define the theme that
needs to be followed. This will also help the designer to avoid work that has nothing to do
with the project and to focus on what needs to be done to accomplish the project’s goal.
Assumptions should be reviewed with the client to ensure that they are on the same page as
the designer and that the project is on track to create the product the client wants.
● Create a Mind Map
A mind map is a tool to help in developing ideas, think of new ways to solve problems, and
perhaps even improve designs. The basic process of mind-mapping is to begin with a central
concept and expand to the different parts of the concept, the different components of those
parts, and so forth until the basic parts of the concept have been written out. The mindmapping process uses one’s associative ability to help think of new ways of approaching a
central concept. Mind-mapping is a simple way to quickly break down a complex and
abstract idea into different components that can serve as a starting point for the project.
● Look for Common Themes
On a mind map, each section presents a tree-like structure, with clear sections that are
suitable for integrating logical ideas. However, a good creative solution should have a more
complex structure than simple linear connections. Therefore, the most crucial step of this
creative method is to connect seemingly unrelated elements in new and interesting ways. In
theory, any two elements can be connected to form a new concept. Some elements can be
directly combined, but sometimes transition elements are needed. For example, to connect
"bulb" and "Earth," an additional element such as a circle may be required. A more complex
example is "darkness" and "life." This example may prompt thoughts of concepts or ideas
such as what can be done when there is no electricity, such as night running, stargazing,
chatting around a campfire, or listening to live music to help inspire new ideas.

● Organize the Design
After a brainstorming session, select a few key concepts to help in the organization of the
design. The ideas should be considered from a creativity perspective. One tip for mind maps
is to avoid using adjectives and adverbs, because these words limit thoughts to preconceived
ideas, making it difficult to think of new associations. These new associations will force the
adoption of a creative approach to design problems.
Another tip for mind maps is to not focus on the aesthetics. A mind map is a tool for
quickly analyzing a concept in order to identify new and innovative ways to approach a
problem. To be most effective, the designer should not worry about making the different
branches of the map the same size or keeping the map too organized. As long as it can be
understood, it is good enough. Focus should be on the logic and the content.
Avoid Mistakes
● Keep it Simple
Another mistake that is all too easy to make is to make the mind map too complicated. It can
be easy to lose focus and end up with a map that looks spectacular and has a lot of detail, but
that is so complex that it is difficult to remember the important points. A mind map is a tool
to help guide thinking, so a great deal of detail in the branches of the map should not be
necessary. After all, the concepts come from the mind of the designer. Focus should be on the
connections and on looking for new associations.
● Remember the Project Scope
According to Tony Buzan, the pioneer of the mind map, mind-mapping aligns with the
natural thinking process of human beings. Humans’ natural thinking process diverges first,
and rational thinking is the second step. However, strategists often say that divergence is
counterintuitive and that the better strategy is to focus. Many novice designers lack this focus.
They tend to bounce from idea to idea because, being new to the profession, they have many
ideas they want to express quickly. This is why it is so important for a designer to set their
scope early in the design process. Project scope is like the light of a flashlight. Its focus
enables it to show the way forward. If the beam is too wide, it is difficult to see what is
ahead.
It should be remembered that a mind map is just a tool to help enhance one’s memory
and enable them to discover new associations that can open the mind to new ideas for
designs. The mind map is a tool the designer should have in their design toolbox to use when
it is most useful.

Creativity is the seed from which a good design grows. Experienced designers often say that
creativity is the recombination of old elements. The idea should be familiar, but there is

always some debate. Due to the unique nature of many modern designs, the connection
between the end product and the inspiration may not be clear. However, it is exactly that
disagreement and obscurity that can make a design memorable.
● Force New Associations
There are opportunities for inspiration all around. The following tips may help designers who
are having trouble thinking of solutions to a design problem to return to a creative mindset.
Creating Inspiration
Most designers have a daily routine that seems to repeat itself. Small changes to this routine
can give rise to new sources of inspiration. Below are ten tips for creating inspiration in
everyday life. They are small things that can easily be done every day, but that many have
never considered. Using another perspective or adopting a different behavior may bring new
creative inspiration. After capturing this inspiration, make sure to take advantage of it!
1. Choose a book on your bookshelf that you have never read. Change your way of reading.
Try starting from the middle of the book or reading it out loud to yourself.
2. Try describing things you are familiar with using an unfamiliar method. For example,
maybe you are good at drawing, but less talented at poetry. Try describing something you
know well in a poem. Forcing yourself to think about what you know in a different way can
bring a new perspective.
3. Calculate your salary per minute, then ask if what you are doing is worth what you are
making. Most never consider how much their time is worth. Find a calculator and get started.
4. Put your mobile phone in a different room before you go to bed and put a pen and paper on
the bedside table. When you wake up, write down your first thoughts. Keeping your phone
away will remove the temptation to waste time online when you can’t sleep, and you can use
the time to write down the ideas that are flooding your mind. When you first wake up, you
may remember your dreams, which could also be a source of inspiration for you.
5. Try using your non-dominant hand for a day. The things you normally do with your
dominant hand, such as writing, eating, or using your mobile phone, are habits that you
barely have to think about. Switching these same tasks to your non-dominant hand will focus
your attention on them and can change your entire perspective for the day. Try brushing your
teeth with your non-dominant hand and see how it goes.
6. Leave the environment that is familiar to you and go somewhere new. Different
environments may motivate you to think differently. Writers often go to a coffee shop when

writing, so give it a try. If coffee shops are normal for you, try the library, or a park, or
anywhere you would not normally go.
7. Try taking a different route between your office or class and your home. You might
discover something interesting, and it will force you to think about where you are going.
8. If you are used to sitting and thinking, then stand up and walk. If you are used to standing
and thinking, try taking a walk. Slow, deliberate thinking can improve your concentration and
efficiency.
9. Do not immediately reject ideas that do not seem to work. Instead, try to improve and
implement them and then consider what to do to make them work. The beginning of every
great idea is accompanied by countless ‘impossible’ and ‘very stupid’ ideas.
10. Go to a restaurant that you often pass by but have not tried and taste unfamiliar dishes.
After going home, use your own method to describe the dining experience. You can use a few
words or a small illustration or sing about the experience out loud.
These are just some ways to train the mind to look for new associations and perspectives. As
a designer, the design of a project needs to start by thinking about the users and the possible
solutions to the problem. Time should be taken to think about the design, and some of the
methods discussed above may help in the search for innovative solutions that can set the
design apart. Time should be taken up front to do the work needed to develop a better product
that will work the first time. Inspiration and creativity are critical to designers, so the skills
and techniques that will help in the development of these skills should be practiced.

II．The Designer is a Businessperson, Not an Artist
Many designers consider themselves artists, but they are mistaken. Artists are performers.
They do not have to tailor their work to a specific client, and they do not have to sell their
time like hourly or salaried employees do. Their work does not have to consider the client’s
business goals. They are just themselves. Designers, on the other hand, must provide viable
solutions to problems. Because designers are hired for specific jobs, they must win their
clients’ trust and be able to submit their work on time and on budget. These skills are
essential to a successful career as a designer. While many people think that designers and
artists are the same, in fact designers are businesspeople more than artists.
Writer Mike Monteiro 008 mentions in his book Design is a Job 009 that "sales is a core skill
in design," which means that designers need to be able to sell themselves and their work.
Design work is subordinate to business. This means that clients hire and pay designers to
design something that solves a problem for them. The designer must be able to explain and
sell their work. At the same time, they have to talk about how their aesthetics can bring
business value and increase the client’s return on investment. None of this means designers
do not need to have the fine art and design skills of an artist, but they also have to have the
business skills to convince clients to hire them. This article will highlight some of the
differences between art and design and how a new designer can improve their business skills.
Art Inspires, Design Serves
Art begins with the artist's purpose and is formed from a blank canvas. Art is subject to the
audience’s perspective and experiences, and through their work, artists share their views with
others. The purpose of art is to inspire others. As a field, art has built a medium for
communication between artists and their audiences.
Design comes from a designer’s idea. This idea lets the designer know what kind of
information they need to pass on and gives an indication of the method they should use. The
designer’s purpose is not to create, but to pass on something that already exists. That is to
say, the purpose of design begins with the required behavior of a certain person or group.
This person or group could be the entity that pays for a service or creates a product, but
fulfilling their requirements is the aim of the designer.
Art is About Taste, Design is About Function
People's taste in art depends on personal preferences. Individuals can have a different reaction
to and opinion about the same work. Their understanding of art is complex and related to
their psychological state. Although design is also related to taste, the audience’s reaction is
less important for design than it is for art. A good design does not have to look special to
serve its purpose. Even if the audience doesn’t like the user experience, a design can still be
successful if the purpose it fulfills is important and unique.

Art Depends on Talent, Design Depends on Skills
Becoming an artist is a lengthy process that requires a significant investment of time and
effort. Artists also generally have talents that cannot be taught. Each artist has their own way
of producing art. Becoming a designer is more straightforward. One can learn design skills
and reach a certain level of ability through the efforts of their day-to-day life. After all,
industrial design is responsible for the majority of design one sees in any given day, and
everyone has their opinion on what is and is not good design. This gives a new designer a
wealth of passive experience in evaluating designs. Skill in design is the accumulation of
years of school or experience. Although there are many designers who have created their own
styles, and many designers who also create art, the ultimate purpose of design is to sell a
commodity or to engage in business operations.
How to Improve One’s Business Ability
Any professional design is essentially for business. The logic behind this is simple: if a
designer's work can't be turned into commercial profit for a company, the company won’t
survive, and neither will the designer. Designers and businesspeople may seem to occupy two
completely different worlds, but in fact there is not much difference between them. The
required level of business skill will be different at different points of the designer’s career.
When a new designer first joins a company after school, they will have only a surface
understanding of the company. Over time, they will come to understand the company’s
market strategy and how their designs fit into this strategy. This deeper understanding will
help them become a more effective designer.
As one strives to become the best they can be in their position, it is also important to
determine what one wants out of their career. There are many options, including working for
a single company for their whole career, or changing jobs and working for different
companies, or even starting a new company. This may all seem very far away, and yes, new
designers must often start from the bottom. However, if a designer plans out their career, they
will be at least a few years ahead of the competition because they will know what kind of
designer they want to be.
As a designer learns more about their company and how to refine their designs to align with
the corporate market strategy, they will also become a more effective designer. One will be
able to complete all the work related to a design for the company independently, and the
designer will have a solid grasp of the specific market on which the company has chosen to
focus, which in turn defines the target user. The designer’s experience and ability will
directly contribute to the company’s success or failure. With increased experience and a more
senior position, designers will also have to handle increased responsibility. A designer can
even become a design leader, or a businessperson who makes decisions independently. If
desired, one could even form their own company. This is why it is so important for a designer
to know what they want out of their career.

Tips to Improve Business Ability
If a designer wants to become a design leader, or a leader in the field of design, they must
strive to improve their current skills, learn new skills, and demonstrate their value and
abilities. In their daily work, most designers do not reach the level of a leader in the field of
design. Becoming a design leader has little to do with work experience and more with others’
perceptions of the designer. A good business team can help designers improve their
knowledge to a certain extent but cannot guarantee that the designer will recognize and adapt
to the corporate strategy. Here are some tips to practice and improve the skills and business
framework needed to become a design leader:
1. Communication Skills
A designer must be a team player. This requires that they know how to communicate with
others. They need to be good at cross-team communication, and especially email, in order to
avoid conflicts caused by misunderstandings. Try to foster an environment of teamwork,
psychological safety, and positive intent. This can be accomplished by demonstrating these
same traits in one’s own communication. Do not get mad about an email without
understanding the context behind it, and always assume the best of the sender.
2. Empathy
In order to work well with a team, one needs to understand empathy and sacrifice. Often,
there will be differences between the team's design preferences, the project's development
model and the designer's personal ideas. In these cases, the designer will need to focus on
what is best for the team. These projects may have high commercial value, but they are not
necessarily ideal for the personal growth of the designer. This is ok because it is more
important that the team succeeds than the individual designer.
3. Business Insight
As a designer, it is important to know the company’s customer base, competitors, upstream
and downstream business chains, and relevant market trends. If the designer does not know
much about these topics at their company, they should show initiative and start asking
questions. Having a meeting with their manager and trying to get an idea of the context in
which they are designing products is a great way to learn vital information and to show
interest in the success of the company. Designers should seek out information that can inform
their designs. Even if they are already on the right track and nothing needs to change,
showing initiative in this way will help them become familiar with these types of
conversations and could open the door to future opportunities.

4. Deepen Your Technical Understanding
Technology is one of the foundations of design. Strive to understand the feasibility of and
resources necessary for each design. After all, no one will be willing to build a product that
will consume all of a company’s resources, and no engineer will be willing to test a design
that will never be able to work. The better one understands the limitations of technology, the
better they will be able to work with engineers to create realistic designs and save everyone
time.
5. Be Humble and Open to Learning
Humility is not an act, but an attitude and approach to life. Only when a designer is humble
can they identify their own shortcomings. After discovering inadequacies, they can strive to
improve. Designers must work hard to learn the skills and techniques needed to be successful
and seek out resources that can help them improve quickly. One can learn from anyone, so do
not be afraid to recognize the skills of subordinates; it is entirely possible that they will be
better at a specific task.
As this article has discussed, remember that even as a designer there is a commercial aspect
to one’s work, which requires designers to develop business skills in order to reach their full
potential. Designers should do their best for their company and strive to learn what they can,
but they should also consider where they want to go with their career and take steps to get
there. Becoming a design leader will help one stand out and become a valuable resource for
their team, and it can also help one become successful if they do decide to strike out on their
own.

XIII. The Nine Elements of a Designer's Counterattack
Whether a new student in design school or a design veteran with many years of workplace
experience, all designers dream about their design careers. They may be hoping to reach a
higher professional level or be thinking of a different future path. Designers who are worried
about how they are going to improve their design skills or about how their education or career
is going can follow the following nine tips to prepare themselves for success.
Elements of a Successful Designer
● Element 1 - Never Give Up the Love of Design
Regardless of why they are pursuing design, when a designer chooses a career path in this
field, they will naturally have a love of the work and the design process. Some people spend
their college years studying design from the beginning, while others do not, but still find
themselves on the path of design. Why is this? It is because of love for and dedication to the
work. This love leads one to study spontaneously and invest their time in exploring different
works of design and gives rise to the motivation necessary to progress. For designers who
want to be better than others on the path of design, it is necessary to identify what it is about
design that makes this career attractive, and then find a way to maintain this motivation as a
driving force.
Designers should not give up easily if their love for their current job fades. A number
of factors can pull a designer down. One such factor is burnout. In the case of burnout,
designers should try to seek new inspiration. Learning a new design form may refresh their
love for design. Another possibility is to try to enter other design fields and interact with new
friends, or join organizations that create designs together. Alternatively, the designer can try
to write or share experiences in another way or record the growth of their life through design.
In short, the designer has to rediscover their original passion. The love they felt for
their work that attracted them into design as a career is still there, but it could be buried,
hidden under the clutter of the day-to-day. The designer should find a way to reconnect with
their roots and fall back in love with design.
● Element 2 - Good Designers are Forced Out
Designers often find out that while others are releasing new works, they are caught up in
routine work or study for a year, and that there are few works they can take from concept to
production. The designer will find that time is always getting away from them. The reason is
that they perceive others as being better at time management than they are and as being more
able to find time to work on their designs.
However, the truth is that everyone can manage their time with a bit of practice.
Everyone has the same 24 hours in a day. It is up to the individual how to use them. The
designer has to convince themselves that a particular time of day is for their own work. They
should not underestimate the value of an hour of daily practice or a day of trying to copy an
interface, illustration, poster, or font. If the designer is able to lock in this time every day for

practice, success is almost guaranteed. Designers should not feel that they do not have time to
work overtime or study, when the reality is that they have not pushed themselves or made
practice a priority.
● Element 3 - Preparation is a Necessary Process
Whether they are about to start a new project or are involved in a learning process, designers
should not rush to achieve their goals. If a project is not begun with a clear mind, the costs of
trial and error increase. At the start of a new project, preparation in the early stages should
not be ignored. Preparation includes tasks such as market research and data collection, mind
mapping and brainstorming, material collection, the production of concept sketches and
prototypes, and so forth. Only when they are fully prepared should the designer open their
design software.
When this transition is made, the designer should not rely only on their sketches.
Sketches are a tool to clarify ideas quickly, but are just one part of a train of thought. The
designer should not close themselves off to other ideas as they work through the process.
Software mapping is targeted. If the designer wants to improve themselves, they also need to
clarify their thinking. The designer should choose the skills most useful for and valuable to
them at this stage and start learning. Studying should not be done without a specific goal in
mind. As the designer gains experience and develops a process that works for them, the skills
they do not need will naturally make way for those skills that best serve them and that need to
be refined.
● Element 4 - The Shortcut to Success is a Proven Method
With any project, there can be a number of ways to work through the designs and arrive at a
successful design. The designer needs to find the most appropriate way to maximize their
efforts to achieve that goal. Design methodology offers a variety of tools to help the designer
through this process. As the designer gains experience, they will become more comfortable
with the tools available to them. In addition to consistently completing their design tasks, the
designer should be good at summarizing the methodology they use to complete these tasks.
This will not only allow them to identify what works best for them, but also enable the
sharing of best practices with a team to improve work efficiency. To summarize their design
methodologies, the designer should start by combing through their current work, looking for
experiences that can be standardized and replicated. They should also constantly look at their
process in each project they accept. Eventually, their methodology will mature and become a
shortcut to success.
● Element 5 - Knowledge Management Guarantees Efficient Production
Even with perfected ideas and methods, there will still be obstacles in the implementation
process of any project. While experienced designers have more tips to use to complete a
project efficiently, novice designers can only do it step-by-step. Skills are often the result of
long-term project experience and trial and error. New designers need to form their own set of

efficient processes through the accumulation of experience. The internet has made learning
from experienced designers much easier, and designers can learn about many different
approaches to design. However, this massive amount of information is impossible to fully
absorb, especially in a limited time. The designer needs to develop their own directory of
knowledge that will help them find what they need when they need it. It is impossible to read
and understand all the new material that is published, so the designer’s research needs to
target what is most effective and helpful for their own practice. The designer should strive to
judge the real value of an article, then learn what they need and save their references for later
review.
● Element 6 - Persistence
Many new designers are radical, whereas designers who have worked for many years may be
tired of their work, and their passion for design promotion will have gradually faded. After
many years, they may realize that their work has plateaued. However, a designer can
overcome this natural plateau if they still insist on learning after many years of work and
constantly absorb new design language and techniques to aid in their designs. The designer
needs to analyze themselves and find a spark to rekindle their passion. Whether it is the
desire to get into a better career position, gain more respect or recognition, gain a sense of
achievement, go into management, or something else, the designer must ignite their passion
before it truly becomes lost. Persistence is a long-term habit that helps the designer reach the
limits of the possible. When they realize they have lost their motivation in their career, the
designer should take the time they need to find it again so that the flame does not go out.
● Element 7 - A Good Attitude is Key to Handling Stress
A designer’s work is not perfect, and there will always be unsatisfactory times. The designer
must find a way to control their attitude or negativity will take over their thoughts. It is
difficult to remain positive in the face of adversity. The designer’s ability to self-regulate
their attitude at work is very important, and all designers should strive to control their
emotions in the face of repeated revisions of their work. There is no perfect team and no
perfect job. Only a good attitude and continuous efforts to promote the good of the team will
lead to a win-win result. The designer has to manage their attitude and develop methods to
handle the stress of the field. The designer’s ability to manage their stress is also the ability
to improve constantly.
● Element 8 - Increasing Emotional Intelligence is a Magic Bullet
In the workplace, professional skills are the driving force of career progress, but they are not
the only driving force in the workplace. To advance in their career, the designer has to
demonstrate agile qualities, one of which is the ability to cooperate with colleagues, leaders,
and teachers. These qualities include maintaining the spirit of service in the face of adversity,
maintaining the initiative of a project, and appropriate cross-departmental communication
skills. Designers with strong professional abilities and the ability to control their emotions are

able to obtain and keep executive positions. Designers who know how to be flexible and
maintain relationships at all levels may not have the best professional ability, but they may go
on to manage the team.
Goleman and other researchers 001 believe that emotional intelligence is made up of
five characteristics: self-awareness, control of emotions, self-motivation, recognition of other
people's emotions, and handling relationships. Improving emotional intelligence enhances
one’s ability to understand, empathize, and get along with others. An increasing number of
organizations recognize emotional intelligence as one of the assessment factors of
management, but it is also a magic bullet for designers to improve their interpersonal
interactions in the workplace.
● Element 9 - Do Not Be Stingy, Share Experiences
Sharing their experiences and best practices, especially in the context of a good team, will
inevitably increase a designer’s professional perception and influence. Sharing enables the
designer to systematically sort out scattered knowledge and skills, to close the distance
between themselves and others, and to build their influence and value to their team. In the
workplace, the designer cannot wait for luck to find them. They need to have heart and
consciously develop their skills and relationships. Designers should be willing to help others
and share information. In turn, someone on their team may be able to help them with a
difficult design problem. Happy and warm designers will reap the rewards of their attitude.
Becoming a successful designer requires these essential elements. Mastering the correct
learning method and enhancing thinking skills and persistence are important factors. When
they have mastered these nine elements, the designer can look back at how far they have
come. They will be ready to take on any job and have a vigorous counterattack. It is only time
and practice that are needed to become a master designer.

Tips for Creating a Design Portfolio
All designers, whether they are new to the design industry or already have a number of design
qualifications, need a portfolio to secure a job. A portfolio is an essential part of a job
application, as well as any application for further study. Everyone wants to see what a designer
can do if they are considering paying them to produce designs. In the end, a portfolio is a way for
designers to show their professional abilities to others. Whether they work for a school or a
company, reviewers can gain an understanding of a designer’s professional proficiency, design
thinking ability and design style by examining their portfolio.
At the same time, the standard for designers is gradually getting higher, and competitive pressure
in the design industry is increasing. To give a better overall impression, designers must spend
significant time on their portfolios. Many designers are afraid to make a portfolio. They often
feel that they are not as good as others when they see other designer’s portfolios. However, it is
not necessary to be nervous or stressed when producing a portfolio. The designer’s challenge to
make a portfolio that suits them. The key is to pick the right style. Different viewers will have
different perspectives, and these perspectives may change with the viewer’s mood. However, this
does not mean that the designer can simply put everything together haphazardly. A designer’s
portfolio needs to have its own style. Beyond the projects that are included, the entire portfolio is
what prospective employers will see. This article shares some ideas for creating and improving a
portfolio and highlights some roadblocks to avoid for designers who are hoping to enter the
industry.
Defining the purpose of the collection
The portfolio is the most powerful proof of a designer's ability. Work experience can be used as
a quantitative indicator of experience, but it is not enough on its own. Whether the designer’s
goal is to launch a career or apply to school, the portfolio is one of the key factors. The purpose
of the design portfolio is to display the designer’s work and demonstrate to the viewer the
designer’s professional proficiency. A good portfolio can demonstrate not only the results of the
designer's work experience, but also their attitude and professional style. Therefore, the designer
must be clear about what they are doing in the production of the collection, what they want to
achieve and what they want the reviewer to see. It is also necessary to be professional at all
times. A portfolio focused on costume design cannot be used to apply for a graphic design
position. Even if the reviewer likes it, such a portfolio would not get the designer through to the
next round of consideration, and the designer would lose the opportunity to obtain the position in
question. The designer’s professionalism determines their opportunities.
If the portfolio is to be used to find a job, then the designer must ask themselves what kind of job
they are looking for. Job postings always include recruitment requirements. The portfolio must
meet or exceed all of these requirements. Each company has different requirements for their
designers and for their applications. This is similar to looking at the job description before
submitting a résumé. The designer must determine how similar to the position their portfolio is,
and whether it demonstrates the skills and abilities the position calls for. If not, what can be
added or changed to make the portfolio better fit the position? These questions will help in
obtaining an interview.

The format and presentation of the portfolio
When a designer starts preparing a portfolio, they may wonder what kind of portfolio format is
best. There are many options. These include JPEG, PDF, a Word document, a Photoshop file, or
an original software format. A PDF file is the recommended format, because it is a standard form
of work, it can be opened on any kind of computer, and the files can maintain high resolution and
quality. Software for reading PDFs is commonplace, and the reviewers of your portfolio will
have a PDF reader installed. In addition, many designs can be exported directly to PDF by the
design software itself, saving significant time. There are a few points that must be respected
when setting up a PDF portfolio:
1. The size of the PDF should be uniform
Although the sizes of the PDFs of individual projects often differ, the designer should
standardize as much as possible. This creates a better visual experience for the viewer. The
purpose of the portfolio is to make it easier for the viewer to review the designer’s work. These
viewers may be users, teachers or companies looking to hire. A hiring manager may have to
review hundreds of portfolios before finding the right candidate for a job. As such, a portfolio
that is not easy to open and review is likely to be removed from consideration. Thus, making a
portfolio that is easy to read and review will improve an applicant’s chances of landing an
interview.
2. The PDF should be optimized
Optimizing a PDF takes time. The designer must learn to exclude less important examples of
work and try to maximize resolution while minimizing file size. The smaller the file, the more
likely it will meet upload limits. The portfolio may be for a job application or may be needed for
participation in a big exhibit. In these cases, a small PDF will facilitate the circulation of the
portfolio between workers and HR, because the file can simply be attached to an email.
Recruitment platforms also have file size limits. Having a compact PDF from the start will save
the designer time.
Portfolio planning
Before beginning a portfolio, designers should develop a clear plan. There are many things that
must be considered when developing this plan. For example, do the selected works reflect the
designer's current professional design ability? It is important to select examples of work that
demonstrate the designer’s current skill. An easy way to start thinking about what examples to
include is to divide all possible examples of work into different categories and sort them into
folders. Categories could include hand-painted works, graphic works, or industrial design works.
Another option is to divide the work based on themes, such as competition entries or graduation
design projects.
Next, the content of each folder should be refined. One method of refining the collection is to
select two or three examples that are most representative of the creator’s current skill. Examples

that do not represent the designer’s current skill are of no value to the portfolio and should be
removed from consideration.
Once the entries have been limited to a manageable number, the designer can begin to prepare a
description of each piece. It is important to remember that the purpose of the portfolio is to apply
for admission to school or for a job. To this end, it will help the reviewer to understand the
meaning and inspiration behind the work.
As the designer prepares the background of each example, the following questions should be
considered:
•
•
•
•
•
•
•

Why is this work most representative of the designer’s skill?
What was the designer’s role in this work or project?
What methods or tools were used during the design process?
What value does design bring to this work?
What problem has this design solved?
Did the design achieve its original goal?
How could the design be improved?

The answers to these questions are often the ones that the reviewer wants to know. However, the
answers should be kept short. Reviewers do not have time to read large amounts of text. No more
than a paragraph should be written for each piece of work in a document. These descriptions
should be saved with each project that may be used. The advantage of planning and organizing
the portfolio is that it can be modified to meet the expectations of different viewers, and a
portfolio that best meets the current need can quickly be generated.
How to design a more competitive portfolio
The portfolio allows the reviewer to evaluate the designer’s professional ability. A good portfolio
has a design idea that is the soul of the presentation. It directly affects the quality of the
presentation of the portfolio. The process of making a portfolio often seems intimidating, and it
can be difficult to decide how to start. However, having a good design idea makes this process
much easier.
•

Create a reasonable layout

A complete portfolio should include a cover, table of contents, personal introduction and work
experience, as well as a presentation of the designer’s best work and other projects that further
support the application. If the portfolio is intended for a job application, the designer can
highlight the work most relevant to their career goals, followed by content that is only indirectly
related. Work that is unrelated to the job that is being applied for should be placed at the end, if it
is included at all.
A PDF of reasonable quality should be limited to 30–50 pages. A portfolio that is too short or too
long is not ideal for viewers. Attention should be paid to the quality of the portfolio. The higher
the quality of the output and the higher the quality of the practice works, the better the visual

expression in the file. Long explanations should also be avoided in favor of short descriptions
that allow the work to speak for itself. In addition, the designer’s ability to create an effective
layout for their portfolio is in itself a demonstration of their skills and methodology as a
designer.
•

Align the rhythm and style of the collection

The portfolio is a form of visual communication, so it is important that viewers are not faced
with highly repetitive content that may bore them. The portfolio needs to have a hierarchical
organization. Some works may take several pages to introduce, while others will be able to be
placed with other works on the same page. Despite this, unifying the style of the portfolio is
important so that the viewer does not run into visual breakpoints. It is necessary to design the
portfolio as a work. It needs a coherent, unified style that will make readers feel comfortable, and
a reasonable and logical layout will make the portfolio look more refined and impressive.
•

Reject templates and tell a personal story

A designer’s portfolio is meant to be viewed. Viewers may be friends or family of the designer,
or professionals and experts in the design industry. Designers should be wary of using templates.
If a template is used, it must be heavily customized so that it does not resemble other
submissions a reviewer may see. Templates are widely used by designers, so even uncommon
templates may be seen as unoriginal. When this happens, a designer may be removed from
consideration for a position. To avoid this issue, it is best for designers to create their own
portfolio and let their own style determine the overall aesthetics of the portfolio.
In addition, the portfolio must not only display examples of the designer’s work, but also
introduce them and tell their story. The portfolio also needs to be polished. For example, the
designer could show the designs to which they have contributed and discuss the impact of each
piece and the skills developed during the creation process. The portfolio should tell stories to
demonstrate the designer’s passion for the industry and their work.
•

Highlight core competencies

A good design portfolio should express itself in the best possible way and present content clearly
and aesthetically. A good portfolio will indicate who the designer is, what they can do, and the
aspects of design in which they are particularly skilled. A designer's portfolio is their résumé.
Recruiters spend an average of 10 to 20 seconds on the first review of a designer's portfolio. It is
the designer’s job to craft a portfolio that will stand out from the crowd in those 20 seconds. To
accomplish this, there are four key portions of the portfolio that the designer should focus on:
what type of designer they are, their current status or position, an outstanding example of design,
and a demonstration that their design style aligns with the company's needs. In addition, every
version of a portfolio needs to demonstrate the following:
•

Professional skills: A good portfolio should demonstrate the designer’s professional
background, theoretical knowledge, design experience, software expertise, basic

•

•

knowledge related to research and development, and user research. This will give the
reviewer a good idea of the designer’s overall ability
Related skills: In addition to professional skills, the portfolio should reflect other relevant
skills that could be of benefit to the targeted organization, such as problem solving,
management skills, or innovation capabilities. Demonstrating more than just what the
company or school is looking for can help a portfolio stand out
Mastering skills: A portfolio is a storytelling tool. It can allow the reviewer to understand
the designer's communication skills, persuasive ability, and what they believe is
important. This gives the designer an opportunity to express themselves in a way that will
make their portfolio catch the reader’s eye

Designers should not be afraid to add personality or style to their portfolio. Hiring managers and
admissions counselors, who see many portfolios, are likely to suffer from visual fatigue.
Personality and style, if expressed appropriately, can allow a portfolio to attract these viewers’
attention.
•

Good design habits bring good luck

Many designers may only think about a portfolio when they need one for a job or school
application. As such, designers that develop the habit of constantly updating their portfolio will
be able to apply for positions of interest much more quickly than others. In addition, a portfolio
created in just a few days cannot compare to a refined and polished portfolio that has been
improved over time. Maintaining a portfolio also teaches time management, which is in itself a
useful design skill.
•

Layout and fonts will change the overall level of the portfolio

The designer must carefully consider the layout and font of their portfolio, as both are key
factors in how easy the portfolio is to read. New designers should examine numerous examples
of portfolios before beginning their own. This will give them an idea of what their portfolio
could look like and can provide inspiration for their own layout. Additionally, the fonts used
throughout the portfolio must strike a balance between aesthetics and readability. It is better to
use common fonts that are easy to read rather than more unique fonts that the reader would have
to focus on to understand, as this would distract from the content of the portfolio.
•

Color matching is important

The first message that a portfolio conveys is color. This is the expression of the designer’s visual
appeal. It is recommended that designers keep their collections as cohesive and balanced as
possible. The background should complement the color scheme of the portfolio as a whole,
because the interaction between colors will affect the overall impression the reader takes away
from their review. The background can be any color, as long as it is easy on the reader’s eyes.
However, a black background is often more effective, because it can highlight the work.
Portfolios should not be more complicated than they need to be. The goal is to impress the reader
with the quality and skill of the designer, and use of a consistent color scheme throughout the
portfolio will help the reader feel comfortable while reviewing the work.

•

Remember the covers

The front and back covers of a portfolio are critical elements that the designer must give due
consideration. Their design is just as important as that of a product sold in stores. The covers of a
portfolio give the reader a first impression of the work, which may determine whether the
reviewer continues to view the work included in the portfolio or moves on to the next submission
they need to review. The cover is the door that invites the reviewer to join the designer on a
journey through their work. A good collection must also be complete. A back-cover design is
important for the ending of the collection. A portfolio has a beginning, a middle, and an end, just
like any good story. Telling a complete story will leave a good impression on the viewer, which
is the optimal outcome for the designer.
•

Avoid over-packaging

To improve the overall design of the portfolio, it is necessary to properly package the experience
to impress while not overshadowing the included work. The portfolio should not be overdecorated. Instead, the decorative elements should enhance the presentation of the work. The
content is what needs to be highlighted. To avoid over-packaging, the designer should not:
•
•
•
•
•
•

•

Use a background that clashes with the work it is intended to highlight
Use so many decorative elements that they pull attention from the work and distract the
viewer
Fill up all the white space. Proper use of white space can enhance the viewing experience
Use a wide variety of decorative styles. This will give the impression that the designer
cannot coordinate multiple design elements
Use too many styles. No more than two styles should be used throughout the portfolio to
reduce distraction and keep the viewer engaged with the content
Allow the portfolio to become condensed due to the additional elements of the portfolio
itself. The central goal should be kept in mind: to highlight the designer’s abilities and
skills by means of past examples
Appropriate design background and ideas

Providing context for the works displayed in the portfolio will help the viewer understand the
design choices made, which will help them more accurately assess the designer’s skill. This
context will highlight the designer’s professionalism and help the portfolio stand out. Emotion
plays a large role in design, so helping the reader understand the context in which a design was
created will help the designer tell an accurate story and demonstrate their artistic process.
Selecting work that illustrates a process that fits with the target audience will further enhance the
portfolio and attract the reviewer’s attention.
Start with a sketchbook

Sketchbooks are often considered an important item for portfolios, because they demonstrate the
designer’s design process and thinking, which is an important factor for the reviewer. It allows
them to determine if the designer’s process will fit well with the people the designer may work
with at a company. For admissions counselors, it can provide a good idea of an incoming class
and how well they might work together. It is therefore important for a designer to include such
examples of their work. As such, it is important to keep sketches even after a design is complete,
and to keep pages as clean as possible, with the idea that they could end up in a reviewer’s
hands. This does not mean that designers should censor themselves or change their processes.
They should simply be aware that sketches are an important part of a portfolio.
•

How to make a daily sketchbook

1. Capture everyday inspiration
Discovering and collecting inspiration is a personal process, so naturally a sketchbook is an
expression of self. There is no single correct formula for a sketchbook. It can be any form of
expression, including scribbled notes or mindless doodles. It is a direct expression of the
designer’s thoughts, though in a casual way. Making a daily sketchbook only requires that one
dedicate some time to it each day.
2.

Consider the overall composition

The sketchbook is completely under the designer’s control. However, if these pieces will be put
into a portfolio, the designer needs to understand composition and incorporate the bigger picture
into as many sketches as possible. The advantage of this is that preparing sketches for a portfolio
will be a quick and easy process. The designer should strive to understand and express the
meaning behind each piece and identify methods to communicate clearly and concisely with the
viewer.
3.

Experiment with styles

When creating sketches, the designer should not be afraid to experiment with new styles. This
will demonstrate flexibility in style that can be helpful when working with teams and will be a
strength that will help a portfolio stand out among others where only one style is used. Flexibility
is a key skill in a company in which designers are placed in teams and need to work together, so
demonstrating flexibility in a portfolio may help the designer land an interview.
4. Record an entire project to demonstrate design logic
Recording the entirety of a single project in a sketchbook is an excellent way to demonstrate the
designer's thinking and how it evolves over the course of a project. It reflects the process and
provides a medium for the viewer to understand the designer’s inner thoughts. Doing this for at
least one project is a good idea, as it may be helpful for a particular portfolio submission.
Mistakes in the production of a portfolio

Designers fall into many traps when they create a portfolio. In many cases, they have an idea of
what will help their portfolio stand out, but these ideas may turn out to be detrimental. Avoiding
these mistakes will result in less time spent on revisions in the future.
•

Be selective

A common mistake designers make is showing too much in their portfolio. A portfolio should
not include every project the designer has worked on. Instead, it should be a curated
demonstration of the relevant skills needed for a job or school application. Many portfolios are
filled with works that are not related to the portfolio’s goals. Reviewers do not want to see
photos that are unrelated to the position being applied for. Designers are advised to focus their
portfolio on the specific opening for which they are applying.
•

Show the process

If the portfolio does not provide any background or only includes finished works, it does not
explain the designer’s thinking or design process, which is the ultimate goal of the portfolio.
Reviewers aim to determine how the designer operates and what process they go through when
creating a design. It is critical to show elements of the process and provide context in addition to
the final design.
•

Demonstrate skills

A high-quality collection represents the designer's ideas, but also conveys their technical
capabilities. A portfolio does not have to include a large number of works if the work that is
included can demonstrate the designer’s abilities. Each example provides information on more
than just the individual project. It also indicates the designer’s presentation skills and the
development of their ability over time. Designers should remember to highlight the skills that the
viewer wants to see. This is very important when demonstrating skills as a designer.
A portfolio is the most direct form of communication between a designer and a reviewer. It is not
easy to reduce a designer’s entire library of work to a concise portfolio, but it is not impossible.
Good methods and processes will help a portfolio stand out from the crowd and can help a
designer land an interview. Designers should take the time to create a portfolio now rather than
waiting for when it is needed. Doing so will set them up for success and provide a strong
competitive advantage when applying for positions.

