


Abstract

Although the crisis of renewable energy is rising every minute and the
whole world especially developed countries are focusing this issue.
However Asian countries are going to be the most contributing countries to
this problem. The project deals with the use of sunlight as a design tool
that was foll owed wup fr om sualight @ulc
inspire and produce design by playing with geometrical patterns. Here you
are at the mercy of nature, as you have to wait for the sun to shine and the
angle and strength of the light constantly changes, creating unusual and
unexpected results.

This Project deals with the playful and creative action with photovoltaic
technologies and introduced to the concept of patterning with electrical
energy by using sunlight as the primary energy source. Moreover pattern is
embedded everywhere around us physically, it is a word used in many
contexts, from aesthetic patterns to relationship patterns, sociological
patterns, mathematics, computers, processing, and science...

This project ends with the number of exciting approaches towards
capturing energy.



1. Introduction
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1.1. Theme

The Changing Face of Design

As the first decade of the new millennium
reaches its end, nobody can anymore disagree
with the view that green design is one of the
most important, if not the most important, design
issues. Policy makers and scientists,
governments and NGOs, media and ordinary
people; they all seem to remind us every day
that what used to be just a problem a few years
ago has now become a major crisis. And what is
even more worrying, those with a certain degree
of expertise warn us that the future looks even
less bright than the present.

Design has unfortunately played a significant
part in creating and sustaining this crisis. Almost
three quarters of the environmental impact of the
objects consumed everyday is determined at the
design stage, and the ways in which designers
have treated the world so far, still force people to
waste stupendous qualities of energy and
matter. Yet, at the same time, a section of
design has also been trying to become a part of
the solution of this crisis, for numerous strategies
are now being used in the design and
development of products in order to improve
their existence. One material can think of the use
of recycled, recyclable, renewable,
biodegradable and low embodied energy
materials; of modularization, weight reduction,
efficient processes, minimization of composite
parts, maximum efficiency, simplification,
durability, remanufacture, ease of disassembly,
and reduction of consumables and so on.

This unavoidable plethora of design methods,
however, while being highly valid and
increasingly important is evidence of the
existence of a new scenario where design, in
order to be really GREEN, tends to rely heavily
on technical or technological standards, rules
and principles. And this situation actually
represents a second crisis that design might
have to face in the near future, because what will
be asked for it will no longer be just a matter of
becoming sustainable but also, and may be even
more importantly, a matter of simultaneously
finding an alternative course to follow; one that
will eventually permit designers to avoid the path
of strict technological innovation, where their role
will be reduced to that of producing visually
interesting, or simply pleasing forms.

It is through a better understanding of these two
crises, and their interaction, that this specific
matter will start form, leading to a new proposal
about the relationship between green energy
and the design of objects. In order to do that
however, it will need to accept that there is still
an unchartered territory that needs to be
explored, and a group of issues that designers
have yet to fully address, the most crucial of
which is the possible existence of ways in which
objects can create highly rewarding experiences
for the individuals who use them, while at the
same time achieving a high degree of
sustainability.
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1.2. Design for People

Design is not serving the needs and dreams of
everyday people today. But new design spaces
are emerging that provide them the means with
which to balance consumptive and creative
experience. In the near future, designers will learn
to use their own creativity to amplify the creativity
of everyday people

It has become increasingly evident that they are
no |l onger satisfiedmweirts
Everyday people want to

lvan I 11ich, a radical.
ifPeople need not only t
above all the freedom to make things among
which they can live, to give shape to them
according to their own tastes, and to put them to
use in caring for and a









1.4. Everyday creativity

At least four levels of creativity that everyday
people seek.

We need to help them balance consumptive with
creative experience.We need Co-designing.

People are Creative
Some innovate while exercising.
Making Scrapbooks

Fig: 1.4.1 innovating while exercising

Fia: 1.4.2 Making Scrap books

Doing

The most basic level of creativity is Doing!
The roles people play are changing

Fig: 1.4.3 Computer Gaming
Adapting

To make something on your own.
Some interest.

Some domain expertise.

Adding an extra Ingredient.

Fig: 1.4.4 Adding extra ingredient
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http://www.imec.be/
http://www.imec.be/
http://www.imec.be/
http://blog.modernmechanix.com/2009/07/21/new-bell-solar-battery-converts-suns-rays-into-electricity/
http://en.wikipedia.org/wiki/New_Atlantis_%28novel_by_Sir_Francis_Bacon%29
http://en.wikipedia.org/wiki/New_Atlantis_%28novel_by_Sir_Francis_Bacon%29
http://en.wikipedia.org/wiki/New_Atlantis_%28novel_by_Sir_Francis_Bacon%29
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