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A COMMENT OF RECOMMENDATION

The word ‘design’ originated from the meaning ‘to express the decision of
ones intention’. If one analyzes this sentence, ‘de’ is a prefix which denotes
‘outside’, and ‘sign’ has the meaning ‘to describe and a signature’,

Industrial designs are expressed in the form of sketches, blueprints, renderings
and models, in recent year the computer is also used a great deal.

Design should be expressed and enlightened by man as man’s thought for the
future and his intention which lies between design. Rendering is the accurate
imagery of future drawing and plays an important role in making decisions over
design. It is especially important that the intentions of the designer and the
image should be strongly expressed in the rendering.

I am sure that the publication of this collection of work by Mr. Yoshiharu
Shimizu, who is rated as a leader in the field of design, will have a great signifi-
cance in the world of design.

Takuo Hirano

Director, Hirano Design Co, Ltd.
Head and Professor in the Solid Design Department of the Tama Art University.
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A COMMENT OF RECOMMENDATION

The work and personality of Mr. Yoshiharu Shimizu are things that are often
talked about not only in Japan, but also overseas. They say “Most designers
from Japan show slides and give theory lectures from beginning to end, but
Yoshiharu Shimizu is exceptional. He also demonstrates the basic technical
world before our very eyes. He is a truly valuable character to have in the design
world”,

Mr. Shimizu can transfer an image that he has in his mind onto a piece of
paper as if he has waved a magic wand with a magnificent and strongly expres-
sive style. Most young designers are attracted and overwhelmed by his high
standard of skill and the area of his work.

I recall @ comment made by an Asian female student. She told me that she
was so deeply impressed by his work that it made her cry. Another student said
that he was in the grip of a strange feeling; as if the sketch was actually speaking
to him.

Sketching is not merely the act of expressing an object accurately onto paper.
It must also contain the perconality and thoughts of the artist. A message to the
people should also be included.

Expressive tools such as markers and pastels seem to have been invented
especially for Mr. Shimizu.

The opening page of this book will automatically draw one into the world of
design sketching.

With markers and pastels in one’s hand, one will immediately become a part
of Mr. Shimizu’s world of magic. It may be his basic thought process that a
work is never finished, but this book has been processed with a spirit that is
unprecedented. This is an extremely valuable publication.

Kyo Toyoguchi

Managing Director of Japan Industrial Designer Association
President of Tokyo Formative Art College.
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FORWARD

As a product designer, I am in a position to teach design sketching in a variety of
places such as companies (employee designers), sketch classes arranged by various design
organizations, design offices, art universities, speciality colleges, technical high schools,
etc., and recently I often hear the following comments from the people concerned.

Owing to the fact that the speed cycle of product design development is rapidly in-
creasing in accordance with the diversification and wide range of products, the time scale
within which designers who work for design companies must produce results is becoming
shorter and shorter.

In other words, designers are now called upon to produce as many appealing sketches
as possible and have them finished within the limited amount of time available during
their working hours. Not only this, but on occasion dramatically expressive works are
requested.

Naturally, the most suitable sketch method to meet these requirements is the so-called
Dry Media sketch. In this method such materials as pastels are used to express the
sketches together with base markers which are now most frequently used owing to their
practicality and quick-drying abilities.

It used to be that the veteran designers in each company would teach their sketch
techniques to the new designers, but now, owing to the above, such time is no longer
available. These new designers, therefore, now have to learn their sketch techniques by
themselves but are there any textbooks available to offer them good guidelines and set
them on the right road for the future?

There is an increasing amount of companies around at the moment that desire sketch
technique textbooks for use in study and training courses for these new designers.

Simple and graphic sketch textbooks and guidance books are required for teaching
purposes by art universities, special colleges and technical high schools.

It is natural that students should wish to grasp the minutest techniques of sketching to
see them through a sketch from beginning to end. Consequently they need a design
sketch technique book that will provide this service.

Although the drawing methods for perspective works are important, some people
would like to see more examples of design sketches in free hand perspective without hav-
ing to stick to the guidelines.

Some people are interested in learning the techniques of product design sketching
drawn mainly in the Dry Media method using markers and pastels, etc.

Having pondered upon the above, I strongly felt the necessity of having an available
technique book. I therefore did my best to compile a book that reflects as many of the
above comments as possible.

I have included many examples of product design sketch techniques based on markers
and pastels within the book (with step-by-step process explanations from beginning to
end).

Additionally, I have tried to keep the explanatory sentences as short as possible and
concentrate on the aural aspect of understanding.

Furthermore, the book introduces people to the art of drawing attractive design
sketches in the shortest possible time.

1 hope this volume will not only be used as a reference book by people who wish to
become designers, but also by tgose who have an interest in the comprehension of prod-
uct illustration,
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(ODESIGN SKETCHES ARE

INDISPENSIBLE TECHNIQUES
FOR DESIGN

It is the designer’s job to make concrete his own
image and then correctly impart it to a third party and
secure his/her understanding.

This can be done by producing a quick mock-up or a
3 dimensional plan, but the quickest and easiest way is
to come up with a sketch.

The shape, construction material and color of the de-
sign should be imparted to this third party in a concise
but beautiful manner in order to gain their immediate
recognition.

Should the designer have a low skill level in express-
ing sketches, the form could be distorted or lack solidity
which will consequently lower the valuation marks
awarded it by the third party despite the high quality of
the actual design. This will, of course, leave the viewer
with a lack of understanding and will greatly decrease
the value of the design and the designer.

However, in the systematic design process carried out
by design offices, despite the aim to produce high quali-
ty diversified designs, the time spent on the actual design
is limited. This means the designer is placed in a posi-
tion where he is forced to fight against the clock in order
to work on his sketches.

Consequently, it becomes an indispensible condition
that the designers must learn the technique of how to
draw sketches that anybody can immediately relate to
with regards to the design shape, construction material
and coloring in the shortest possible time period.

The quickest way of improving ones sketching tech-
nique is by drawing as many sketches as possible rather
than learning the theory alone. To start with, I would
recommend that the sketch examples within these pages
are drawn.
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VANISHING POINT 1 MP
| EYE LEVEL

@ PERSPECTIVE

Generally there are two ways of drawing perspectives,
the drawing method and the freehand method (drawing
by sense).

The drawing method is not often used for product
designs as perspective drawing is complicated and much
time is spent in drawing figures. However, if one learns
the feel of drawing perspective pictures using the basic
understanding of perspective drawing, the free-hand
method would then certainly become easier.

NB: This book has not been constructed with perspec-
tive drawing alone in mind. For more information
on this subject see the other specialist books.

The free-hand perspective method requires quite a
high standard of skill as the size, focus and width of the
object must be decided with the use of one’s experience.

It would be an exaggeration to say that most product
designers use this method of expressing their sketches.
The free-hand style has no requirement of figure draw-
ing, but can be completed within a short period of time.

Owing to the above, most of the sketches introduced
within these covers have been drawn by the free-hand
perspective method in a free and easy style.
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