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Design Education Project 1

The Evolution of the Innovation Island Project

Phase 1

Chinese Humanistic Values:
Anthropocosmic Unity

Be like Water

Continuity of Being

Chinese Emergence

Dao

Embodied Knowing

Finding one’s Place in the World
Non-action

Selfhood as Creative Transformation

Unity of Knowledge and Action

Before starting my doctoral studies, | began teaching at the Central Academy of
Fine Arts in 2018. When starting my PhD journey in 2021, | decided to review my
practice in design education, particularly by analysing the Chinese humanistic
approach | have taken to facilitating designers’ growth towards design entre-
preneurship. This project presents a co-creation workshop process that empow-
ers design education by providing an exploratory approach to addressing mar-
ket complexity and giving designers feedback. This educational exploration aims

to explore the space between the audience and the creators.
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Innovation Geometry model was initiated by Shuxin Cheng in 2020



Fig. 8 Innovation Island Workshop, RCA Research Biennale, 2023

Sub RQ 3 (Practices): How can an educational process, an entrepreneurial organisation,
and a value framework, rooted in Chinese humanistic thought, be designed to facilitate
the transformation of conceptual design ideas into entrepreneurial practices?

Innovation Island—the Educational Project Phase 1 in London

To explore the first element of Sub RQ3, this project revolves around how design con-

cepts generated within academic institutions can thrive in the uncertain market realities.

The metaphor of surviving and thriving in unknown islands and oceans is employed to
represent the challenges of the real world.

This project takes co-creation as the core method. It explores how to stimulate the so-
cial connectivity of design thinking through the interaction between the non-profes-

sional public and design students’ works in design education.

Fig. 9 Innovation Island Workshop, RCA Research Biennale, 2023

In the summer of 2023, | hosted the Innovation Island workshop at the Royal College of
Art’s Research Biennale. | invited the public audience to participate in my Innovation Is-
land map to express their thoughts on how to help the student projects survive on the
islands, as a metaphor for reality. With the Chinese humanistic perspective, | document-
ed the process and understood that the process of cultivating it is already achieving the

goal of promoting innovation and critical thinking.

Research Objectives: To explore how non-professional audiences can provide feedback
and recreation proposals for students’ design works through participation in co-creation
workshops, thereby involving an external perspective in design education.

Location: Royal College of Art Research Biennale, Copeland Gallery, 133 Copeland Road,
SE15 3SN, London, United Kingdom

Date: June 22 - June 24,2023



. Fig. 10 Innovation Island Exhibits, RCA Research Biennale, 2023
Co-creation Process:
Students from the Innovation Design pathway, whom | taught in previous years, created fifty designs that were showcased as a set of cards. Participants began by selecting one to

three projects from the collection and placing the chosen cards onto designated locations on the Innovation Island map. Based on these works, the audience was invited to share

their suggestions, reflecting on what adjustments or improvements would be needed if the design projects were to be implemented in real-world contexts. At the exhibition site, they

recorded keywords or created iterative design sketches on post-it notes, contributing their insights through discussions and drawings with me.







Fig. 12 Workshop in London

Fig. 13 Workshop in London

Fig. 14 Poster of the ©Royal College of Art Research Biennale, 2023

Participants: There were 6 participants in the workshop.

1) Genders: 2 Males and 4 Females.

2) Age Range: 22 - 40 years old.

3) Occupation Distribution:

Participant A is an artist and astrologer.

Participant B is a doctoral candidate in the field of computer
art.

Participant C is a professional singer.

Participant D is a project event manager.

Participant E is a professional designer.

Participant F is a professional musician.

1
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Fig. 15 Project

Project 1: Transforming from Virtual to Reality

Participant A is an artist and astrologer with a background in philosophy, and the design work she selected is the Virtual So-
cial Metrics project. Participant A wrote down keywords such as number, time, distance, and frequency. The Participant pro-
posed a strategy to translate this virtual project into real health metrics, thereby bridging the gap between virtual concepts
and real-world applications. She suggested that, from the virtual to the body, the motivation behind this project may be
healthy. This can help connect interpersonal communication in the virtual world with healthy relationships in the real world.

The upgrade of this project is expected to take about three months to complete.

ey e EBKaY P ey FeasoMe

Fig. 16 Virtual Social Metrics, ©@Kexin He, 2022, all rights reserved

Virtual Social Metrics: Virtual Social Metrics: This pro-
ject aims to explore relationships in the virtual world,
inspired by methods for perceiving psychological so-
cial distance in offline social interaction, and to exam-
ine emotional social distance in the virtual world, which
inspires people to think about new interactive relation-

ships among human beings in online activities.



Fig. 17 Project 2

Project 2: From Product to Open Platform Vision

Participant B is an artist, designer and also a doctoral candidate in the field of computer art. Participant B based his improve-
ments on a group project, Energy Horizon. He proposed a costly and time-intensive improvement plan, envisioning an open
platform to explore and share the ability to detect and recognise low-light energy and natural colours. This would not only
serve home design but also extend to the Internet of Things (loT). Participant B’s suggestion emphasised resources and time
as essential conditions for incubating design projects and pointed towards the cross-disciplinary application of design inno-

vation.

Fig. 18 Energy Horizon, ©Le Zhang, Jiali Chen, Mengqi Gao,

Zehua Lu and Yudi Wang, 2021, all rights reserved

Energy Horizon - to see the invisible: This project
aims to discuss the future and possibilities of en-
vironmental energy harvesting. This group try to
provide creative workers with a cognitive perspec-
tive on energy by using the low-light probe as a
tool. By using the probe to detect objects in inte-
rior spaces, this product aims to inspire users to
utilise the surrounding area’s low-light energy and
thus provide a new perspective on the relation-
ship between people, space and objects. The low-
light probe tool aims to help designers and poten-
tial design-related industry practitioners break
through existing energy knowledge and proactive-
ly reshape the possibilities of energy knowledge
with a vision of innovation and design, thus serving
as a reference tool in the design process to assist
in the formation of design results.in the formation

of design results.

13
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Fig. 19 Project 3

Project 3: Environmental Protection and Trans-disciplinary Inspiration
Participant C is a professional singer. She chose the project of Breathing in the Clouds, which conceived a production system
that extracts water resources from the air. She tried to transform the fictional design project into a product in the market. In

this imagined Island, she proposed a resource exchange mechanism, making the island not just a survival space but a miniature

model of an ecosystem.

Fig. 20 Notes by Participants



Fig. 21 Project 4

Project 4: Guarding Memory and Continuing Culture in NFT

Participant D is a project event manager. She chose the Memory Insurance project as her foundation project. Her idea was to
transform this project into a community culture by collaborating with charitable organisations to create Memory NFTs in the
metaverse, making the preservation of memories a community co-creation activity. She took the original project as the idea-

tion starting point. She changed the original idea of scent and merged it with the concept of NFT.

Fig. 22 Scent Memory Insurance, ©Xiang Qi, 2021, all rights reserved

Scent Memory Insurance: This project is originally a ser-
vice that uses scent as a medium to help people influ-
ence their memory and emotional experience by storing
scent capsules through the olfactory senses, from a
focus on treating iliness to one on prevention. From the
age of one to five, scent is important for awakening and
enhancing deep memory. The scent is retained sepa-
rately for five years, and the device amplifies it to en-

hance memory and transform emotions.

15






Fig. 23 Designed by Songye Tan

Project 5: From Connected Wisdom to Creativity Cross-Border Creativity: This project aims to develop a sys-
Participant E is a design director of an international tematic method for achieving creativity. Various boundaries
company. She extended the Cross-Border Creativity divide people into different groups, limiting the exchange
project to address the importance of cross-disciplinary and sharing of knowledge and views. However, the devel-
approaches to environmental and social issues. Her de- opment of artificial intelligence has replaced much repet-
sign resembles a small boat navigating the Innovation itive work and freed people from complex tasks. This pro-
Island, full of unknowns and challenges, symbolising our ject aims to foster cooperation to realise cross-border and
exploratory and experimental spirit when we face com- cross-group knowledge exchange and sharing. Information
plex social issues. will connect different groups through a decentralised flow

: f" mode to identify new contradictions and conflicts, and to

: 1‘ )',h

establish cross-group cooperation on this basis.
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Fig. 24 Project 6

Project 6: Linking Context to Product
Participant F is a professional musician. He selected the project: Senna, a 3D-printed footwear platform created by Zixiong Wei in 2018 that
transformed the traditional shoe-making industry. Participant E further developed this for the healthcare industry, introducing customisation

in orthopaedics.

When understood as a simulated ecosystem, the workshop encouraged participants to question: Does this game necessarily require winners
and losers? How to define necessary resources when success is not predetermined? What forms of value can emerge beyond conventional
measures of achievement? These questions made me rethink the workshop’s core concept: in an open, unpredictable environment, how do
we perceive crises? Through this process, participants could explore and further develop students’ design projects in a tangible way within

an unpredictable environment. These interactions became part of the projects’ evolution and design learning process.

Fig. 25 Designed by Zixiong Wei
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Fig. 28 Materials of the Workshop

Innovation Island—the Educational Project

Phase 2 in Beijing

The second phase of the Innovation Island
workshop was held at the School of Design,
Central Academy of Fine Arts (CAFA), and
continued to raise the question of how to
facilitate the development of design concepts
generated within academic institutions to

thrive in an unknown market.

The metaphor of surviving and thriving in
unknown islands and oceans is employed

to represent the challenges of the real
world. Through a series of tools, workshop
participants were invited to use symbolic
materials such as wooden blocks, coloured
paper, metal wire, and fabric. Each tool
represented a key dimension for evaluating
the design. The factors include sustainability,
functionality, aesthetic expression, energy
efficiency, and economic benefits. Workshop

participants were grouped in teams.

21
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Fig. 29 Maps of the Workshop

Research Objectives: This project explores the development of a design concept through interactive discussions and small-group
collaboration. To explore how design students think about other designs and further simulate their entry into the real-world pro-

cess.
Location: Workshop at the Cumulus Beijing Conference, 4th floor classroom, School of Design, Central Academy of Fine Arts, No.8

Huajiadi South Street, Chaoyang, Beijing, China.
Date: November 22,2023

Fig. 30 Maps of the Workshop



Fig. 31 Maps of the Workshop

Participants: 35 participants signed up for this workshop. 4-5 people grouped as a team. All the participants were Cumulus Bei-

jing Conference attendees, and their majors were in art and design. One participant was a professional designer, one was a design

professor, and the others were students at the Central Academy of Fine Arts.
1) Gender: 7 Males and 28 Females.
2) Age Range: 20 - 30 years old.

Design Process: Participants were grouped in teams to reconstruct design concepts from the fifty design projects created by
the Innovation Design programme students. They use the provided materials and tools to generate applicable scenarios or recre-

ate new ideas.




Fig. 32 Project




Fig. 33 Project 2

Project Analysis

In the second phase of the design education project, Innovation Island, most participants were design students from the School
of Design. Compared with feedback from the London workshop, which involved public audiences outside the design world, their
iterations were more practical. In contrast, design students in the school system were more focused on the conceptual aspects
of projects.

For example, Participants A and B were both students at the School of Design, the Central Academy of Fine Arts. Participants A
and B, along with the other two, formed a group. They designed a musical school and community based on two design cards: the

Land of Words and Ripples. They regenerated the virtual platform for people seeking similar minds in Ripples and gave it a con-

25
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Fig. 34 Participants of the Workshop

text of musical education. The team emphasised creating a tree of inspiration as the symbol of this community.

The Land of Words, as a cultural project about the memory of the old city, can also serve as a new perspective on this music school or community. Previous student work became inspira-
tional cards that would be helpful for conceptual divergence in the design of teaching activities.

Participant C was a professional designer. He shifted the focus from abstract concepts to generating consistent purchasing behaviour from potential users as the main point of surviv-
al in the Innovation Island. He felt pressure to say that making money should be the key thing. Some participants said that when they saw the tools of these workshops, their group had
some understanding of these basic materials as the five fundamental elements, such as earth as life and desire, gold as rights, water as a law of society because it is fluid, wood as pro-
ductivity or technology, and fire as a feeling of warmth as a benefit. This feedback also inspired me to prototype the workshop tools later on.

Participant E said that the implementation of tools brought human abilities into play. Although artificial intelligence tools could support people in working more efficiently in some ways,
some tasks cannot be replaced, such as theatre rehearsals, which require human-to-human collaboration. Participant F’s team focused on the theme of health from a traditional Chinese

medicine perspective. They placed the healthcare industry at the centre of the map and identified other key aspects surrounding it.
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Fig. 35 Participants of the Workshop Fig. 36 Participants of the Workshop

Fig. 37 Participants of the Workshop Fig. 38 Participants of the Workshop
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Design Education Project 1

The Evolution of the Innovation Island Project

Exhibtion Format

The Innovation Island Exhibition was a physical representation of the co-crea-
tion process. The exhibition was held from April 1 to April 23, 2023, in the Central
Academy of Fine Arts Museum’s ground-floor exhibition hall. As the curator and
lead of the project, | used this exhibition as a research field to collect public
feedback, creating an environment for students to absorb audience feedback
on their projects. Students’ projects were clustered into eight innovative op-
portunities sections, such as Environmental Coexistence, Ubiquitous Education,
Digital Parallel World, Artificial Intelligence Collaboration, From Cure to Preven-
tion, Stepping Manufacturing, Cultural Environment Rebuilt and Space Daily,
while deepening the value of design-driven innovation methods (Cheng, 2023).
Fifty design projects | supervised were exhibited in each section, presenting a

continually evolving future envisioned by young designers.

29
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Fig. 40 Islands
Fig. 41 Islands
Fig. 42 Islands
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Fig. 43 Innovation Island Exhibition, 2023
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Innovation Geometry modal was initiated by Shuxin Cheng, the director of Innovation Design,
School of Design, Central Acadamy of Fine Arts in 2020.
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Fig. 47 Innovation Island participated CAFA’'s exhibition, 2023
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Design Entrepreneurial Project 2

Dao as Creativity—SCRY

Sub RQ 3 (Practices): How can an educational process, an entrepreneurial organisation,
and a value framework, rooted in Chinese humanistic thought, be designed to facilitate

the transformation of conceptual design ideas into entrepreneurial practices?

My second practice is SCRY. | conduct action research with the Research through De-
sign approach, focusing on the design of this entrepreneurial organisation. The design
entrepreneurship project originated as a startup | co-founded with one of my students
in 2020, before beginning my PhD research in 2027. Since then, | have stepped back from
the co-founder role and reflected on my practice from a researcher’s perspective. More
importantly, during this process, | observed that | have adopted a worldview rooted in

the Chinese philosophy of becoming to quide my entrepreneurial journeu.
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Fig. 49 Digital Embryo, ©SCRY

Chinese Humanistic Values:
Anthropocosmic Unity

Continuity of Being

Dao

Embodied Knowing

Non-action

Selfhood as Creative Transformation
Tianxia

Unity of Heaven and Humanity

Unity of Knowledge and Action
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Fig. 52 SCRY Stela
Fig. 53 3D Printing Process
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In 2020, Zixiong and | decided to establish SCRY together and launched
the Digital Embryo framework, spanning digital design, manufacturing,
and business, forming a complete chain from R&D to sales, and released
the world’s first truly wearable integrated 3D printed shoe in the fash-
ion industry (Hypebeast, 2021). Creating a new product category and
bringing it to market is an important driving force for design, combined
with technology and the market. SCRY, which won two Red Dot awards
in 2023, in both the Innovative Product and Fashion, Lifestyle, and Ac-

cessories Award categories, the jury states:

The still young 3D models from SCRY represent a particularly
form-fitting way of individualising shoe production. The “Digital
Embryo” philosophy combines the digital design of the shoe de-
sired by the consumer directly with the step-by-step and variable
digital output. It offers advantages in terms of energy and material
use, does not require serial minimum quantities or rigid production
facilities, eliminates the need for an assembly line and enables
the precise use of materials without waste. The shoe is produced
mainly from newly developed polymer materials that are compact-
ly recyclable after use. It was in particular the well-intertwined
design of process and product that impressed the jury.

(Red Dot Design Award: 3D Printed Footwear SCRY, 2023)

Z
reddot winner 2023
innovative product

=4

reddot winner 2023
fashion design

Fig. 54 SCRY Shuttle, ©SCRY, photo by Qingshan Wang, 2021



Fig. 56 ©SCRY Visual

Fig. 55 ©SCRY Visual
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As | explore further, | increasingly realised that bridging the

gap between design innovation education and so-called suc-
cessful entrepreneurship may no longer be my focus. Through
my continued exploration of Chinese humanistic thought, |
have come to a deeper understanding of the core of Chinese

humanistic philosophy, Dao.

SCRY
Stela Basic
Shadow

Fig. 60 SCRY Stela
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Fig. 61 SCRY Shuttle,©0SCRY



Fig. 62 The Project Loop

| build upon Tu (2012)’s Chinese humanistic method with Argyris (1977)’s
Double Loop Learning in Organisations, the framework of Action Re-
search (Lewin, 1946) and the Experimental Learning theory (Kolb,
1984) in this project.

The First Loop—Development of New Products

The First Loop: Vision-driven Experimental Product Design Loop
1) Plan: Vision-driven Design

2) Act: Rapid Prototyping

3) Observe: Social Media Response

4) Reflect: Prepare for the Next Round

The Second Layer—Development of Design-driven Entrepreneurship
On top of the Vision-driven Experimental Product Design Loop, SCRY’s

second layer is to think about the value creation brought by de-

sign-driven entrepreneurship from a broader perspective.

Fig. 63 SCRY Draco, @SCRY







al, ©SCRY

Fig. 65 SCRY ZERO Visual, ©SCRY
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Systhesis Project 3

Chinese Humanistic Framework for Design
Entrepreneurship — Dao Jing

Sub RQ 3 (Practices): How can an educational process, an entrepreneurial organisation,
and a value framework, rooted in Chinese humanistic thought, be designed to facilitate

the transformation of conceptual design ideas into entrepreneurial practices?

The Dao Jing Framework is an open-ended value framework of entrepreneurial unfolding.

It is a coherent state that designers achieve through personal reflection, collaboration,
and unity of natural resonance. In this state, designers no longer dominate the design

process but resonate harmoniously with people, materials, contexts and the environ-

ment. This framework evaluates not what entrepreneurship achieves, but what it unfolds.

— ——

/,r” Unity of ™\
Heaven and ) ( Synchronicity
Humanity

\ Value

Besonance

Balance
A Chinese ‘
: Humanisti :
i Meaning
\ Framework
Founder’s
Authenticity
Fig. 66 Dao Jing Framework
Chinese Humanistic Values:
Anthropocosmic Unity Synchronicity
Chinese Emergence The self
Dao Tianxia
Embodied Knowing Unity of Heaven and Humanity

Finding one’s place in the world Unity of Knowledge and Action
Jingjie

Spiritual Humanism
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Synchronicity in Design Entrepreneurship

The Chinese humanistic design entrepreneurship value framework that | proposed intro-
duces another principle, Synchronicity. This sounds similar to serendipity but different.
Serendipity is well-suited to the combination of opportunity identification and ideation.
Synchronicity is a fundamental basis of loqgic, articulated by Jung in psychology. Carl

G. Jung’s principle of synchronicity is distilled from the Chinese classic Yijing, which he
considers to be the purest expression of Chinese thought (Wilhelm & Jung, 2020, p. 151).
He pointed out that, unlike Greek-trained Western thinking, Chinese thinking does not
aim purely at grasping details, but sees details as part of the whole. He arqued that judg-
ments needed to rely on the irrational functions of consciousness, such as sensations
and intuition. He pointed out that the principle of synchronicity included meaningful
coincidental events which were connected through simultaneity and Dao (Jung, 2020, p.
101). He believes that the Yijing, as the basis of classical Chinese philosophy, is one of the
oldest known methods for managing the overall situation and arranging details of the

whole universe, including the interaction of yin and yang.

Fig. 67 Galaxy Doodle
Fig. 68 Galaxy Doodle



Fig. 69 Galaxy Doodle
Fig. 70 Galaxy Doodle
Fig. 71 Galaxy Doodle
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The Dao Jing Framework highlights the contribution of Chinese
humanistic philosophy to design innovation and entrepreneurial

practice in terms of values.

Founder’s Authenticity: This is about the founder’s original intention,
entrepreneurial motivation, values, and worldview. This judgment goes
beyond credibility and truth. It concerns the founder’s authenticity
and purity in the consistency of purpose, values, and worldview, as
well as the way of making trade-offs that can still be maintained under

stress.

Meaning: Meaning can be found at many levels, from the founder

to the corporate culture to the lifestyle created for potential users.
The ability of organisations to continuously update meaning, from

the ordinary meaning of team culture, to the user’s future scenarios.
Whether entrepreneurial activities have the capacity to continuously
create meaning, rather than merely achieving predetermined goals.
Human existence is a continuous process of self-transformation, and
meaning is continuously generated. This elevates the perspective from

a methodological level to a worldview level.

Dynamic Balance: Entrepreneurship can be understood as a process
of intervening in the world and emphasising co-inhabiting. Mediate

tension with the way of yin and yang.

Value Resonance: The extent to which value propositions are heard,
understood, and are willing to be practised together in different groups
or fields. Unlike acceptance, it requires the same frequency of value

to occur, not just the completion of the transaction. It is the extent to
which entrepreneurial practice resonates with values across multiple

levels (individual, social, cultural, and environmental).
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Fig. 74 Water Flows Down, Screen Printing on Aluminum Composite Panel, ©Shuxin Cheng,
2026, all rights reserved
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Fig. 75 Project Notes
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