












The future is created by us, our job is not to try and predict what it will be like, but to educate, prepare and anticipate for a world that does not even exist yet. Technology plays a fundamental and imperative part in the world but primarily, the future is created by us. The future is troublesome enough to predict currently, let alone in ten years’ time. The aim is not to design and plan for a global audience, but to in fact design for the specific individual positioned in front of that designer. The fact is, technology has been contributing to artists expressing themselves more and more overtime. Over the past years art and technology have become more and more connected, contributing to further human interaction. The role of a designer needs to be both inward-looking and outward-looking, designers must take responsibility and ownership of their actions.
Much of the world has already changed and developed, but in a world of possibilities it is hard to determine where design might go. The purpose of design has always been to create something attractive and innovative. Designing is mainly about attractiveness, functionality, artistic taste and sustainability. Designers have ability to influence, inspire and educate for the future on earth through their work. Everything that has been designed should arouse and evoke some form of emotional response. (Capper, 2013)
[bookmark: _GoBack] The process of designing combines 3 major elements, searching for understanding, searching for ideas and finally searching for solutions. Research plays a significant part in the process and development of design, for designers to design successfully it is important to understand the context in which they are designing for. Once the understanding of the design context is clear, the designer will then begin to search for relevant ideas. During these development stages designers are engaging in research and testing ideas. (Press, The Design Experience, 2003) The main ideas when taking designing into consideration are designing for people, profit and planet. Design essentially builds on a search and study of what could perhaps be done to enhance and develop the given aspect of each and every circumstance.
Mike Press is a professor of Design Policy, this means that all the research and design strategies are overseen by him. Press states (Press, design transitions, 2012) “It’s about thinking tools and not knowledge, knowledge is less useful”. This quote means that the goal is for the designer to be able to learn and adapt, but also have a desire and fascination for design itself. Knowledge can be taught but the thinking tools and design communications are more important, relevant and favourable.
Press specifies that (Press, The Design Experience, 2003:6) “Design is a value-driven activity. In creating change, designers impose values upon the world – values of their own or those of their client. To be a designer is a cultural option: designers create culture, create experience and meaning for people. And finally, designers make their own futures- this is their most crucial creation”. This quote explains that design is all around us in everything we do, and that design plays a big part in our everyday lives, whether we acknowledge it or not.
 In an interview, Press talks about his students and how he wants them to be knowledgeable and brave enough to determine what design is for themselves. It is said that people become empowered when 3 main principles become collectively combined and used. These components consist of skills, passion and self-confidence. Once a skill is refined, that individual will have the confidence and certainty to implement that skill. Passion is when the individual uses their skill and self-confidence to be able use it in that practice. Press expresses that this is the ultimate situation: skill, self-confidence and passion, if these components are used collectively in sync, the individual’s life becomes worthwhile and purposeful. (Press, design transitions, 2012) Designers are required to work alongside other specialists in marketing and other areas to be able to apply and gain knowledge and understanding within designing. As humans are fundamental to design this means that communication is key and plays an essential part in the design process. To fully understand the way in which communication is imperative to design we must first factor in these two aspects: design process and the trends that are shaping design. The process of design at the beginning requires commitment and engagement with varied workforce members to design successfully. Once the ball is rolling and the refinement stage has begun, the designer also searches for knowledge and understanding in the technologies, materials and processes being used in developing the product or design.  An important measure when designing is to establish feedback and opinions with the consumers, target audience and manufacturers. At this stage in the design cycle communication is imperative and verbal confirmation is key. Design is dependent on communication methods, whether that be verbal or visual. (Cooper, 2003) Design often taps into feelings and emotion to connect with the consumer, one artist who welcomes this style is Michael Angove.
Michael Angove is universally known for his remarkably detailed works of art, of timeless items such as pins, spoons, feathers and rope. Angove’s drawings are so detailed and precise that some have described his work as haunting. Every piece of work that Angove produces incorporates a single drawing of a dress pin, this is sometimes on the edge of the page or somewhere completely random for the consumer or audience to discover in greater detail for themselves. This single dress pin represents and plays homage to his textile past. “Trompe l’oeil” meaning an illusion in art which is used to trick the eye into observing a painting or drawing as a three-dimensional object, is a key component in Angove’s style of work. (Merriam Webster) Many works of art that Angove’s produce are generally memories or experiences taken from his childhood memories. Most of his common found object drawings resemble characters and the white paper background as an empty room. The imagery used in the drawings often tell a very shocking and somewhat hard hitting truthful story.
Angove’s designs start off with beautifully hand drawn imagery, but it is then digitally worked using image editing software, like Photoshop. Photography plays an essential role in Angove’s designs and it is in fact edited using Photoshop. The reality is, imagery can be easily generated and constructed without needing much, if any hand drawn elements. During history, technology has equipped artists and designers with advanced and unique tools for communication. Authentic original art is being created everywhere but completely new art forms are evolving as well. Editing software like Photoshop allows you to form imagery using shapes, lines and textures without a single reference to traditional hand drawn imagery. This is a great operating software because it not only allows you to achieve high quality effective imagery using little hand drawn elements, but also it is an editing program you can use on the go. 
Working and designing on the go is effective and beneficial, but sadly technology is creating a drift and divide in humanity. As designers we need to ask ourselves how might this technological revolution take over and will we get left behind if we don’t make the most of it. Artists and designers have begun transitioning from being traditional painters and sculptures, in to digital and technological artists, by using software and online programming. Prior to the development in technology, art was dependent on artists skills and abilities, unlike current times where artists operate using just a mouse or stylus to resemble traditional tools. The latest technology has compressed the use of human artistic contact in favor of diverse and varied tools, which gives us access to more choices. All this editing software is useless if you do not possess the knowledge and ability in how it works. (Zaher, n.d.) A major concern is that as a result of new software and editing techniques, we may misplace our ability and sense to calculate what exceptional art is. Artists are increasingly pushing the boundaries of art and design, looking outside of the traditional box, the boundaries within art are limitless. Artists work was traditionally displayed in galleries and museums, now they have ability to exhibit their work online, and even sell it. (Gever, 2012)
Digital art is not a shortcut, to be able to navigate around software like photoshop you need to have the ability to apply composition, perspective, colour theory and other technical skills in to this. Everything that is learnt regarding traditional education within the arts can be directly applied to digital art, but not necessarily the other way around. This software is not to be taken lightly, it can be extremely time consuming with and without the ability and knowledge of how to use it. Angove’s designs in particular take an extensive time to create and edit but the outcome is highly impressive.
According to Tony Fry (Fry, Design Futuring, 2009:187) “We are already technological beings. Technology is like food – we cannot survive without it, but we equally cannot survive with too much of it. In getting the diet balanced, we need to critically confront what technology is, what it does and how we exist in its shadow”. This quote demonstrates the simple fact that technology is a fundamental part of our lives, we need it and we flourish from it, but it has its flaws. We cannot solely rely on technology as a tool but the developments and advancements in that area make it exceedingly hard not too over use it.
Tony Fry is a philosopher and design theorist who addresses the relationship between sustainability, design and politics. To successfully understand the notion of sustainability, it is first important to understand its true meaning. It is communicated as the ability to meet needs of the present, but without negotiating or compromising the ability of future generations to meet their own individual needs. Regarding sustainability, a designer would be considering the effects that design would have on the environment, but also the effects it might have upon the consumers. (Fry, Design Futuring, 2009)
 Rather than thinking digital art will outshine that of traditional art, why not speculate how it can in fact, heighten and enhance it. It is believed that advances in technology do not impair or damage traditional art, but they as a matter of fact, help promote it. Design software like photoshop shows no signs of slowing down, in fact over time it will flourish and possibly help emphasis and strengthen that of traditional design. No one said technology and design cannot work together to benefit one another. Designing for the future is crucial, both sustainability and new practice play a significant part in how the future may look. Our job as designers, humans and communicators is to work together to create a more attainable and sustainable future within design. 
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