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small grey paper experiment sheet













There are individual differences in the
perception of optical illusions.
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We humans have
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Overlapping checkerboard rotary illusion

BERHREIEEEHR  Usui + Ishikawa + Taya, 2023
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Humans can supplement missing

Completlon information.
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Kanizza, 1955

Humans can supplement missing
information.
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Maybe we can make use of cognitive science
and create new ways to design (= creative method) .
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® design is a skill & technique to convey information.
The most important thing is to have passion for good communication.
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There is always cognitive science behind
® design and communication.

A important knowledge to live in our modern society

(filled by media communication & media consumption).
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There is always cognitive science behind

® design and communication.

A important knowledge to live in our modern society

(filled by media communication & media consumption).
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Perception is reality.
Reality is not reality.
Paul rand / 1991

Human does not create.
We discover and start from there.

Antoni Gaudi

Nothing is invented, for it's written in nature first.

Freedom is not the mother of creativity.

Constraints are.
create yours.
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