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Abstract. Through the cultural accumulation of knowledge with the SECI 
model to bring out the re-integration of the design factors from the elements of 
Oriental design imagery metaphor by the experience exchange from different 
expertise. Transformation of the changes is from observation to interaction till 
stimulated the creativity that fertile the fundation of knowledge. The practice 
process is the result of the deconstruction of the elements to transforming the 
accumulation of knowledge till the implementation of construction of the actual 
production and final the validation is complete. 
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1 Introduction 

Culture and Creative Industries is a new trend of the world’s industry. Not only can it 
create a phenomenal economy grow, but also has become the hottest industry to com-
pete to other countries. Taiwan also needs to participate in this new trend. Taiwan’s 
tea and bamboo can’t fight only based on the quality but have to create a new story 
itself. In order to do so, Kansei is the way how writer interprets the new story. 

Kansei experience is the core of this research. Taiwan’s bamboo and tea were re-
spectively as the appearance and content of the design, appliances and material. The 
bamboo is the material for the construction and tea as the connotation of function. The 
tea ceremony is inspired by five senses of Kansei. By go through the Evoked Meta-
phor and SECI model to prove that it is important for a design process to go by inter-
disciplinary discuss and integrate. After the integration, it still needs to workable, by 
then can we say the design has got the “perceptual field, moved experience and Quali-
ty goods” ability and called Qualia design. 
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Use “Case Study” to investigate tea restaurant and conclude with four elements 
how urban people experience created: space、experience、goods and narrative. And 
use them as the design’s elements, undergo the SECI model, and integrate with 
Evoked Metaphor and Kansei design, then create a new design of carbonized bamboo 
tea set. To verify the marketing and possibility of commercialization with a tea cere-
mony of a complete experience designed the space by five senses. 

Through the cultural accumulation of knowledge with the SECI model to bring out 
the re-integration of the design factors from the elements of Oriental design imagery 
metaphor by the experience exchange from different areas of expertise. 
Transformation of the changes is to observe the surrounding environment from the 
potential cultivation of knowledge in a particular field, to interact with the outside 
world, whether it is narrated of the text language or images shock, stimulate creative 
thinking, and fertile the next stage of accumulation of knowledge foundation. The 
practice of the process is the result of the deconstruction of the first element, 
transforming the accumulation of knowledge, the implementation of construction of 
the actual production, the validation is complete. Presented a people in cultural 
knowledge, co-innovation, and the corresponding DNA run in the industry. 

2 The Study 

A term of modern philosophy, “qualia” can be regarded as the entirety of what one 
perceives: it is the sum of “feelings” that one experiences when the mind interacts 
with the world; it is the very first “impact” that one senses from something without 
any dissimulation. Such an experience directly touches one’s heart and is therefore a 
key factor to sympathy and sensation. Used in design, “qualia” may add an intense 
sensational trait to the simple utility of a product and transform it into an exceptional-
ly adorable item. Among the various examples of successful qualia creations, we are 
especially intrigued by that of the Japanese chado (tea ceremony), a combination of 
oriental simplicity, serenity and solemnity with which the ceremony is imbued. Such 
is a sort of artistic beauty deeply rooted in the oriental culture. If one could integrate a 
bit of this beauty in utensil design, users would be able to constantly refresh them-
selves with a similar sensation at any given time or place. The current study is espe-
cially interested in the way of expressing the artistic simplicity of chado in design: not 
only will its unique qualia serve as the focus of design, but we will also test the posi-
tioning of conceived products in the market by comparing them to their counterparts 
in the modern experience of tea tasting. 

Meanwhile, as Taiwan’s cultural and creative industry evolves with that of the 
world, one may reconsider the role of bamboo, one of Taiwan’s signature produces. 
In the following parts of the study, we will present the uniqueness of Taiwanese bam-
boo and its prospect of development as an important, environmentally friendly ma-
terial that is becoming increasingly well-received in the world. 

The current study seeks to investigate how Taiwan may transform its traditional 
material into modern products by introducing appealing design in indigenous bamboo.  
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It is hoped that the study may inspire other designers to reconsider the versatile and 
plastic nature of bamboo and to create even more ingenious designs. In this study we 
expect to achieve the following objectives: 

1. To investigate in the literature review the applicability of bamboo as one of the 
world’s new favorite materials as well as the conceptualization of qualia in design. 

2. To identify the trend of development of bamboo material in the international mar-
ket by studying existing literature and international exhibitions; to find the process 
of and essential elements of tea tasting in modern society by means of case study; 
to introduce the SECI Model by means of Evoked Metaphor (EM). 

3. To classify and answer the questions encountered in the course of introducing the 
SECI Model so that future designers interested in conducting similar studies may 
use the answers as references. 

4. To propose an integral example of innovative utility design by demonstrating in the 
EM and the SECI Model how knowledge is acquired and exchanged in the interac-
tion of theories, from the original idea to the end product; to show how a dialogue 
between modern design and traditional craft may serve as an example of successful 
cultural and creative industry development. 

With “qualia” as its theme, the study incorporates Taiwanese bamboo and Taiwanese 
tea as the body and soul of the designed products, which shall be made of bamboo, 
serve as teawares, and invigorate prospective users through their five senses. An 
Evoked Metaphor and a process of organizational knowledge creation (SECI Model) 
will exemplify the steps of a complete process of product development from concep-
tualizing interdisciplinary theories in design to testing the effect of such design with 
users. Such a process is epitomized as “sensitive field, impressive experience, qualia 
product.” 

Based on the case study, “field,” “experience,” “commodity” and “story” are iden-
tified as components of product design. Findings of a research method integrating 
SECI Model and Evoked Metaphor yielded innovative bamboo charcoal teawares as 
“commodity” and tea party as “field” in which users may “experience” through their 
five senses a created “story” whereas designers may test the market acceptance of 
their work and the possibility of commodification. 

The SECI Model shows how certain metaphors found in Oriental design may fuse 
and then split into new design elements through interdisciplinary exchanges as de-
signers’ knowledge about culture evolves. Such fusion and fission are fueled by the 
interaction between internal knowledge and external environment in a given field. An 
inspiration, no matter occurring verbally or visually, stimulates creativity and is later 
internalized to complement or enrich existing knowledge. The process of product 
development presented in this study can be summarized as: deconstructing preexisting 
design elements in a sensational experience, transforming historical knowledge, re-
constructing the design elements in a product, and testing the product. The process 
exemplifies how a collective innovation in knowledge and culture may be achieved 
by individuals of different times and spaces. 
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3 Conclusions 

The two subjects of the current study, bamboo and tea, both important produces of 
Taiwan, are not only important metaphors in Oriental cultures but also representations 
of Taiwanese traditions. Having decided on the “body,” or material, of the design 
product, we seek to find a “soul,” or theme, with which the modern society can identi-
fy. Through field research in a tea restaurant, we were able to elicit a “qualia tea tast-
ing ceremony” of urban residents in which field, experience, commodity and story are 
all indispensable components of a qualia design. Up to this point, we were clear about 
the “body” and “soul” of our qualia and were only left with the task of concretizing 
the practice. We therefore employed EM and SECI Model to theorize and concretize 
the practice so that we could propose a specific process as reference for future replica-
tion or improvement. The method should allow craftspeople from different disciplines 
and professions to exchange their know-how from designer’s perspective in order to 
reach new heights in design. As these experts all have different skills, it is only 
through this method that they can come together with their expertise and contribute to 
an interdisciplinary qualia design. The study proposes the following conclusions: 
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Conclusions
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1. Qualia should be the core of each design, because impressive qualia can not only 
touch people’s heart but also promote the value of a design product. However, qua-
lia cannot be achieved by the product alone; it takes all the four elements, namely 
field, experience, commodity and story, to construct a really impressive qualia. It is 
for this reason that we chose to test the design product in a tea party, where we 
constructed a field in which users were able to experience a story. This practice 
was accomplished by means of an EM interdisciplinary communication that in-
volved craftspeople from different professions and with different knowledge and 
techniques. On the other hand, the SECI Model, which conceptualizes the cycle of 
knowledge dissemination and renewal, indicates that a qualia experience may be il-
lustrated, referred to and replicated in other situations. The study shows how one 
may put related academic theories into practice. 

2. The study may serve as an example of real practice in Taiwan’s cultural and crea-
tive industry, which can be seen a value-added version of traditional manufacturing 
industry or emerging service industry. The two themes of this study (tea and bam-
boo) are in reality mature industries in Taiwan; however, the marriage of these two 
traditions brought about the innovation in material and medium use of bamboo 
charcoal teawares. EM and SECI Model taught us that successful design is in fact 
more than an occasional inspiration: not only does it have logical components, but 
it can also be forged through constantly fusing and splitting elements of various 
knowledge bases without changing the leitmotif of the design. And it is through 
this process that design reaches constantly newer heights. 

3. The involvement of the SECI Model of organizational knowledge creation distin-
guishes EM from traditional design methods. In the new practice, the design ele-
ments are thoroughly communicated and understood by all actors in the design 
process; this allows us to avoid the problem of incompatibility between designers 
and executers without having to change the leitmotif of the design. Different from 
the traditional unilateral design method, EM proposes a process cycle that can be 
constantly refreshed to achieve the optimal result. In the study, this cycle allowed 
us to find out that only by extending the traditional thinking of craftspeople could 
we bring innovation to craftsmanship; only by grasping the properties of new mate-
rials could we integrate all of them in a set of teawares; only by reconsidering the 
dependent relations between design elements could we bring out the leitmotif in 
the products; only by recognizing user’s needs could we craft artistic commodities 
that had a potential to sell. 

4. Through the theoretical framework of EM and SECI Model, the study proposes a 
module of four phases: study, design, completion and experience, among which the 
phases of “study” and “experience” especially set the current practice apart from 
traditional design methods. On one hand, during the first phase, designers’ past ex-
perience and new interdisciplinary knowledge interact to generate new design ele-
ments that split and fuse to form an orientation that guides the product design. On 
the other hand, during the last phase, designers ponder about such questions as 
“Will the end product be accepted by the market?” “What can we do to improve 
the process of commodification?” To properly test market acceptance, it is neces-
sary to create an appropriate field of experience (i.e. one that facilitate the five 
senses) and to draft effective marketing strategies (story) so that designers may 
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gather sufficient information (experience of prospective consumers) about future 
marketing of the product. 

5. The study presents a real practice in which a design product involved designers’ 
perspective, craftspeople’s professional know-how, and cross-border collaboration. 
In this practice, products of traditional industries were given a new life and a new 
story thanks to an exceptional collaboration between innovators, practitioners and 
academics. It is hardly possible to find in one person designers’ knowledge about 
commercial value and modern creativity, craftspeople’s excellent skills and re-
searchers’ expertise in theories. Nonetheless, through communication and dialo-
gue, it is possible to achieve a cultural and creative product which not only is artis-
tically conceived and skillfully made but also addresses users’ needs. In this optic, 
a cultural and creative product can also be an art work. The current study is but an 
example of such collaboration; the feasibility of such a method is yet to be repli-
cated by other designers in the future. 

In sum, qualia is a key factor to the connection between cultural and creative industry 
and consumers because it is how one perceives the world and how the world touches 
one’s heart. As qualia is powerful but elusive, one needs to conceptualize it through a 
specific process if he wishes to know what it takes to use qualia in cultural and crea-
tive design. To better demonstrate how qualia can inspire design, the current study 
exposes a theoretical framework as well as an actual practice. As qualia cannot be 
described in words, its most important part lies in users’ experience with it. And it is 
exactly in users’ sensational experience that one sees the connection between con-
sumer and design product: it is in the exceptional qualia that one sees the real value of 
cultural and creative products. 
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