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ABSTRACT

TO LOOK AT THE DEVELOPMENT OF IMPLEMENT FIGURE THROUGH INTERMEDIARY OF THE MODERN

PLURA -L SOCIETY,ADVANTAGE OF DIFFERENT TECHNIQUE MAY IT APPER DISTANCE FIRGURE IN STYLE.

IN VIEW OF THIS,THAT IS DERIVES FROM A DESIGNER'S CONTEMPLATION ABOUT A NEW IDEA IS ON

PURPOSE TO SATISFY THE NEED FOR LIVING,THAT IS,TO PROVIDE PEOLE'S NECESSITY IN PHYSIOLOGY

AND PSYCHOLOGY(MENTALITY).AND IT'S A RARE MOOD CAUSED BY THE MEMORY -EXPERIENCES

ACCUMULA -TED IN THE PAST.HOWEVER SUCH INFORMATION OF MEMORY CONCENTRATED AND MADE A

WHOLE IN THE PAST WERE FREQUENTLY TO BE AFFECTED BY ITS APPEARANCE,BUT NEGLECTED ITS

PRACTICAL INFLUEN -CE OF SPIRIT.TO USE INDISCRIMINATELY AND CHANGE ITS FIRGURE , TO DULICATE

CULTURAL SPIRIT SUPERFICIALLY,THAT IS ,IT HAD AMITY RHAT WAS SIMILAR TO NOSTALGIA,BUT IN

COMPARSION WITH IMPLEMENT TO THE USER ,ITS MIND TOUCH OR CULTURAL CONTINUATION

BECOMES DEFIVIENT ,MOREOVER THE IMPORTANCE OF ITS EXISTING POSITION CAN BE FACILE TO BE

MOVED BY A FASHONABLE CULTURE THAT IS CALLED HEGEMONIC GROUP.SUCH KIND OF IMPLEMENT

VIEW WILL BE PROMPTLY IN QUANTITY, SPEED TO FILL UP THE CIRCUMSTANCE AROUND US AND TO

MAKE ECOLOGICAL DESTRUCTION,AND TO RESU -LT IN A SHORT CYCLE OF LIFE, TO FROM A BURDEN OF

MIND TO PEOPLE'S NEEDS ? OR IS IT JUST TO SUPPRESS HIS INNER EMOTTIONS,MISGUIDE HIS

LIFE-DOMAIN TO DEVELOP IN DISTILLATION ? THESE QUESTIONS ARE WAITING FOR CLARIFICATION.

BECAUSE OF THIS,THIS STUDY INTENDS TO APPEAR, IT MEANS ,WHEN THE USER OF IMPLEMENT IS AL -SO

ABLE TO BE TOUCHED WITH THE APPEARANCE OF TRANSPORTING SCENARIO , IT IS THEN CONNECTED

WITH CONTEXT RELATED.FOR KEEPING PEOPLE'S MEMORY AND ORIGINAL LOOK OF DESIGN,THE

MES\ANING OF A FIRGURE WILL BE IN PROCESS OF IT TO INITIATE ; SUCH INFORMATION GATHERED AS A

FOUNDAT -ION OF THE WHOLE MEMORY TRIGGERED ,AND BY MEANS OF IT TO BE DEVELOP A SCENARIO

VARIATION BELONGED TO DISTINCT EMOTION, AT THE SAME TIME TO PROVUDE DESIGNER WITH A

NEWEST VIEW TO OBSERVE THE STATE AND THE SPACE OF CREATION THINKING.
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