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ABSTRACT

Design Methodology can be distinguished into thinking of creation and design process. And idea is the key to dissolve concept and

method. Idea starts with transform process during the process of designing. That is, to seek for idea of design under the stimulations

of creative delivering. Therefore, the sudden inspirations sparked from design activities are the most crucial link throughout the

whole process. If we return to the fundamental questions about the thinking mode to consider the basic issue - thinking mode

originates from Philosophy. As a result of the changing of time and environment as well as the appearance of industrialization and

technology, the humane value which takes "humanity" as the essential direction has been veiled gradually. Hence, attempts through

the concepts of phenomenology to reveal the first intuition experience operates slight senses within human mind as consciousness

and moreover, make a painstaking investigation into the nature of the product. And, by way of the affection projected from intuition

experience, we try to restore the phenomenon called products to the eidos, which contains the interactive nature of human and

objects, in other words, to return to the indentation of substance. Furthermore, applying this concept to the product design of the

marketplace and employing the method of empirical of phenomenology, we can develop an innovative thought venturing from

different directions.
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