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CUTOUT is published quarterly by 
The Kraft Store. All rights reserved. No part of 
this magazine may be reproduced without prior 
written consent of the Publisher. The opinions 
expressed in CUTOUT are those of the writers 
and the contributors (designers, artists, mod
els, etc) and are not necessarily endorsed by 
the Publisher. Images in this magazine are used 
with the permission from the artist/ provider. 
The Publisher accepts no responsibility for 
unsolicited manuscripts, transparencies or 
other materials. 

Lette r s are we lcome . 
Email your comments/enquiry with full 
contact details to e ditor@cu toutmag.com 
For letters, pseudonyms are accepted. 

For subscription enquiry, email to 
s ubs crib e@cutoutma g com 

Dear CUTOUT Magazine reader, 
We wanted to Jet you know !hat the artworks by Maxime 
Brunelle and Taufek Asmarak printed in Volume 04 issue 
OJ, pages 63 and 64, were mismatched. Also, !he original 
name of Li Sin is Lee Sin, as were printed wrongly in 
Volume 04 issue 03. We sincerely apologise for the error. 
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Artwork Submission 
Send some samples of your work and a short 
profile of yourself with fu ll contact details to 
s ub@ cutoutrnag com for consideration in 
the next few issues. Due to the high number 
of people who would like to contrib ute to 
our magazine, we are not able to respond to 
every email. Please don't be disheartened if 
we don't. 

Spe cial thanks to : 
The Toh family, TSUBAKI, Wong LiYin, Nordin 
Abdullah, Basheer Graphic Books, FC Wong, 
Yeohprinco 

Cover magazine printed on Touch n Feel 
240 gsm, inner pages printed on Vintage 
90 gsm, sponsored by Transasia Fine 
Papers (M) Sdn Bhd 

Printe d by Yeohprinco (M) Sdn Bhd 
Lot 2552, jalan Seruling 59 , Kawasan 3, 
Taman IGang Jaya, IGang 41200, Selangor. 
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NgFoongWai 

Foong Wai is the Storyteller in 
Genovasi, working on the 
programme research and 
developme nt team. She has a 
background in design and 
anthropology that combines 
creative problem solving skills 
with an all-consuming interest in 
the way we live. If you catch her 
staring at you for five minutes 
without batting an eyelid, relax 
and take pride that you embody 
a puzzle that her mind wants 
to solve. 

Zachary Roland Anthony 

Zachary is an Asst Professor at 
Universiti Tunku Abdul Rahman. 
He has over 20 years of people 
management, education and 
communication experience. 
He s tarted his career in the 
bank and then the advertising 
world. It was during his time at 
the agencies that he realised 
his strength in communication 
skills. He holds a M.A. Marketing 
from University of Northwnbria 
Newcastle. The accomplished 
emcee and trainer is a believer 
in the need to Change, convert
ing negative attitudes and action 
through the power of positive 
communication. 

Arez Ezman 

After more than a decade of 
s tereotypical DTP work, Arez is 
currently on a mystical quest, 
researching legends of the 
old- finding hidden meanings 
and the assimilations behind 
the beliefs, cultures, design as 
well as the arts. As a member 
of wREGA, he's supporting the 
design awareness campaign and 
shall continue to push forward in 
the uphill battle towards 
achieving design nirvana. 

Zainurul Rahman 

Zainurul is a lecturer in graphic 
communication design and 
heads the design dep artment at 
the School of the Arts, Universiti 
Sains Malaysia since 2012. Her 20 
years of experience, includ ing 
10 years as a design educator 
in Australia and Malaysia have 
paved the way to her desig n 
practice and academic focus 
mainly on Malaysian cultural 
history, national identity and 
visual communication design of 
Malaysian icons. Her interest also 
includes signage system, 
designing for social responsi
bilities and design practices for 
brandmg and sorv1CCS . 



Highlight 
Words I I Zainurul Rahman, Images I I Arts-ED 2013 

NEW DIRECTION OF 
0 • • • • • • 0 • • •• •• • 0 0 • • • • • 0 0 •••••• 0 • • •• ••• 00 0 •••••• 0 • • • ••• oo o ••• • • • • 0 • ••••• • 0 0 ••••• • • 00 • •• • • • • • 0 • • • •• • 0 0 ••• • • • •••• · • •••• • • ••••• 0 •••••• 0 0 ••••••• 0 0. 

DESIGN IN MALAYSIA.: 
·············· · ······ ···· ······ ······ ·· ······ ··· ····· ·· ·········· ···· ···· ········ ····· ···· ······················ ········· ·············· ···· ····· ·· ······ · 

DESIGNING FOR 
······ ····· ···· ·········· ···· ···· ·· ·· ······· ······· ·· ········ ·········· ······ ··· ·· ······ ············· ········· ··· ·· 

SOCIAL CHANGE 
The Need for a Change 
In Malaysia, the word 'design' seems to be 
understood by many as being about the 
aesthetic and the function of the object 
created, rather than the process leading to 
it. This can be seen through the selection of 
design competitions, design briefs or 
design outcomes , where the demand is 
about the finished products, rather than the 
whole design thinking process behind the 
creation. 

A designer is seen as a person who can 
make things look better visually, 
aesthetically; not so much a thinker with the 
ability to provide strategic design solutions 
for the client or to improve the brand values 
and identity of the product. A graphic 
designer helps, by designing the logo or 
corporate branding, conceptualising in 
visual form the whole client/ product/ 
company's identity. There can be more 
serious thinking there, not just a short few 
hours spent in front of the computer to 
create a logo using a tool , following the 
guidelines provided by the client. Instead, 
the designer can actually help the client in 
understanding his needs and translating 
them into a syste m of which the visuals will 
be apart of. 

If done properly and with integrity, that 
thinking is not different from the decision 
making that falls under the engineers, 
marketers , architects , managers, politicians 
or academics. Designers need to realise 
that it is also part of their capabilities and 
responsibilities. A designer should learn to 
take the fault and to be responsible to any 
decision made in the d esign process. It is no 

longer the time where a designer can blame 
the printer, the production, the advertiser or 
the management for failing to unde rstand 
the design. It may be the designer who 
failed to convey his/ her intentions. 

Design as Catalyst for Social Change 
So what is the role of designers here? Can 
design make a change? Can design help to 
shift the social impact and help to make the 
world a better place to live? Of course, but 
then the question becomes: 'how? ' . Victor 
Papanek in his book 'Design for the real 
world' (1976)- a must read book for all 
designers or anyone who dreams to be a 
designer- reminds designers that 'Design 
must be an innovative , highly creative, 
cross-disciplinary tool responsive to the 
needs of men. It must be more research
oriented, and we must stop defiling the earth 
itself with poorly-designed objects and 
structures.' Design should be for the people 
and the society, to improve the livelihood, 
encouraging sustainability rather than short 
term outcomes. For that, designers need to 
start thinking creatively and critically. This 
thinking does not come naturally. It has to be 
learned and to be practiced for it to b ecome 
part of the designer's core values. 

In order for that to happen, design needs to 
b e taught dilferently, critically: both through 
the understanding of traditional design tools 
and applications, along with focusing on the 
notion of design as a whole system. Design 
is not only about producing an item or an 
object but it is a strategic method to facili
tate social issues or to produce solutions to 
feed the true needs of the society. Design 
can be a catalyst for social change. 



Young res1dents mnppmg 
fheu lwmg envu-onment. 

The 'Sungai Pinang Kita' Project 
In Penang, design thinking has been applied 
creatively under the project organised by 
Arts Ed (Community-based Arts and Culture 
Education) initiated by Ms. Janet Pillai, Ms. 
Chan Yoke Pin, and supported by a team of 
e nthusiastic volunteers . The need for such 
programs has become critical in the wake 
of the current education system where arts 

ducation is limited within the classroom 
setting and is disconnected from local 
resources and traditional knowledge found 
m local community and local environment. 
The program is based on Engaged Arts, 
where arts education is practiced in the 
living environment, building on cultural 
assets or issues in the community. 

This 3-years community-based creative arts 
program started in November 2012. It was 
carried out in several stages with young 
residents in a suburban low-income 
community- Projek Perurnahan Rakyat (PPR) 
Flats, located in Sungai Pinang. What makes 
the project interesting is the concept and 
methods used to involve and educate the 
participants, to help develop their critical 
and analytical skills on issues and 
challenges they face within their living 
e nvironment; empowering them to take 
charge of the issues by exploring solution 
using the medium of creative arts. 

The project initially worked on identifying 
the issues felt by the young residents, mainly 
around management of trash disposal and 
safety in the play spaces, and they used 
performing arts and visual arts to raise 
awareness about these issues. In the second 
p hase, with the help of artists, they created 
free workshops to explore few creative art 
forms to address those issues, mainly dance, 
video making and sculpture. The last phase, 
to be conducted this year, will be to further 
develop the artistic skills of the participants. 

The design thinking process here is not a 
direct constructed process. Instead it is 
embedded as parts of the art work, where 

the outcome is organic and has opened up 
other creative opportunities. The outcome 
is not only the artifacts produced by the 
children, but also sharper analytical and 
creative skills that they have gained in the 
process . Besides the children, the workshops 
have also contributed to the increased 
interests of artists and facilitators working 
in such community based proje cts. Interim 
evaluation showed that they see great 
potential in working with communities, using 
their technical knowledge to address salient 
issues . 

There are many opportunities for design and 
arts to get involved with projects which 
address social issues and encourage 
thinking about the social needs in Malaysian 
society. 

Design for Social Responsibility 
In order to be able to change, designers 
should rethink about their focus: not only 
emphasizing on the outcome, but on the 
whole process. For that , designers can 
extend their practice from producing design 
in the traditional way, creating items such 
as posters, logos, name cards, banners etc. 
to the challenging role of being involved in 
the community. Design can provide ways 
to facilitate and engage with the society. By 
playing this role, it will help make the world 
a better place to live. 

With this change, designers have 
everything to win. Design thinking as a 
process has already been the practice of 
designers, They merely need to extend their 
focus, by enlarging their view, observing 
and listening to what the society needs and 
starting the corrununication. The rewards 
are guaranteed, seeing the outcome of a 
work flourish or learning new lessons in the 
process. As a designer the call is yours, the 
responsibility is for all of us , and the impact 
is upon the world. Think about it. 

Des1gn should be used as a tool to ass1st soc1al 
issues. Sungai Pinang Kita Handmade T-Shirt 
designed and printed on recycled T-shirts for 
donations by Arts Ed 

Young residents decorating their recycling sculpture 
entitled 'Raksasa Kertas' 

Prototype of upcychng boxes before bu1lding functional 
recycling sculptures 
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