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Abstract

Design education is an open platform where new approaches can be imple-
mented due to the experimental nature of design. This paper includes two sepa-
rate projects whose common ideas are experimentalism and up-to-dateness. They
were conducted in the Department of Industrial Product Design at Istanbul Tech-
nical University. Each section covers one project including related concepts and
terms, description of the process, outcomes and discussion. First section stresses
a collective design activity conducted in Basic Design course. Second one discuss-
es a newly introduced method of developing personas by using a social network
website. Hence, this paper reporting and analyzing these projects and their results
can be considered as a prospect; and inspiration and source for the future studies
in design education.
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1. Introduction

The experimental nature of design
as a practice is and should also be char-
acteristic for the education aspect of it
as a “creative” profession. This paper is
a compilation of projects assigned to
students of Industrial Product Design
in Istanbul Technical University. The
common point of these projects is the
experimental approach and the use of
different methods transferred from dif-
ferent areas completed with original re-
sults. Compared with the convention-
al teaching methods, the projects in
this paper are the attempts to try new
methods considering today’s paradigm
and students’ characteristics. Hence,
this paper reporting and analyzing
these projects and their results can be
considered as a set of examples for the
future studies in design education.

All cases shown here were presented
in different design conferences under
different titles. The first section' is an
example for a collective activity from
a Basic Design studio. In this case; as
opposed to the conventional individ-
ualistic approach, we aim to introduce
and support design process as a collec-
tive activity. In the second section?, a
social network website (Facebook) is
used as a tool to develop personas in
design project studio. In this project,
we especially pay attention to today’s
ever-growing platform where most
people like to interact with each other
and share their identities, preferences,
hobbies, photos etc. on social media.
As a result, this project is expected to
contribute on user research where so-
cial network is used in the scope of de-
sign education.

2. Collectivism as a source

This section focuses on a specific
Basic Design project, which has been
conducted for four following semesters
in the Department of Industrial Prod-
uct Design at Istanbul Technical Uni-
versity (ITU), Turkey in 2010-2011. In
this project, students were expected to
design a Jury Invitation (card) collec-
tively specialized for the specific se-
mester in Basic Design courses’.

Over the past decade, there have
been changes in the conception of the
designer’s role. The popular under-
standing of designer is closely linked

with the designer’s signature on the
product. The name of the designer,
considered and used as a tool in mar-
keting, might even affect the percep-
tion of the product itself. This can be
regarded as the continuation of the
general understanding of the position
of the artist in society as a celebrity
similar to any other profession related
with creativity and originality. Ross Lo-
vegrove or Philippe Starck, who have
become inseparable from their prod-
ucts, can be given as examples. There-
fore, the products are often marketed
with their names, which is an entity
contributing on the symbolic value in
the market.

We are now in the era of the name
and individual style of designer being
disappeared. Especially designers in
R&D departments together with the
staffs from other disciplines are work-
ing with teams in which individual
dominancy in design process decreas-
es. The new concepts of co-creation,
co-design and participatory design
also affect this disappearance where
even consumers/users engage in the
design process as a part of the team.

Design education in classical sense;
however, generally supports the indi-
vidualistic approach due to some prac-
tical limitations such as difficulty in
assessing and forming a team in design
project fairly. This situation sometimes
leads to a selfish and isolated process
of design, contradicting to the design-
er’s role as designing for the others not
for him/herself. This creates an ironic
scene.

In this section, a new process of de-
sign is introduced to the first year de-
sign students to increase their aware-
ness about collective designing and
responsibilities of designer in their ear-
ly phase of design education. Moreover,
this project attempts to implement a
design practice in an educational con-
text resembling to a typical mass-pro-
duction process. As Blachnitzky (2011)
points out that teaching design basics
in general is not sufficient and propose
that real-world design projects should
also be engaged in Basic Design, we
formulated a project fulfilling the prac-
tical needs of industrial design profes-
sion.

Focusing on working in teams, we
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conducted a project to introduce a so-
called real-world project to Basic De-
sign students.

2.1. The issue of teamwork

One of the most important differ-
ences between individual designers
and teamwork is on understanding the
problem. Whereas the former is able
to shape his/her “idiosyncratic” un-
derstanding, the latter one must find
“shared” understanding (Cross N. and
Cross A.C., 1995). This difference both
causes some barriers and also offers
some potential in terms of creativity.

Goldschmidt (1995) conducts a
comparative study based on process of
a single designer and a team; and sum-
marizes her study as in the following:

He [single designer] oscillates be-
tween overviews and technical details,
between functional aspects of the de-
sign product and issues related to hu-
man factors. He thinks of features,
product identity and aesthetics along
with stiffness, strength and ease of pro-
duction. Team members do the same,

but they can let a colleague answer a

question they raise, or pick up some-

one else’s line of thought and build on
it. The single designer has only him/
herself to rely on, and he/she must act
as a team and give all the answers while
also asking all the questions... (Gold-

schmidt, 1995, p. 208).

One of the most important differ-
ence between single and collective de-
sign lies under the social interaction
formed among members. A compara-
tive study shows that both direct and
indirect interactions occur between
designers while team members con-
tribute to the process (Darses et. al.,
1996).

When the number of members in
a team is increased, the differences in
working processes between single de-
signer and team become more dramat-
ic and observable.

2.2. Description of the process

In addition to the final project of the
Basic Design I and II courses, students
were asked to design an invitation
(card) for the visiting jury members of
the final jury to be put into their post
boxes at the university. The students
were highly motivated because it was
going to be their first ‘products’ that
would meet with somebody else’s needs
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apart from the studio tutors as a mimic
of end-users. 45-50 students took part
in each project.

The requirements of the project can
be summarized as:

Concept: The invitation should be
appealing enough for a call. It should
reflect the idea that this is an outcome
of the learning of Basic Design course.

Functions: It should have basically
three functions: transmitting a message
(date, place, name of the course, invit-
ing expression), being put in a postbox
(collapsibility/adjustability) and being
kept as a desktop object (appeal).

Dimension: It should be suitable for
the dimensions of postboxes of the jury
members.

Graphic design and typography: The
message should be clear enough to
read and understand.

Basic Design principles: Harmony,
rhythm, unity, variety, repetition, bal-
ance, order and color choice should be
considered.

Reproduction: The invitation should
be easy to reproduce. According to a
guideline, each student should be able
to make a copy.

Therefore, the invitation includes
mainly following information:

o Call text such as “We would like to
see you in our Final Jury”

o Date and place

o The name of the course Basic De-
sign I/Basic Design I1

2.3. Phases of the project

The project has four main phases to
which students followed: Generating
ideas in the form of models individual-
ly, class voting, redesigning the select-
ed top four or five collectively, finaliz-
ing and reproducing (each student in
the class produce one copy).

In the first phase, the students were
expected to develop ideas considering
the requirements that were explained
in the previous section.

In the second phase, all developed
ideas were presented on a table where
all students and tutors had three stick-
ers to attach on their favorite projects.
They were allowed to attach more than
one sticker to one idea, which can dra-
matize and ease rating the results (Fig-
ure 1).

After determining the top four or five
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Figure 1. Pictures from voting, 2010 fall
semester.

projects and having a class discussion
on them, in the third phase students
had to work on them and improve the
most popular ones by considering the
requirements and critiques again. They
were expected to work in groups of 4-5
and come up with three alternatives
by reconsidering the principles in the
class discussion. After the alternatives
were voted in the class again, the proj-
ect to be produced was selected.

Third phase was the most import-
ant one, where the real designer of
the project disappeared and different
points of views found its place in the
project. Therefore, the designer of the
project became anonymous and from
then on it has become the “property”
of the class. This made the students to
cooperate and to feel connected to the
object they are developing. By the help
of this process, they perceived the proj-
ectas a reflection of their class. The end
of the phase was where the tutors with-
drew their critics gradually and left the
class alone to develop their own invita-
tions (Figure 2).

In the last phase, a volunteer group
(5 or 6 students) prepared a guideline
for their classmates to finalize the invi-
tation and make it standardized. They
used social networks such as Facebook
as a platform and an accelerator to
communicate. The comments on Face-
book were in ordinary language* and
were included in this section to reflect
some of the details and insider motiva-
tion of this phase. The Facebook group

comments can be classified as in the
following:

Proposing and selecting alternatives:
While they were discussing on Face-
book, at certain points the members
were proposing alternatives. Moreover,
they had to select and discuss on these
alternatives. These were mostly about
colors, materials, and fonts of the in-
vitation. Briefly, the decision-making
process included proposing, discuss-
ing and eliminating alternative design
solutions. Some students’ comments
on proposing and selecting alternatives
can be seen below:

“Shall T color the triangles? What
about using our previous thin black
material?”

“We can decide on the easier one”

“Instead of sticking black cardboard,
let’s find black sticker”

“Using sticker is more practical but
how can we do this?”

“I prefer it parallel to the base”

Discussing on timing, dimensions,
production places and cost: In Facebook
group, the students also discussed on
production process of the invitation.
They often asked when they should fin-
ish the invitation, how its dimensions
should be, where they would print it
and how much it would cost. Here are
some related students’ comments:

“I can go and ask to the place in
Besiktas. Maybe they print cheaper”

“If it doesn’t cost a bomb, we can
handle it”

“Let’s get a price. Then we can de-
cide”

“The cheaper it is, the better it is”

“Is there a possibility that it will cost
more than 1 TL? If so, then let’s forget
about”

Reflecting emotions: Since the group
was responsible for the finalization,
they shared their feelings in this group.
They felt pressure because of the dead-
line, the lack of tutor’s critiques and the
idea of collective work. These emotions
can be observed from their comments
below:

“I have stomachache because of the
depression.”

“Why do our tutors not think about
this?”

“Don’t you sometimes sit and cry?”

Discussing work distribution among
members: Every group project has its
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Figure 2. A group of student working on
invitations, 2011 fall semester.

drawbacks especially in terms of work
distribution. Likewise, Cross N. and
Cross A.C. (1995) state that “Work-
ing as a member of a team introduces
different problems and possibilities
for the designer, in comparison with
working alone” In this particular case,
volunteer group taking part in finaliza-
tion phase experienced some problems
regarding this issue. The issue of work
distribution can easily be understood
from the comments:

“All of the stuff is left to you. Nobody
cares. You are a group on your own.”

“I am getting crazy because of this
unresponsiveness. I expect some sen-
sibility”

As Cross N. and Cross A.C. (1995)
indicate the importance of “person-
al commitments” in teamwork, vol-
unteered students took initiative in
our case and their commitment com-
menced and expedited the process.

In the end, each student had to sub-
mit exactly the same invitation by fol-
lowing the instruction in the guideline.
This phase was also crucial since the
students firstly experience the terms
such as standardization and mass-pro-
duction that are highly related to the
field of industrial design.

2.4. Outcomes of the project

After analyzing the outcomes of
the projects in different semesters, it
is seen that the invitations share some
similar characteristics, some of which

Figure 3. Invitation from 2010 fall semester (left) - 2011 spring

semester (right).
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were sought in the design brief (Figure
3-4.5),

Form: Classes in different semes-
ters prefer similar basic forms such as
cubes and prisms, as they are easy to
work with and suitable to the principle
of collapsibility and adaptability. This
may be because of the directions and
considerations about easy-to-define
forms during the semester.

Playfulness: Students from differ-
ent years take playfulness as the core
concept of the invitation. They usual-
ly like the idea that the invitation card
can also be played with instinctively.
Therefore, the target group (jury mem-
bers) can spend time while they are
discovering the invitation. That’s why;
all invitations can get into at least 2 dif-
ferent positions by folding or rotating.
These positions also provide to fit into
jury members’ post boxes and to stand
on their desks.

Material choice: Each invitation has
the same materials like paper or card-
board. The students prefer to write on
it, use stickers or print. It may be partly
because of the material use during the
semester and the cost of it.

Graphical understanding and typog-
raphy: The students use basic sans-serif
typefaces. They conduct these typefac-
es by considering the surfaces of the
invitation. We tried to direct student
to use an existing type to apply on the
invitation rather than create a new type
from scratch for the quality of the fin-
ished item.

2.5. Discussion

The problem of authorship in design
has always become a problematic issue.
It has its historical basis depending on
the motive of artistic creativity. Some
examples like R. Lovegrove, P. Starck
etc. in that sense affect and motivate
young designers to decide to select this
profession. Creativity and originality
become a means and end in itself and
students sometimes tend to forget that
design is about “problem solving” in its
classical definition.

This project is an attempt to crack
this selfishness from the early phase
of design education by erasing the is-
sue of authorship in a certain point of
the process and to remind that design
is not something only about creativity
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Figure 4. First draft (top) - After designing
collectively (bottom), 2011 fall semester.

Figure 5. Invitation from 2012 spring
semester.

and originality; and not something you
create for yourself but for the social
good.

In this project, design is handled not
as a selfish, but as a goal-oriented pro-
cess. So, this section can be considered
as important since similar processes in
corporate companies are conducted.
By the help of this section, students can
learn about the real-world practices of
design in the early phase of their design
education. As it happens in corporate
level, also in this project, competitive-
ness and goal oriented-ness necessitate
erasing the owner of design and dom-
inates the success of the product and
company (in this context, class) itself.

In conventional process of design,
we can simply say that there is a direc-
tion from designer to user/consum-
er. Basically, designer’s decisions are
transferred to producers and after pro-
duction, marketed to users/consumers.

In the process of this project, the
role of designer and producer is com-
bined. That is, design students taking
part in the project act as both design-
er and producer. In the first part of the

process, the student acts as an individ-
ual designer, when developing the first
invitation for voting. In the second
phase, the top choices among other
alternatives are developed collectively.
After the completion of the collective
processes of designing and producing,
invitations are presented/marketed to
jury members considered as user/con-
sumer. In this project, tutors also act as
organizer, moderator and controller of
the process (Figure 6).

Moreover, this section can be con-
sidered as an empathetical effort for
today’s design students, most of whom
will work in teams rather than alone in
their professional life (Tzeng, 2011).
The study on strategies of teaching in-
dustrial design to the (inter)net gen-
eration suggests that “Collaboration
enables their ‘collective intelligence’ to
emerge through the pooling of knowl-
edge, research, arguments, and insights
from diverse groups of people.” (Tzeng,
2011, p. 40). In this sense, this section
reveals a Basic Design project that
cares for today’s design students’ char-
acteristics and also makes use of it in a
positive manner.

Such projects are also helpful to give
an insight about the importance of
contextual information for the purpose
of design education. The classical ap-
proach of basic design course usually
coming up with abstracted and ideal-
ized problems and solutions is cracked
with a contextual perspective in this
project. The invitation card for the jury
is a project where students feel close
and warm and adopted very easily as it
is an event, which they feel and actually

IDEA

INDIVIDUAL
DESIGNER

(CCONVENTIONAL

IDEA1

INDIVIDUAL »
DESIGNER 1 SELECTED
IDEA3 LEri

INDIVIDUAL 1 INDIVIDUAL
INDIVIDUAL \ DESIGNER1 ) DESIGNER2

COLLECTIVE

1DEA2 DESIGNER3

INDIVIDUAL
DESIGNER 3

INDIVIDUAL
DESIGNER 2

Figure 6. Distribution of roles.
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they do belong to.

Erasure of the real personality who
initiated the design idea and other per-
sonalities who worked on an idea that
they have not generated is significant
in this project. The elements of co-cre-
ation or co-design are also applicable
in different methods based on drama
techniques, persona building, ethno-
graphic approaches in different levels
and styles. All these methods could
and should be wisely transformed and
transferred to the context of basic edu-
cation with a good reading and analy-
sis of the “contextual” data.

All the processes and methodologies
in the project are developed to serve to
reach “better” design solutions. How-
ever, “better” here does not refer to an
objective but a collective and contextu-
al quality to be reached. In this sense,
in the early phase of design education
the quality of the collective process
completed in a democratic and harmo-
nious way is more significant than the
final product itself.

3. Social network as a source

This section focuses on a new type of
user research as a part of a design proj-
ect conducted in 2012 Summer School
Project Studio in the Department of
Industrial Product Design at Istanbul
Technical University (ITU), Turkey.
In this project, students were required
to get information from an open Face-
book profile by concentrating on its
demographics (age, gender, and na-
tionality), descriptive attributes, mot-
tos, likes, dislikes, hates, beliefs, activ-
ities, work attitudes, holiday attitudes,
socializations and favorite objects etc.
They were expected to propose some
keywords and concepts to describe the
persona after learning from the Face-
book profile. By depending on these
keywords, they were required to de-
velop mood boards to summarize, ab-
stract the data to generalize the perso-
na to represent a real user group. This
was supported by a project in which
students fill a fictitious shopping cart of
the persona according to the so-called
buying habits of him/her. Finally, they
were expected to act as the persona
they developed in a roleplaying session
to enliven the persona and enhance the
degree of empathy.
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This section benefits from perso-
na forms, mood boards and video re-
cordings and aims to question wheth-
er social network such as Facebook is
helpful for new and progressive tools in
design research and education.

3.1. Facebook, identity and ethical
issues

In today’s world, Facebook influ-
ences almost every single person’s life.
According to the recent statistics, there
were 901 million monthly active users
at the end of March 2012 (Facebook,
2012a). Approximately more than 300
million photos uploaded to Facebook
per day in the three months ended
March 31, 2012 (Facebook, 2012a).

According to the key facts on Face-
book, “people use Facebook to stay
connected with friends and family, to
discover what’s going on in the world,
and to share and express what matters
to them” (Facebook, 2012a).

Socialbakers.com declares that in
Turkey there are 30.771.500 Facebook
users, which makes it 6™ in the rank-
ing of all over the world (Socialbakers,
2012). About 9 users of 10 Internet
users in Turkey have active Facebook
account, which means that Facebook is
fairly popular in Turkey.

Facebook offers a personal web page
for the users, which includes a consid-
erable amount of personal informa-
tion such as birth date, e-mail address,
hometown, demographics, hobbies,
relationship status, favorite movies,
music, books, online, activities etc. In
addition to the profile pages, all us-
ers have a “wall”, where they and their
friends can leave messages or decla-
rations. Therefore, Facebook can be
considered as a platform where people
try to reflect and emphasize their iden-
tities (Zhao et al., 2008; Smock, 2010).

A self-identity is formed in a public
interaction, including the “identity an-
nouncement” and the “identity place-
ment”. While the former one refers to
asserting an identity by the individual,
the latter one is related to approving
the individual’s identity by others. The
identity is founded when “coincidence
of placements and announcements” is
formed (Stone, 1990, p. 143). It is “the
process by which people convey to oth-
ers that they are a certain kind of per-
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son or possess certain characteristics”
(Leary, 1996, p. 17).

Whereas people use their clothes,
hair, language, belongings etc. in phys-
ical world for identity reflection, they
are identified by their writings, photos
and preferences in the virtual world.
Even though the virtual and physical
worlds have similarities in the sense of
social interaction, “the virtual world
is much more self-controlled and
self-constructed” (Estoisia et al., 2009).
Moreover, self-presentation on social
networking sites differs from physical
interaction since people may “inspect,
edit and revise” (Walther et. al., 2001,
p. 109) themselves in virtual world.

In this project, the use of personal
data in Facebook is considered from
the privacy and ethical points of view.
According to legal terms in Facebook:

When you publish content or in-
formation using the Public setting, it
means that you are allowing everyone,
including people off of Facebook, to
access and use that information, and
to associate it with you (i.e., your name
and profile picture) (Facebook, 2012b).

Depending on this term, in the pro-
cess of the project, personal data is
used educational purposes only and it
does not violate the agreement given
by the rules of Facebook. Also, in the
selection of the profiles, only the open
profiles were selected to share in the
class and in this section. In addition,
names and identifiers of the Facebook
profiles are not shared and the faces in
the mood board examples are blurred
in this section.

3.2. The method of persona develop-
ment

Personas are fictional characters
first appeared as a tool in marketing,
extensively examined in Alan Cooper’s
book “The Inmates are Running the
Asylum” (Cooper, 1999). It is defined
as “hypothetical archetypes of actu-
al users” (Cooper 1999, p. 158). Even
though they are unreal, they have to be
determined thoroughly and precisely.
Cooper (1999) posits that designing a
product for general users is problem-
atic. Instead, designing for a single
person has to be used while designing
a product. In short, “the more specific
we make our personas, the more effec-

tive they are as design tools” (Cooper,
1999, p.163).

Personas are not only powerful tools
for assisting designer to better under-
stand the needs of the users, but they
also make designers not to design self-
ishly and enhance communication be-
tween design and marketing processes.

Considering methods in creating
persona, “photographs and consider-
able supporting information is provid-
ed for each of a handful of Personas
used in a project” (Pruitt and Grudin,
2003, p.313). Likewise, Long (2009)
suggests using photographs instead of
sketches and illustrated storyboards
and scenarios. Another important is-
sue in creating persona is to give the
persona a name. According to Cooper
(1999), a persona without a name is
useless since a nameless persona will
never be a concrete individual in any-
one’s mind. Moreover, Cooper (1999)
gives clues on developing personas and
making them more realistic by propos-
ing:

To make each persona more real to
everyone involved in the product cre-
ation, I like to put faces to the names
and give each persona an image. I usu-
ally purchase, for a small fee, faces from
stock photo libraries on the Web. Occa-
sionally, I've used sketched caricatures.
You can cut them out of magazines if
you want. (p. 163).

Finally, as a design tool, “it is more
important that a persona be precise
than accurate” (Cooper, 1999, p. 166).
In other words, it is more crucial to
describe the persona in a detailed
way than in a correct way. According
to Goodwin (2002), personas are de-
pended mainly on ethnographic user
data, where focusing on what users do
is used rather than asking users what
they want.

The use of persona does not mean
eliminating scenarios or any other
methods related to product develop-
ment. Instead, it is a basis on which to
generate scenarios and data collection
(Grudin and Pruitt, 2002).

All these characteristics that deter-
mine the creation and life-cycle of per-
sona have great parallels with the qual-
ity of the data presented in Facebook
profiles. These can be summarized as:

« Both have a certain name.
« Both show a “flow of someone’s day,
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as well as their skills, attitudes, en-

vironment, and goals” (Goodwin

2008).

o It is easy to focus too much on a
personas biography. Personal de-
tails can be the fun part, but if there
are too many of them they just get
in the way. To avoid this problem,
focus first on the workflow and
behavior patterns, goals, environ-
ment, and attitudes of the perso-
na—the information that’s critical
for design—without adding any
personality (Goodwin, 2008).

So all these kinds of biographical,
demographical, personal, social and
behavioral data needed for developing
a persona are readily visible and read-
able in Facebook profiles. This reveals
an easy-to-reach kind of information;
however a deep-dive critical analysis of
the profile is crucial to make decision
on what kind of information, or -more
correctly- “clues” extracted from the
profile to be useful in design ideation,
also to generalize the specific data pe-
culiar to one person to represent a so-
cial group.

So, this is an initial examination or
implementation of a process where the
outcomes of the analysis of the Face-
book profile connected to the creation
of persona as a source for design, in the
context of design education and design
research.

3.3. Description of the process

The process of the project has 3 ma-
jor phases: creating persona from Face-
book profile, developing mood boards
and role-playing. After the implemen-
tation of the project, students fill out
the course assessment form to get their
opinions about the project (Appen-
dix 1). They are required to assess the
project research phase by stating which
part they like most, which part is the
most beneficial for their education and
the most boring.

3.3.1. Creating persona from Face-
book

The process starts with developing
persona from an open Facebook pro-
file to meet the ethical standards for
the research. Students were expected
to fill persona form depending on the
written and visual data on the profile.
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In the first section of the persona
form, students were required to get in-
formation from a Facebook profile by
focusing on its demographics (name,
age, gender, nationality), descriptive
attributes, mottos, likes, dislikes, hates,
beliefs, activities, work attitudes, holi-
day attitudes, socializations and favou-
rite objects etc. They were expected to
propose some keywords and concepts
to describe the persona after learning
from the Facebook profile.

In the second section, students were
required to prepare a fictional shop-
ping list for the persona to specify and
direct the research into design choices,
also as a project to generalize the spe-
cific person as a part of a social group.
This was a session of brain storming
about the syntax of the objects he/she
uses to start building up the persona.
They had to suggest different products/
services that will fit the persona’s pref-
erences and include product category,
price, brand, technical specifications,
source and photographs. They also
explained why they chose this prod-
uct for the persona. This was a process
where the persona development was
started, rather than just reporting what
the Facebook profile contains.

Most of the students enjoyed choos-
ing products for their personas. This
made them to think on behalf of some-
body else, to have empathy and to
compose a conceptual product range
for their personas. Their comments on
preparing shopping list part support
this:

“Shopping list is the most enjoyable
part. It is really interesting experience
to decide on behalf of different per-
son”(D. Bektas).

“When I was choosing products for
my persona, I considered my persona’s
potential necessities, similar products
that she owns at her home and the
brands that she has liked on Face-
book”(M. Alioglu).

“I really enjoyed when I was prepar-
ing shopping list. Since my persona’s
budget was available, it was not diffi-
cult to shop for her. I felt like she was
real”’(O. Kenar).

3.3.2. Developing mood boards
Mood board serves as “a powerful
tool to communicate users emotions,
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experiences, aspirations, and percep-
tions to designers” (McDonagh et al.
2002, p.236). Moreover, it makes de-
signers to “communicate” and “express”
themselves without being limited to
words (McDonagh et al. 2002, p.236).
In the light of these, by depending on
the keywords that students generate
during the first part, they are required
to develop mood boards to summarize,
visualize and abstract the data to speci-
ty and differentiate their personas.

It seems challenging for students
to generate mood boards since an ab-
straction of data from Facebook pro-
file is needed. However, most of them
think that this part is beneficial in their
process. Moreover, Garner and Mc-
Donagh-Philp (2001) state that mood
boards are especially beneficial for stu-
dents since their skills are in the devel-
opment phase. Similarly, most of the
students agree with the benefits of this
phase:

“Developing mood boards was very
useful because there is a necessity for
feeling the mood from a visual” (B.
Akin).

“Mood board helped me to under-
stand the persona and to choose prod-
ucts for shopping list” (G. Altingekic).

However, the general standard of
the mood boards was not so success-

Student Name: B. Apaydin

Oy
)

* Student Name: C. Buyukozer

Student ame: B. Akin

ful because the collage of the images
was mostly a compilation of the images
in the Facebook profile, rather than a
brand new composition for further the
analysis. It worked as a tool for sum-
marizing the whole data collected,
rather than as a helpful tool for analysis
(Figure 7).

3.3.3. Developing scenarios and
role-playing

According to Carroll (1999), sce-
narios are stories, which have a setting,
agents or actors and a plot or sequence
of actions and events. Likewise, scenar-
ios, which are stories about the perso-
nas using the future product or service,
highlight additional needs. In the lan-
guage of product development, these
needs are expressed as requirements
(Goodwin, 2009).

Scenarios can foster reflection
during design process, they are tangi-
ble but changeable. They can be exam-
ined from multiple perspectives, ab-
stracted and classified (Carroll, 1999).

In order to establish more empathy
with the personas and to understand
them thoroughly, students were ex-
pected to develop scenarios and role-
play according to their personas. For
this part, they worked in pairs, creat-
ed scenarios together and acted as if

/E‘?[,i?

DUMB &1 .apsf. !

dioodboatd

Figure 7. Examples from mood boards - faces in the mood boards were blurred by the

authors.
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they were in their personas’ place. They
played a short performance together
with their partners.

For this part, it was apparently ob-
served that students enjoyed while
they were role-playing according to
their personas. For instance, one of the
students expressed that “I liked the role
playing part most, because it makes me
think and act as the persona” (B. Akin).

It was also observed that this part
was a positive crack for most of the
students who could not integrate and
involve into the project. As they asso-
ciated themselves with the persona,
they felt more eager to go on designing
for the persona they developed. It was
also a process that tutors and students
turned back, referenced and acted to
personas again and again in the follow-
ing discussions and critiques (Figure
8).

3.4. Outcomes

Students were expected to design a
product that stores anything for their
personas. They were responsible for
deciding on the details of the brief by
benefitting from the acquisitions from
the research phase.

Even if this section focuses on the
method rather than the outcomes,
some examples from the design ide-
ations are presented in order to draw
attention to advantageous parts and
some drawbacks of the project.

First of all, almost all of the students
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had problems in design phase since
they had difficulties to make analysis
and reach derivations from their re-
search outcomes to the end product.
They preferred to use explicit design
cues in their products, which made
the end products immature and not
refined. One of the reasons for this
also was the limited time left for the
ideation and finalization compared to
the time for the research and analysis
in the time plan.

For instance, one of the students (A.
Varlik) used references from his perso-
nas daily life and hobbies. Especially
in this case, there was a significant gap
between the student and his persona in
terms of gender, age, socio-cultural sit-
uation and preferences. (The persona
was a middle-aged woman living with
a prosperous husband and with two
children). Therefore, in the beginning
of the project, he had difficulty in es-
tablishing empathy with the persona.
Throughout the process, he managed
to understand his persona thorough-
ly and reflected this to the product
(Figure 9). He developed a pencil and
brush box for his persona who is an
amateur painter and likes ornamented,
floral decoration.

In another project, H. Sigman com-
bined different information that she got
from her persona. She used direct ref-
erences of the character Sponge Bob -
which her persona likes to use its prod-
ucts- in a functional way. Hence, the

Two friend personas chatting in a cafe and taking photos

Figure 8. Stills from the role-playing session.
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hallow parts in the product referring to
the material and pattern of the charac-
ter were used as storing units and the
product used as a space separator. To-
gether with the functional benefits, this
product had a cosy style, which the stu-
dent thought that it matched with the
personas lifestyle (Figure 10).

The last project is an example for
using direct visual references about
the persona. G. Altingeki¢c developed
a shelf for her persona by a direct re-
semblance to a soccer ball in her mod-
ules, because her persona was a big fan
of soccer. It was somewhat similar to
Sponge Bob project, but with less refer-
ence to the life style, rather only on the
shape itself (Figure 11).

This process can be regarded as a
contribution to the design education in
terms of generating specific and unique
solutions for an intended user group.
By the help of the unique process of the
project, students could develop specifi-
cally designed products.

Whether or not there is a perfect
match between the persona created
and the product developed for that
persona, the process was a good test of
the combination of new methods. Also,
the result of the product ideations was
so original that, students stated it was
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Figure 9. A. Varlik’s project — Pencil box.
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Figure 10. H. Sisman’s project — Partition
wall.
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Gizem Altingeki

Figure 11. G. Altingekic’s project — Shelf.

not possible to develop such concepts
and products in another process.

The effect of drama, among other
methods, was so clear and had a great
impact on expression of the students as
a person and as a designer. It was again
seen that, interactive approaches are
the best solution to warm up the hard
processes.

3.5. Discussion

In the classical process of creating
personas, conventional techniques are
mostly used; interviews, surveys and
other methods taken from ethnog-
raphy. The use of the data gained and
analyzed from Facebook, seems to be
an original and fruitful source for de-
signers. Rather than trying to find out
data from the scratch, Facebook is a
ready-made source, however waiting
to be analyzed and made use of wise-
ly. So the quality and the nature of the
analysis become critical here, because
the data gained and distilled should be
suitable and well implemented both for
the concept creation and ideation of a
new product design.

This section aims to explore the
use of social network in the context
of design education and design devel-
opment in general. In this section, the
research phase of the project was lon-
ger and more dominant; however, it is
also possible to conduct a process with
a more design focus, also with reflec-
tions from the persona him/herself.

The quotations from the students’
reflections support the focus of the sec-
tion as they learned more in terms of
method rather than product develop-
ment itself. One of the students states
that:

“...It is both enjoyable and informa-
tive to get information from Facebook
profile. Analyzing the photos, “likes”,

ITU A|Z « Vol 12 No 1 « March 2015 « K. Gelmez, H. Bagh



comments and “shares” makes me to
develop ideas. Continuing with mood
boards and developing personas teach
me new ways to get information.” (Y.
Aval).

The use of new media as a design
research source was also interesting for
the students. One of the students de-
clares that:

“This project contributes to my ed-
ucational improvement, in which I de-
veloped a persona that I did not know
before by using an online source”(O.
Kenar).

It is also observed that, using so-
cial network for research is exciting
and easy to motivate for the students
because it became almost natural to
perform this kind of research for espe-
cially young people, as a daily habit be-
cause it is the basic form of interaction
in social media.

4. The contribution to industrial
product design curriculum

This section attempts to reveal how
the aforementioned projects con-
tribute to Industrial Product Design
curriculum in order to see how these
approaches meet the standards of de-
sign education. The final part of course
catalogue forms of ITU Department of
Industrial Product Design includes the
relationship between the course and
Industrial Product Design curriculum.
As shown in Appendix 2, 32 program
outcomes are identified and the levels
of contribution are specified for each
outcome. These 32 program outcomes
embrace skills and knowledge which
students are expected to gain in Indus-
trial Product Design curriculum.

The project using collectivism as
a source aims students to work as a
team and to introduce the basic steps
and actors taking place in a typical
mass production process. Therefore,
it is seen that this project basically is
related to “multidisciplinary team-
work skills” and “entrepreneurial and
leadership skills in design” (Appendix
2; No: 18, 20). Even if this project has
no direct connection with other dis-
ciplines and cannot be considered as
multidisciplinary, it highly contributes
to develop students’ teamwork skills.
Furthermore, students are especially
able to develop their leadership skills
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while working as teams. In managing
and distributing workload among team
members, some of the students volun-
teered to work more or acted as a lead-
er by taking responsibility, while some
others played a more minor role in the
process. So, this process reveals to ob-
serve these roles and attitudes among
students. We can say that the major
contribution of this collective design
project to the outcomes of Industrial
Product Design curriculum is to devel-
op teamwork and leadership skills (Ap-
pendix 2; No: 18, 20). Other than these
major contributions, this project also
corresponds to some other program
outcomes like other project-based
courses. For instance; as almost every
project-based courses do, this project
helps students to develop the skills of:

« observing, identifying and decom-
posing problems; (Appendix 2; No:
1).

o applying creative problem solving
methods systemically; (Appendix 2
No: 3).

o creating and developing sufficient
number of alternative design con-
cepts in a given time period; (Ap-
pendix 2; No: 5).

o creating and developing meaning-
ful product forms; (Appendix 2;
No: 11).

o evaluating, choosing and using
right materials; (Appendix 2; No:
12).

o selflearning (Appendix 2; No: 26).
The other project in this paper pro-

poses a method to gather and analyze

data for the user research. This project
aims students to build empathy with
the potential users, to understand their
needs by using a social network web-
site and to transfer the research analy-
sis to the design process. Regarding the
outcomes of Industrial Product Design
curriculum, this project mainly con-
tributes to “skills research, information
gathering and analysis methods in ev-
ery stage of design process”, “research
skills for deep understanding of users
and their related processes’, “knowl-
edge and skills for understanding
physical, psychological, ergonomics,
cultural and social needs of users” and

“knowledge and skills in understand-

ing market dynamics and trends” (Ap-

pendix 2; No: 2,9, 10 and 19). In short;
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via this project, students were able to
develop research skills specifically for
data collection and analysis in user re-
search process. Besides research skills,
students also benefit from this project,
which meets different program out-
comes like other project-based cours-
es. For example, students are able to
improve the skills of:

+ observing, identifying and decom-
posing problems; (Appendix 2; No:
1).

o applying creative problem solving
methods systemically; (Appendix 2;
No: 3).

o creating and developing sufficient
number of alternative design con-
cepts in a given time period; (Ap-
pendix 2; No: 5).

o employing manual and comput-
er-aided visualization of design
concepts; (Appendix 2; No: 6).

o making 3D and 4D models, and
prototyping; (Appendix 2; No: 7).

o creating and developing meaning-
ful product forms; (Appendix 2;
No: 11).

« observing, capturing and evaluating
the changing life styles, and their
reflections (Appendix 2; No: 23).

o selflearning (Appendix 2; No: 26).
Although these approaches seem

to fit some requirements of the cur-

riculum, apparently each project has a

unique experience and outcome in its

own right as a network of relations and
connections in the education of design.

5. Conclusion

The sources that inspired our two
projects are collectivism and social
networks. Although they are various
in method and style, the way they were
interpreted as design briefs are com-
mon in that they all share experimental
understanding. Apparently, these dif-
ferent methods and interconnections
have fruitful intersections with design,
especially in the practice of design ed-
ucation. In all, the main contribution is
both on bringing originality and novel-
ty to the process and idea development,
also apparent in the resultant projects.
By the help of such experimental point
of view, students become more aware
of the potentials of different tools and
media as sources for their design ide-
ation and generation.

The inspiring starting points in
these projects can be diversified from
using social media to collective de-
sign. Whatever the case, transferring
and interpreting this kind of novel at-
tempts is significant not only in terms
of academic contribution to knowledge
but also as new sources for design ed-
ucators to be enriched with new exten-
sions and experiences.
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Appendix 1.

Summer School 2012 - Studio Class
Date:
Student Name: Student ID:

Demographics (Name, Age, Gender, Nationality etc.):
Descriptive attributes:
Mottos:

Likes:

Dislikes/Hates:
Beliefs:

Activities:

How to spend a day:
Work attitudes:
Holiday attitudes:
Socializations:
Favorite objects:
Fanatisms:

Keywords:

Selected photographs from his/her Facebook profile

Description Photograph

Shopping list

Product Description Photographs of the Product

Product Category:

Price:

Brand:

Technical Specifications:

Source:

‘What makes you choose this product?
Product Category:

Price:

Brand:

Technical Specifications:

Source:

What makes you choose this product?
Product Category:

Price:

Brand:

Technical Specifications:

Source:

What makes you choose this product?

Course Assessment

The first phase of this project consists of 6 parts:
1. Learning from Facebook profile
2. Determining keywords for your persona
3. Developing mood boards
4. Roleplaying
5. Preparing shopping cart
6. Studio critics

Considering the first phase of this project;

1. Which part do you like most? Why?

2. Which part is the most beneficial for your education? Why?
3. Which part is the most boring? Why?

4. Any suggestions for further parts?
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Appendix 2.

No Program Outcomes

1 Observation, problem identification and decomposition knowledge and skills

) Skills in research, information gathering and analysis methods in every stage
of the design process.

3 Knowledge and skills in systematic application of creative problem solving
methods

4 Skills of conceiving design concepts for innovative product and services

5 Skills of creating and developing suflicient number of alternative design con-
cepts in a given time period.

6 Knowledge and skills for employing manual and computer-aided visualization
of design concepts

7 Knowledge and skills for 3D and 4D models, and prototyping.

8 Knowledge and skills in verbal and written communication of ideas and con-
cepts.

9 Research skills for deep understanding of users and their related processes

10 Knowledge and skills for understanding physical, psychological, ergonomics,
cultural and social needs of users.

11 Skills for creating and developing meaningful product forms

12 Knowledge and skills in evaluating, choosing and using materials.

13 Knowledge in modern manufacturing methods.

14 Knowledge and skills in evaluating and using information technologies

15 Knowledge and skills for developing creative design solutions on the basis new
technology

16 Knowledge and skills in understanding and assessing company strategies and
culture

17 Planning and managerial skills for industrial design projects

18 Multidisciplinary teamwork skills

19 Knowledge and skills in understanding market dynamics and trends

20 Entrepreneurial and leadership skills in design

21 Knowledge and skills for developing analytical approaches to natural and ar-
tificial environment

2 Knowledge about the social, cultural economic and environmental context of
industrial design

23 Skills for observing, capturing and evaluating the changing life styles, and
their reflections

24 Apprehensive skills for visual aesthetic values

25 Developing attitudes for listening, inquiring, understanding, being open for
critique and self-development and renewal

26 Skills for self-learning

27 Skills for transforming local cultural values into design inputs.

28 Knowledge about professional ethics in industrial design
Knowledge about the historical development of industrial design in Turkey

29
and the World.

30 Knowledge about the legal rights and responsibilities of industrial designers

31 Effective use of professional design terminology

32 Knowledge about the role of industrial design for the social and economic

development of Turkey
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Endiistri iiriinleri tasarimi programi
icin yeni kaynaklara dogru: Kolekti-
vizm ve sosyal ag

Tasarimin dogasindaki deneysellik,
tasarimla ilgili yaratict mesleklerin egi-
tim yont i¢in de gegerlidir. Bu ¢alisma,
Istanbul Teknik Universitesi Endiistri
Uriinleri Tasarimi Boliimii 6grencileri-
ne verilen deneysel projelerin bir der-
lemesidir®. Bu projelerin ortak noktasi
iyi ve 0zgiin sonuglar: olan deneysel
yaklasimdir. Geleneksel yontemler ile
karsilastirlldiginda, bu ¢alismadaki
projeler giiniimiiz kosullarinin ve 6g-
rencilerin o6zelliklerinin dikkate alin-
dig1 yeni yontem denemeleridir. So-
nug olarak, bu projeleri ve sonuglarini
raporlayan ve analiz eden bu ¢alisma
tasarim egitiminde gelecek ¢aligmalar
i¢in yeni bir bakis olarak degerlendiri-
lebilir. Bu projeler, tasarim egitiminde
kullanilmak iizere gelistirilen yeni ve
farkli kaynak arayiginin ortak irtinii-
diir. Calisma igindeki ilk proje Temel
Tasarim egitimi i¢cin kullanilmakta
olup diger proje Endiistriyel Tasarim
Projesi dersi i¢in gelistirilmistir.

Birinci bolim, Temel Tasarim der-
sindeki bir kolektif etkinlige ornektir.
Bu proje, geleneksel bireyci anlayisa
karst olarak tasarim siirecini kolektif
bir etkinlik olarak ele almaktadir. Bu
proje 2010 yilindan bu yana 6 dénem-
dir Temel Tasarim derslerinin donem
sonlarinda uygulanmaktadir. Projede,
ogrencilerden kolektif olarak doénem
sonu final jiirileri icin davetiye tasarla-
malar1 beklenmektedir. Projenin dort
ana agamasi vardir: bireysel olarak fikir
gelistirme, oylama, secilen davetiye-
leri kolektif olarak yeniden tasarlama
ve iiretme. Ilk asamada, ogrencilerin
proje ile ilgili olgiitleri (¢cogaltilabilir-
lik, malzemenin uygunlugu, Temel Ta-
sarim dersini yansitma vb.) gozeterek
fikir geligtirmesi beklenmistir. Ikinci
ve ligiincii agamada, gelistirilen fikirler
sinifta oylanarak en begenilen 4-5 fikir
ekipler halinde calisilarak gelistirilmis-
tir. Bu asama sonunda gelinen davetiye
onerileri tekrar oylanmis olup secilen
fikir ¢ogaltilmak {izere Ogrencilere
verilmistir. Bu asamalar, ilk tasarim-
cinin fikrin sahibi olarak kayboldugu
ve projenin farkli bakis agilariyla zen-
ginlestigi kisimdir. Bu sayede, daveti-
yenin tasarimcist anonim hale gelmis
ve davetiye smifin #riini olmustur.

Bu durum 6grencilerin katkisinin ko-
lektif olarak arttigini ve grup caligma-
sinin  yogunlastigini  gostermektedir.
Son asamada, 6grencilerden davetiyeyi
hazirlanan standarda gore ¢ogaltma-
s1 istenmistir. Bu asama oOgrencilerin
Endiistri Uriinleri Tasarimi disiplinin
temel bilesenlerinden olan standartlas-
tirma ve seri tiretim mantigiyla uygula-
mal1 olarak tanistig1 kisim olmaktadir.

Bu boliimde projenin siireci ve ¢ik-
tilar1 kolektif tasarim anlayis1 1s181nda
tartisilmaktadir. Bu projenin amaci, ilk
yil tasarim Ogrencilerine kolektif ta-
sarim ve tasarimcinin sorumluluklar
tizerine farkindalik yaratmaktir.

Ikinci boliimde bir sosyal ag sitesi
(Facebook) tasarim projesi stiidyosun-
da persona gelistirmek icin bir ara¢ ola-
rak kullanilmistir. Bu projede 6zellikle
giiniimiizde 6nemli bir yere sahip olan
¢ogu Kkisinin birbirleriyle etkilesim
icinde olduklari, kimliklerini, tercihle-
rini, zevklerini, fotograflarini vb. pay-
lagtiklar1 platforma dikkat cekilmek-
tedir. Proje, 2012 yili yaz okulu proje
dersinde verilmistir. Ogrencilerin agik
Facebook profillerinden demografik
bilgilere, begenilere, inanglara, aligkan-
liklara, fotograflara vb. odaklanarak
bilgi toplamasi beklenmistir. Ardin-
dan bu bilgilerin anahtar sozciiklerle
ve kavramlarla 6zetlenmesi ve persona
olusturulmasi istenmistir. Buradan ha-
reketle bu bilgiler gorsel olarak destek-
lenmis ve bir kullanici kitlesini temsil
eder hale getirilmistir. Sonrasinda, 6g-
renciler olusturduklar1 personalar igin
kurgusal olarak aligveris yapip kulla-
nicilarin satin alma aligkanliklarint ir-
delemislerdir. Siire¢ drama etkinligiyle
desteklenmis olup kullanici ile empati
kurma diizeyi arttirilmistir. Yogun ge-
¢en kullanici arastirmalar: stireci so-
nunda Ogrenciler kullanic1 gruplar
icin driin tasarlamiglardir. Sonuc ola-
rak, bu ¢aligmanin, sosyal agin tasarim
egitimindeki kullanici arasgtirmalarina
katki getirmesi beklenmektedir.

Ozetle, bu ¢aligma tasarim egitimi
uygulamasinda yeni fikir gelistirme
stirecine yenilik¢i ve 6zgiin katki sag-
layan projeleri icermektedir. Bu deney-
sel bakis agisiyla birlikte, 6grencilerin
farkli araglar tzerindeki farkindalig
arttirllmis olup ozellikle fikir gelistir-
me siireclerine farkli kaynaklar sunul-
maktadir.
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Bahsedilen projelerdeki 6nemli
nokta, kolektif tasarim ve sosyal medya
gibi daha cagdas ve giiniimiize ait te-
malarin tasarim projeleri gelistirmede
kaynak olarak kullanilmasidir. Bu tiir-
den yenilikgi tesebbiislerin paylasiima-
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s1 akademik bilgiye katkinin yani sira
tasarim egitimcileri i¢in 6nemli kay-
nak olusturdugu diistintilmektedir. Bu
tiir yaklagimlar yeni uzantilar ve dene-
yimlerle ¢esitlendirilmeli ve zenginles-
tirilmelidir.
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