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FOREWORD

RUSSELL KENNEDY
Icograda President 2009-2011

eduNews newsletter, the Icograda archives at the University of Brighton, the Icograda Design
Education Manifesto, the biennial Icograda Education Award, our ongoing partnership with
Adobe to deliver the Adobe Design Achievement Awards and various event aligned academic

symposiums and conferences.

Icograda is committed to playing its role
in developing design research globally
and we strongly believe Iridescent has

an important role to play.

The quality of this publication certainly sets the tone for Iridescent’s future success.

Thank you to all who contributed.

Russell Kennedy

Russell is an adjunct Research Fellow at
Swinburne University of Technology in
Melbourne, Australia. He is an academic
and practitioner of graphic design and
filmmaking. Prior to joining Swinburne,

he was a senior lecturer at Monash
University. He has also been the principal
of Russell Kennedy Design, a corporate
identity consultancy, and co-director of
Onset Productions, a motion picture and
documentary company.

Russell is a Fellow of the Royal Society for
the encouragement of Arts, Manufacture and
Commerce (RSA) and a member of both the
Australian Graphic Design Association (AGDA)

and the Design Institute of Australia (DIA).
Russell often assists education
institutions within the Oceania/Asian
region and has conducted workshops with
the University of Hartford (Connecticut),
Hongik University (Seoul) and the
International Design Center (Nagoya).

In June 2002, Russell was invited

to speak on design education at the
inaugural Icograda Education Network
(IEN) Symposium in Brno. Since joining
the Icograda Board in 2003, he has been
active in the development of the IEN and
the deployment and promotion of worldwide
educational exchange initiatives. In 2007,
Russell initiated INDIGO, Icograda’s
International Indigenous Design Network.




IRIDESCENT

THE ESSENTIALS

In my daily living, designing and teaching I concentrate on the essentials. I find it impossible
to conceive anything contextually meaningful without extreme focus on the subject’s central
players, their concerns, their culture, environment and times. University students, and
designers at the office hear these same statements from me when they present something
built only on the form of marginal factors of the research and design frame.

This is probably why I like the editorial nature of lists and have an obsession for keywords.
For example, directories of keywords preceding or following journal articles make my day
because they help me select what to read and what meme to enter or not. They also help
recap and retain more of the essentials of the article after its reading.

Lists are also at the inception of most research and design efforts. I'm referring to those
precious thought maps and concept lists we elaborate before any project.

Lists of keywords are actually so useful for knowledge transferals that research papers
conventionally start with one.

Along these lines, to give the readers of this volume a concise but vivid picture of Iridescent’s
first two-year journey, I thought it would be helpful to compile a keyword list from its papers:
ancient China, blended learning, Centre on Sustainable Consumption and Production,
Chinese design education, the Chinese way, co-design, cognitive integration, collaboration,
collaborative learning, combinations of languages, communication design, community,
community of practice, confrontation, connections of scripts, cross-cultural, cultural identity,
cultural understanding, culture, design education, design internships, design philosophy,
design research, designers’ role, design thinking, development, diversity, driving force,
economic, environment, ethics, fading traditions, global communications, holistic design
culture, human-centered design, human rights, industry, innovation, integrated learning,
interdisciplinary, international multi-cultural students’ network, intersubjective, labour,
learning space, lightness, memory reliance, MIAD, multi-disciplinary, online, online teaching
tools, the other, participatory action research, pedagogy, place-making, practice-led, practice
of education, re-directive design, regional traits, responsibility, service learning, Singapore,
social advocacy, social and environmental awareness, social design, socially relevant,

society, start of design education in contemporary China, studio-in-the-studio, sustainable
livelihoods approach, Thailand, trans-modern, visual conversion.

This multitude of issues reminds me
of how design research, similarly to the
meaning of the word Iridescent, is very
polychromatic not only in its topics of
exploration, but also in its approaches.




INTRODUCTION

OMAR VULPINARI
Icograda Vice President / Iridescent Editorial Director 2009-2011

In these two years in fact we’ve witnessed
research on/for/by/through/before/and
after design. We’ve featured design research
that is historical/futuristic/comparative/
qualitative/quantitative/ethnographic/
ethics-based/practice-led... oops, there

I go again, another list...

Regarding my personal experience, acting as Editorial Director for the first two-years of
Iridescent has meant for me determining the editorial strategy and team, identifying and
inviting editors and peer reviewers, establishing procedures, directing designers, and also
monitoring, integrating and correcting the course when necessary. It also meant peer reviewing
myself many abstracts to be on the field and able to closely follow the birth of the papers.

In this journey we all learned very much about design research and its journalism, of course
making many mistakes on the way. Fortunately, the team was very professional and passionate.
My deepest gratitude goes to Icograda President Russell Kennedy for his support and faith,
Supervising Editor Max Bruinsma, Icograda Managing Director Brenda Sanderson, Project
Manager Diala Lada, our peer review committee and mostly, to our authors and readers.

Omar Vulpinari

Omar Vulpinari is Vice President Icograda
and Co-chair Icograda Design Education
Manifesto 2011.

He is Director of Expanded Media and Head
of Visual Communication at Fabrica, the
Benetton Group research centre.
Vulpinari’s work focuses on practice
research in expanded media for social impact.
Creative Director on projects for UNWHO,
UNICEF, UNESCO, The World Bank, Lawyers
Committee for Human Rights, Witness,
Amnesty International, Reporters Without
Borders, The New Yorker Magazine, Walrus
Magazine, Design Issues - MIT Press
Journal, Cult TV - Fox International.
Fabrica’s work under his creative direction

has been featured by international media
and in exhibitions at the Centre Pompidou
Paris, La Triennale Milan, Red October
Moscow, the Shanghai Art Museum,

the GGG Gallery Tokyo, the DDD Gallery
Osaka, and the MAK Vienna. Vulpinari
teaches Communication Design at the IUAV
University of Venice in San Marino.
Co-editor for Phaidon’s first edition of Area:
100 Graphic Designers and contributor

to Steven Heller's Becoming a Graphic
Designer for Wiley and The Education of

a Graphic Designer for Allworth Press.
Vulpinari studied Visual Communication

at the Albe Steiner Center in Ravenna and
the University of Bologna.

Born in San Marino and raised in the
United States. Living in Treviso, Italy.




IRIDESCENT

IRIDESCENT - A PRISM ON DESIGN RESEARCH

The nicest synonym, I think, for ‘iridescent’ is ‘prismatic.’ It’s what a research journal

should do: filter the luster and see what it is composed of. This is all the more useful in the
field of design research, for all too often design is seen as a prettifying profession. Design’s
iridescence may distract from the serious nature of its mission, which is to provide the world
and its inhabitants with sensible, well made, sustainable and culturally meaningful products.
Research is needed to examine and define the parameters of each of those aspects, to analyse
and test the value of realised projects, to consider paths for future development and to
educate young designers for a dynamic craft.

Such research results in a different kind of kaleidoscopic brilliance, the mosaic of all the
intellectual efforts made by practitioners and scholars worldwide who investigate the myriad
contexts in which design operates. Iridescent’s mission is to filter out the gems from this
multifarious productivity and present them to a world of design professionals who care

for deepening their understanding of what they do. Although for the sake of overview and
comparison we try and find themes to sort the vast expanse of possible entries, we know that
all design research is serving one underlying end: to collectively build a sound theoretical
foundation for design’s cultural, social, political, economical and educational practices.

In this first printed volume, Iridescent presents a first selection of the papers we have

published online so far. Within the themes chosen for this volume a wide range of entry
points and outlooks testify to the breadth of the field, and to its international scope.

Local design practices are inextricably
connected to the global contexts of trade,
culture and politics. And localised research
can give as enticing incentives for globalised
procedures of design and education as
research on global conditions for design




FROM THE EDITOR

MAX BRUINSMA
Iridescent Supervising Editor 2009-2011

can inspire local practices. This is mirrored
by Iridescent’s mission to connect research
endeavours from all continents to a globally
spread audience of fellow researchers and
design practitioners.

All of this to stimulate thought and inquiry. As any craft, that of design will become stale with
routine if not fueled by fresh knowledge of its practices and paradigms. Iridescent’s prism is
intended for this purpose: a resource and a tool for enlivening design’s discourses.

Max Bruinsma

Max Bruinsma is editor-in-chief and
co-publisher of Iltems, the Dutch review
of design. Based in Amsterdam, the
Netherlands, his critical writings have
been featured in major Dutch and
international art and design journals (a.o.
AIGA Journal, Blueprint, Eye, Etapes,
Form, ID, Idea) since 1985. In 1997, he
succeeded founding editor Rick Poynor
as editor-inchief of Eye, the international
review of graphic design, in London. Prior
to this, Bruinsma published and edited
several books on (graphic and new media)
design and taught at the Gerrit Rietveld

Academy and the Sandberg Institute in
Amsterdam. In 2003 his book ‘Deep Sites,
intelligent innovation in contemporary
webdesign’ was published by Thames &
Hudson, in English and French editions.

In 2005, Max Bruinsma curated a major
exhibition on the cultural significance of
communication design, ‘Catalysts!’, for the
ExperimentaDesign biennale in Lisbon, for
which he is currently curatorial and editorial
consultant. He was a music editor and
program maker for VPRO, a Dutch radio and
television broadcasting organisation and an
advisor for various Dutch cultural institutions.
In 2005, Max Bruinsma received the Pierre
Bayle Prize for Design Criticism.




. VOLUME 1 . 2009 - 2011

IRIDESCENT
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ICOGRADA EDUCATION NETWORK CONFERENCE 2009: DESIGN EDUCATION AND DIVERSITY

Collaboration
Confrontation

Diversity

Ethics

Global communications

BRIDGING DIVERSITY: ETHICAL CONSIDERATIONS
IN DESIGN EDUCATION
AUDRA BUCK-COLEMAN, ANN MCDONALD, MARK BIDDLE

ABSTRACT

At its most fundamental level, design is about intention and action
towards a desirable end. Design graduates are entering a professional
world where street-savvy audience profiling is required daily. For these
future architects of our communication environment, the challenge

of preparing effective, ethical messages grows as the ethnic complexities
of global culture continue to emerge. To this end, design education should
emphasize intention and reception towards ends that are responsible

in a societal context.

Sticks + Stones, a multi-university collaboration curriculum project,
emphasizes that designers occupy positions of power in our global
culture, that this power must be used responsibly, and that designers
should assume proactive roles in support of community and society.

In addition, the project explores interpersonal and intercultural issues
among students diverse in ethnicity, religious practice, heritage, gender,
and sexual orientation. Sticks + Stones’ innovative course structure

and curriculum expands students’ knowledge of regional and global
subcultures, forces a reconsideration of existing pre-conceptions,

and exposes some of the fallacies embedded in the common act of
stereotyping groups and individuals.

The 2010 Sticks + Stones iteration will gather design students from
China, Turkey, Germany, and the United States to follow a collaborative
curriculum that sometimes requires risk-taking and confrontation
on the way to understanding between individuals and groups.

The curriculum will include traditional studio work, participation in
online forums, and an international symposium in Berlin. This vibrant
yet historically conflict-ridden city provides an appropriate backdrop for
a curriculum addressing individual identity, propaganda, and the potential
perpetuation of stereotypes by communication designers. Through
design projects and forthright discussions about image perceptions,
faculty will challenge students to (re)evaluate the stereotypes they hold
of others, analyze the potentially unethical and stereotypical messages in
contemporary design works, and then create small group and collective
pieces in response to issues of stereotyping as they impact views of
immigration. Visits to the Holocaust Memorial, the Berlin Wall, and the
Jewish Museum will enrich the students’ work and discussions. Online
interaction will play a significant role in facilitating group participation
and extending the project to a wider audience. Project followers will

be able to track the progress and observations of students as well as

add their voice to the dialogue.

Presenters will discuss the challenges and opportunities of
multi-university collaboration curricula that integrate ethics into
traditional, profession-oriented design education. Producing such a
project includes bridging language gaps, overcoming institutional,
governmental and political obstacles, and coordinating diverse
international pedagogical practices.

12



9
OF ONLY g Lo

i THE LOWEST
&\ s o
; 1,

sesov FEf)
iMPORTATION OF
B ARBARIAN §
COUNTRY MUST BE 6T

i BALLOT o BULLE

(SHONS

HEY ARE DI i
0US, IMMORAL
,"” NISH

1. Throwing down the ladder by which they
rose. “The ‘Chinese wall’ around the United
States of America.” Harper’'s Weekly,

July 23, 1870.

2. “The Chinese Question: Coolie, slave,
pauper and rat-eater” Harper's Weekly,
February 18, 1871.

Figures 1 and 2 exemplify the United States’

treatment of the Chinese during the Gold
Rush of the 1800s. Once welcomed

to build the transcontinental railroad,
Chinese immigrants were banned in 1882
out of fear that they were taking jobs away
from native workers.

FULL PAPER

“Designers and what they do have never been as valued as they
are today, and that gives us the opportunity (as well as the duty)
to responsibly use design to make a difference.” - David Berman,
Do Good Design: How Designers Can Change the World.

It is an understatement to say our world is substantially changing
with access to affordable digital technologies that allow instant global
communication. Technology encourages the rapid flow of information and
opinion across international borders, facilitating a worldwide exchange.
As Thomas Friedman describes in The World is Flat, recent technological
and social shifts, including digital online collaboration and the fall of the
Berlin Wall, among other forces, have allowed us to view the world as a
seamless whole. (Friedman 2005) Yet despite this outlook of potential for
increased cohesiveness, we often remained focused — potentially with
adverse effect — on disparities rather than common ground. We instinctively
order our worlds by categorizing and grouping people according to common
characteristics. Unfortunately these generalizations often lead to false
assumptions and unhealthy relations. Ethnic diversity can be a source
of clarification or obfuscation. As populations migrate across national
boundaries, each country confronts the social discord spawned by immigration.
Whether it is the push of contrary political forces or the pull of a
promise for a better life, migration today affects every region of the world
with unprecedented force. Since 1970 global migration numbers have
more than doubled. Today international migrants makeup three percent
of the Earth’s population — an estimated 214,000,000 people (United
Nations 2009) — which is enough to comprise one of the five largest
countries in the world (U.S. Census Bureau 2009). In 2000 75% of the
international migrants were living in just 12% of the world’s countries.
During this time the top three immigrant-receiving countries were,
respectively: the United States with 35% of the immigrant population,
Russia with 13.3% and Germany with 7.3%, according to the International
Organization for Migration (Bailey 2008: 5). This increased migration
combined with a declining global economy has refueled the waves of
anti-immigration sentiments and divisive propaganda; historically anti-
immigration opinions rise when the economy declines (Shah 2008).
As explained in the Harvard International Review: “Immigration
has always generated ambivalence during the best of times and hysteria
during the worst. Historically immigrants in the United States are loved
but only looking backwards: celebrating their proud achievements after
the fact, while remaining deeply anxious about any further migration in
the here and now, has been the constant pattern from the end of the 19%
century to the end of the 20t century” (Bailey 2008: 21).
Recent global events confirm this outlook on immigrants:
oIn 2005 Paris suffered violent riots led by groups of unemployed
or underemployed youths, primarily children of North African
immigrants, protesting the unemployment and negative
treatment of immigrants.
¢In 2006 the United States saw protests, boycotts and other
demonstrations opposing tighter restrictions on immigration.
e Last summer more than 140 people died and 800 were injured during

13
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3. “If you think I'm illegal because | am
Mexican, learn the true history because

I'm in my homeland” Immigrant rights march
for amnesty in downtown Los Angeles,
California on May Day, 2006.

4. Stopp Minarettverbot, Propaganda
posters such as this one helped convince
the Swiss to vote in favor of banning the
construction of minarets.

riots in Urumgqji, China. The riots reportedly spawned over
the discrimination and treatment of minority group Muslim
Uyghurs by the majority Han nationalists.

e France continues its debate regarding limiting the traditional
religious dress of immigrant Muslims.

e Tensions persist over Turks’ immigration status and assimilation
in Germany.

¢ In November 2009 the Swiss, out of a growing anxiety about
increased Muslim immigration and the spread of Islam, elected
to ban construction of minarets on mosques.
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The heightened emotions combined with a declining economy help
establish a climate where residents believe exaggerated and false claims
about immigrants’ detrimental or even dangerous status. It is in this
climate that stereotyping and xenophobia flourish. Visual depictions
have been used to express the current majority’s anxiety of potentially
losing power and being outnumbered by the “other” or foreigner.
Graphic designers can easily become complicit in these detrimental
graphics if they are unaware of their own biases or the false propaganda
in the media stream. Sticks + Stones, an iterative multi-university
collaboration, emphasizes the positions of power designers occupy within
our global culture, that this power must be used responsibly, and that
designers should assume proactive roles in support of community and
society. In addition, the project explores interpersonal and intercultural
issues among students diverse in ethnicity, religious practice, heritage,
gender, and sexual orientation. Sticks + Stones’ innovative course structure
and curriculum expands students’ knowledge of regional and global
subcultures, forces a reconsideration of existing pre-conceptions, exposes
some of the fallacies embedded in the common act of stereotyping
groups and individuals and raises awareness about the historical and
contemporary propaganda forces.

Design graduates will soon enter a professional world where street-
savvy audience profiling is a daily requirement that grows more important
as the ethnic complexities of our global culture continue to evolve.

If false stereotypes seep into graphic communication, the malignancy can
negatively influence its mass audience. The principle axiom driving Sticks
+ Stones is that the more communication designers know about each
other, the better we can shape responsible expressions for increasingly
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diverse populations. Project curricula are challenging and unorthodox,
sometimes encouraging students to label and confront one another

on the road to self-awareness and more informed perspectives. Through
studio projects, readings, writings, discussions, online forums and an
international symposium, participants will penetrate the subtle texts

of other cultures to discover where our real and imagined similarities
and differences truly reside. Sticks + Stones intends to propagate tolerant,
socially minded designers through innovative, collaborative curriculum
that takes a responsible worldview.

Universities have consistently sought to expand students’ horizons
and to increase the exchange of ideas in order to foster critical discussion
and encourage innovation. Syliva Hurtado, an education scholar at the
University of Michigan who specializes in diversity issues, confirms this
need: “Students who interact with diverse peers also report more frequent
discussion of complex social issues, including such things as the economy
and major social issues such as peace, human rights, equality, and justice.
These studies indicate that students who interact with diverse peers
demonstrate more complex thinking that is linked with both cognitive
and social development” (1999). In addition to diversity among peers,
the design classroom is being expanded to foster increased awareness of
design’s role in identifying and addressing social needs through projects
that engage a community or tackle a civic process. Design education has
recently begun to address the need to bridge cultures and disciplines,
reaching over to anthropology and sociology for curricular support.

In a recent initiative, the American design organization AIGA has
defined trends and identified essential competencies that designers will
need by the year 2015—if not today. In addition to traditional formal visual
communication skills, these requirements include: the ability to work
in interdisciplinary teams, the “ability to construct verbal arguments for
solutions that address diverse users/audiences” and the “ability to work
in a global environment with understanding of cultural preservation.”
AIGA’s noted projections suggest that designers will increasingly need to
rely on expertise from the social sciences and humanities in order to solve
problems in a global market where there is a need to “understand both
differences and likenesses in audiences” and to navigate a “reconciliation
of tension between globalization and cultural identity” (AIGA 2009).

Many design programs have initiated projects that encouraged
student groups to work with non-profit organizations in the design
of communication materials, but the work of identifying need and then
creating work that engages a specific issue or community represents
a further expansion of the design studio. Early student work as part
of the U.S. Design for Democracy project and more recently Project M
in their focus on “act locally” (inspired by Sam Mockbee’s Rural Studio
which built structures for communities for more than a decade) challenge
students to realize that their work can have “a positive and significant
impact on the world” (Project M 2009). By creating work that engages a
world beyond the classroom, design education and visual communicators
can begin to respond to global and local community pressures and foster
an increased understanding of others.

15
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Social experimentation in the classroom

From the beginning in 2005, Sticks + Stones deliberately gathered diverse
design students to explore how their places of study influenced their
visual communication messages. Students are encouraged to talk openly
about stereotypes and to shed political correctness and engage candidly
on the touchy issues of race, religion, and socioeconomic class. The first
iteration of the project in 2005 brought together U.S. design students from
Odgen, Utah, located outside Salt Lake City, and Birmingham, Alabama.
Inherent in this pairing was the common intensity of each region’s
religious devotion — Southern Baptists in Alabama and Church of Jesus
Christ of Latter-day Saints in Utah — and contrasting racial makeup and
related historical strife: Ogden, Utah’s population is 88% white and only
1% black and did not play a role in the Civil Rights Movement in the
United States whereas Birmingham, with a population that is 58% white
and 39% black, was a primary location for pivotal Civil Rights events,
including Martin Luther King Junior’s letter from a Birmingham Jail

and the nearby march at Selma, Alabama.

The 2006 project expanded to include students from Massachusetts
and California to further diversify the demographics representative of
the continental United States. Specifically, the 49 participating students
embodied 16 ethnic backgrounds, 13 religious affiliations, and eight
countries including Iran, El Salvador, Spain, the Philippines, Japan and
Columbia, and this diversity provided the framework for their discussions
of stereotypes, labeling and racism.

On their home campuses students tackled assignments that
challenged their perception of their fellow Americans and met
mid-semester in Los Angeles for a three-day workshop. Students toured
the Museum of Tolerance and J. Paul Getty Museum in Los Angeles;
both offered exhibits on Nazi propaganda. These works gave students
added perspective on the potential negative effects of their chosen
profession. Students engaged in awareness-raising exercises, discussed
prior assignments including the labels and terms they had used to
describe others’ works, and generated poster designs that confronted
stereotypes addressed in those discussions. Once students returned
home, they created stereotype-awareness raising works for their
respective communities. Works from the overall iteration were curated
into an exhibition that opened at the Birmingham Civil Rights Institute
in Alabama and subsequently traveled to Utah. (See the Sticks+Stones
website at www.sticksandstonesproject.org for images of student work.)

Faculty collaborators found the three-day symposium, travel
component — for 2006 to Los Angeles — and the increased diversity
of the group were three of that iteration’s most successful aspects, and
decided to expand for the 2010 iteration. This year’s iteration will reach
across the globe to include 60 design students from China, Turkey,
Germany, and the United States. The collaborating students’ countries
represent an even greater diverse political culture, ranges of expressive
freedom, socio-economic class, and religious devotion with likely
disparate views on a multitude of issues including stereotyping, racism
and immigration, which will serve as the framework for the 2010
Sticks + Stones curriculum.
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I'VE CHANGED

#A.aRouche www.larouchepac.com

5.

5. Poster for Mass Distribution:

“I've Changed!” U.S. President Obama
with Hitler-like mustache offered on
LaRouche Political Action Committee’s
website as pdf “mass distribution” poster.

This curriculum will begin with each body of students again
meeting on their respective campuses, reading and discussing assigned
texts on stereotyping and propaganda design. Students will complete
projects that challenge their ideas of propaganda and initiate research
into immigration. The 2010 Sticks + Stones iteration delves deeper
into multiple complex issues, and thus requires a more extensive travel
component. Students will then gather for a two-week symposium
in Berlin, Germany, an appropriate backdrop for addressing individual
identity, race, history and propaganda. It is a key European city for higher
education and research and has been recognized by UNESCO through
the “Creative Cities Network under the framework of Global Alliance
for Cultural Diversity” as a City of Design. Discussion and project work
will be enriched by visits to the Berlin Wall, the Holocaust Memorial,
the Reichstag, and the Jewish Museum as well as other local art and
design venues. The historical relevance of the Nazi propaganda will
be compared to today’s rhetoric, including the images likening U.S.
President Obama to Hitler.

In Berlin students will introduce themselves to the group through
visual presentations and will chronicle the stereotypical, racial, and
immigrant issues in their country. By having students step into the role
of “teacher,” in addition to serving as “pupil”, these participants will learn
first-hand about global stereotypes and their consequences. Forthright
discussions about beliefs, ideologies and their ramifications will be
combined with intimate experiences in a foreign land. Although the
Berlin students will be in familiar territory, they will have the opportunity
to gain a new perspective on their home country through the eyes of the
foreign students. These “teachable moments” provided by the Berlin
symposium are essential to the goal of the project: to understand the
“other” on a personal level.

As a frequent destination for immigrants, Germany struggles with
national and European immigration policies. While it has made progress
toward an inclusive state, it still struggles with national and European
immigration policies (Stritzky 2009). Turkey is another country highly
influenced by a large flow of immigrants, primarily those fleeing violent
conflicts in Iran, Georgia and Iraq. Turks also influence Germany as they
comprise the second largest group of immigrants in Germany yet have
difficulty assimilating into that culture (Deutsche Welle 2009). Political
tensions in the Middle East stifle Turkey’s economy whereas China’s is
burgeoning into a dominant global force. The Chinese are proud of their
technological innovations although last year’s conflicts in Western China
burden the country with the associations of repression and ethnic strife;
in 2004 China also claimed the largest peacetime migration in human
history as more than 10 percent of the country’s residents moved from
rural areas into the cities (Roberts 2004). The United States reputation
for being an inclusive “melting pot” has most recently been tarnished by
the frequent protest and unrest associated with Latino immigrants, racial
profiling of Middle Easterners associated with 9/11 and racist treatment
of persons of color. The collective histories of these countries successes,
downfalls and migrant-related strife will provide essential context for the
overall group activity in Berlin.

This body of students, diverse in custom, life experience, and closely held
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beliefs, will gather in one location for debate and collaboration on

the issues of stereotyping, racism, xenophobia, and migration—all through
the lens of visual communication. And as the weakened global economy
demonstrates, we are all closely connected and interdependent, no matter
what physical distance might lay between our communities and countries.

The role of technology

Today’s education communities are calling for greater emphasis on
collaboration and on bridging international cultures, and technology

is an integral component to contemporary collaborative endeavors.

The Open Education movement’s key tenet is that “education can

be improved by making educational assets visible and accessible

and by harnessing the collective wisdom of practice and reflection”
(Tiyoshi and Kumar 2008). Web 2.0 social networking tools have fostered
a culture of sharing that promotes contribution and distribution by many
as opposed to a few experts. Design educators taking advantage Web 2.0
open source tools for class use can foster transparency in dialogues with
students and between peers and encourage responsibility and increase
the visibility of design process.

John Seely Brown and Richard Adler in “Minds on Fire” a call
for “Learning 2.0,” look at how participatory media shifts the focus of
attention from content of a subject to the learning activities and human
interactions around which that content is situated “from access to
information to access to other people” (Brown and Adler 2008). They
examine ways in which “open participatory learning ecosystems” support
active, passion-based learning. In making their argument they cite the
design studio system as an example of social learning with guidance
by a practitioner, where students work together in a common space
and peripherally participate in each other’s design process by listening
to instructors’ critiques of other students’ projects. Through small group
and collaborative projects the relationship of instructor to student is
shifted to a peer-to-peer model. The implementation of social networking
software as part of course exchange has the potential to shift the role
of instructor as expert even further afield.

Sticks + Stones 2010 will use a project website to form a common
project community and exchange process virtually before students have
met face-to-face in Berlin. Faculty will design the framework, but it is
only through student uploads and posting that the online class commons
will be fully realized as a space of exchange. Through peer-to-peer
exchanges, both teaching and learning can occur without faculty
as a necessary conduit. Potentially volatile topics in non-monitored
exchange can lead to misunderstandings and heated debate, but the
faculty will strive to minimize these occurrences by establishing a clear
framework for and expectations of the project and through ongoing
monitoring of the site’s content. The project website will allow increased
visibility of the design process as each step is documented and uploaded.
Work is then viewed in comparison to work of peers in students’ home
classrooms, globally by the Berlin 2010 group, and ultimately by the larger
Sticks + Stones audience.
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Raising the stakes

The lessons learned from exercises, design assignments, discussions

of stereotypes, racism and immigration as well as field trips to Berlin
destinations will culminate in a project addressing the truths and myths
about immigration. By tackling a topic lacking a knee-jerk solution and
firmly established facts, students will be challenged to sift through the
information regarding immigration and find the productive facts around
which to build their design project. As an installation in a public space
with a companion website, the collaborative exhibit will have a higher
profile than most design studio assignments. Students will be asked

to consider both a physical audience in Berlin and a potentially larger
global audience that can participate through the project website and
possible global reinstallation exhibition. After installing and reflecting
upon the exhibit’s reception and returning to their home campuses,
students will be asked to further populate the online exhibit component
by soliciting stories and information from people diverse in generations,
ethnic backgrounds, and migration-related experiences. Simply working
through the task of graphically representing issues of such complexity
calls up the principles of responsibility and truth to message in addition
to compromise. Students will be challenged to balance the constraints
of specific cultural values against an objective ethic that portends we all
exist in an ultimate melting pot.

Asking students to expand their creative work beyond what is
possible in their home environments entails certain risks. Politics,
religion, censorship or simply social discomfort may cloud the horizon
of unlimited possibility, but this also increases the stakes and challenges
each individual to scrutinize country, community, religion, and family
on the influences they hold. This body of students, diverse in custom, life
experience, and closely held beliefs, will gather in one location for debate
and collaboration on the issues of stereotyping, racism, xenophobia,
and migration—all through the lens of visual communication. Will
students freely push for an objective, comprehensive report on the social
complexities of immigration in their countries? As an installation in
a public space with a companion website, potentially with international
viewers, the capstone project will have a higher profile than most design
assignments. Students must carefully consider the installation’s diverse
audience—an effective dose of reality for pre-emergent professionals.

Conclusion
Students will bridge native languages, global time zones, and cultural
norms to create an important learning experience. What endures in the
student’s mind is that design is power, and that power is best used to
celebrate our individuality even as we revel in our new sense of cultural
unity across the planet. Sticks + Stones faculty collaborators create new
curriculum by recording its processes and regarding itself as an ongoing
research project that probes vital new questions and invites other faculty
and institutions to sprout new curricular shoots in similar directions.
Sticks + Stones 2010 asks an international network of faculty to
participate in developing curriculum and calls upon students to make
visible their missteps and preconceptions about the image-related issues
of stereotyping and immigration. Sticks + Stones faculty collaborators
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create new curriculum by recording its processes and regarding itself as
an ongoing research project that probes vital new questions and invites
other faculty and institutions to create curriculum in similar directions.
Perhaps if today’s design students can appreciate the value of making a
difference then the next generation of design professionals might realize
a measurable, positive effect on our world.
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ABSTRACT

Could you trust someone you had never physically met to successfully
collaborate with you on a design project?

As online communication technologies rapidly evolve, the creative
industries continue to move towards globally networked and interdisciplinary
modalities of practice. These inescapable shifts in the ways designers
work have challenged many long held assumptions about the nature
of individual design processes.

Such revolutionary changes mean that designers must increasingly
master new skills to effectively communicate and collaborate in online
environments with colleagues from different cultures, disciplines and
locations world-wide. Since they may never meet face-to-face, the success
of this new working methodology relies on high levels of trust between
practitioners, both personally and professionally in order to achieve
effective design outcomes.

In turn the need for design educators to equip students with skills
to thrive in the face of this new industrial paradigm is highlighted.

Trust is integral to developing the personal and professional relationship
building and collaborative skills necessary for contemporary digital
working practices. By being sensitive to, and cognisant of these issues,
educators can initiate and implement strategies that help create the
right conditions for trust to emerge between participants in online
learning scenarios.

In reality however, the relative suddenness of this shift has seen some
educationalists engage in unconsidered responses to this challenge. In the
rush to embrace online technologies, the social and cultural dimensions
of online pedagogies are often neglected while the relative functionality
of digital tools and spaces is given prominence.

Drawing upon three specific case studies of very different applications
of online learning in a design context, this paper aims to highlight the
impact that fostering positive, interpersonal, interdisciplinary and
transcultural relationships between students in online design education
can have upon their levels of trust and the effectiveness and outcomes
of their online collaborative processes.

The projects examined were conducted by COFA Online and The
Omnium Research Group at The College of Fine Arts (COFA), University
of New South Wales, Sydney, Australia. Each case study examines
particular dynamics associated with global, local and cross-cultural
contexts. They include:

e Global - Fully online Masters of Cross Disciplinary Art and Design
eLocal - Blended Learning at The College of Fine Arts
e Cross-Cultural (Australia and China) - The Collabor8 Project,

East-West online design collaboration

By triangulating data that examines student/teacher experiences
through online surveys, interviews, responses to targeted online
discussions and peer reviews, this paper outlines online pedagogical
approaches that have successfully engaged students in active,

22



1. ‘New Oxford American Dictionary, 2™ Edition’,
ed. Erin McKean 2" Edition ed. (New York:
Oxford University Press, Inc, 2005).

collaborative and trust building online learning environments. It also
pinpoints problems that can occur in online teamwork related to trust,
communication and interpersonal relationships, and investigates several
potential solutions.

If strong human-to-human relationships are seen as the foundation
for effective collaborative design practice online, educators will be helping
emerging generations of designers maximise their creative potential in a
globally competitive market where online collaborative, cross-cultural,
interdisciplinary creative skill-sets are demanded as the ‘norm’.

FULL PAPER

Introduction

COFA Online (COL) is responsible for the development and management
of a wide range of fully online and blended undergraduate and
postgraduate courses in art and design disciplines at the College of Fine
Arts, The University of New South Wales, Sydney. COL develops and
disseminates online pedagogy and training and in 2007 expanded its
offerings to include a fully online Master of Cross-Disciplinary Art and
Design program, with students and lecturers participating from around
the globe. It has since assisted in adapting existing face-to-face classes
for blended learning and has instigated further research in projects such
as The Collabor8 Project (C8), which investigated the challenges faced
by online learning in cross-cultural online contexts.

Through ongoing research, evaluation and refinement COL has
developed insights into the different pedagogical approaches required
for online learning, especially within collaborative art and design
processes. Through three separate case studies, this paper highlights
problems and issues, and suggests strategies that can be adopted when
working with fully online, blended and cross-cultural scenarios.

Defining trust
The New Oxford American Dictionary, 2* Edition defines trust as the

“..firm belief in the reliability, truth, ability, or strength of someone

or something...”’. Anyone working in an effective team understands the
importance of trust in achieving goals through collaboration. Conversely
many have experienced a breach of trust and the consequent poor
outcome or bad feeling that arises. As in the ‘real’ world, trust is essential
to successful transactions online, and online learning is no exception.

Three case studies
(1) Global - Fully online master of Cross-Disciplinary Art and Design
Meeting educational demands in an online creative world
Creative professionals are more connected than ever before via electronic
networks that impact on collaborative processes and challenge traditional
boundaries of time and space. COL responded to this paradigm by
embracing a collaborative pedagogy in its global, fully online Masters
Degree in Cross-Disciplinary Art and Design. Students cooperate on art
and design projects, engage in online discussions, and offer peer feedback
in the form of constructive criticism and support. Students and lecturers
from around the world work together to develop trust within the online
learning environment, and ultimately in each other to collaborate
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effectively, mirroring the reality of contemporary practice within
networked digital industries.

Encouraging trust through pedagogy
Never meeting face-to-face can initially be daunting for some students.
Differences in disciplinary background, levels and types of experience,
and the characteristics of online communication are all potential barriers
to forming effective collaborative relationships.

Strong interpersonal skills and a sense of trust are critical facilitators
for effective and rewarding learning experiences. Careful consideration
has been given to designing the online learning activities that students
undertake to establish the optimum basis for trust building. One such
example occurs in the online orientation program that all new students
complete at the commencement of their study. Students are asked to
create a detailed online profile of themselves, along with a ‘visual essay’
encapsulating personal history, current location, creative works and
inspirations. By allowing students to express themselves in this way, the
online environment in which they will study is unobtrusively introduced,
and the students’ own personality is invested into the learning community,
which in turn increases their sense of intrinsic motivation2.

Students begin to engage with each other by reviewing one another’s
visual essays, discussing the effectiveness of stories being told, and
identifying common interests or goals. By completing this task, students
gain confidence in the technological environment they are using, and
importantly, they also make personal connections that create friendships
and establish a level of trust that often intensifies throughout their study.

“...this has been a very enriching experience for me... all of a sudden
names are now people and faces are now human... everyone seeking
something, flawed and imperfect and even more precious for that... thanks
for this - I mean it...” Student, Orientation Program 2008

What issues can occur?
Two predominant, interrelated issues that have the potential to erode trust
amongst students are the communicative limitations of online technology,
and their effect upon collaborative teamwork.

Asynchronous message boards can be effective for meaningful
dialogue across several time zones; yet can also create their own unique
issues. Devoid of the facial expressions and body language we are
accustomed to interpreting in face-to-face discourse, the tone of written
communiqués can sometimes be misinterpreted in a high-pressure
discussion or teamwork situation®.

This may generate mistrust or resentment - particularly in tasks where
students are collaborating on a single project. Such misunderstandings
can intensify if students don’t define an agreed frequency of online
communication within their team. Trust may be further eroded within
a team when students fail to communicate regularly, leaving peers feeling
unsure about each member’s participation and commitment to the group.

How were these issues addressed?
Regular communication is essential for online collaborative work. Students

should be encouraged to define roles, responsibilities, timelines and

24



4. Xiaojing Liu, Richard J. Magjuka, and Seung-
hee Lee, ‘The Effects of Cognitive Thinking Styles,
Trust, Conflict Management on Online Students’
Learning and Virtual Team Performance’, British
Journal of Educational Technology 39, no. 5
(2008): 829-46, http://dx.doi.org/10.1111/].1467-
8535.2007.00775.x.

5. Yousri Eldin DeVries, ‘The Interactivity
Component of Distance Learning Implemented
in an Art Studio Course’, Education 117, no.

2 (1996): 180-4, http://www.questia.com/
googleScholar.qst?docId=5000456126.

frequency of communication early in any collaborative situation.
This groundwork to avoid conflict heightens levels of trust in the context
of collaboration amongst students?.

An example of pedagogy designed to enhance and cement students’
trust in their peers is a project where individuals research real-world
examples of cross-disciplinary art and design collaborative processes, and
then analyse the similarities and differences in approach as a team. This
task highlights that collaboration, while beneficial, can also be problematic.
Being able to identify communicative and collaborative problems in their
case studies enables students to reflect upon their own practice and can
strategically facilitate smoother collaboration and responsibility sharing
amongst team members.

Students are asked to respond honestly to their experiences of
collaboration in a personal reflection at the conclusion of each course.
This allows them to identify issues they encountered, reflect on how
they relate to others, contemplate areas for improvement, determine
what processes work best for them and how they might approach future
collaborations. This reflective process is important in giving students time
to analyse how their personality and preferences for collaboration affect
the way they work with others. It also provides an opportunity to modify
their approaches and apply them in the future, continually improving and
adapting their collaborative techniques.

(2) Local - Blended learning at The College of Fine Arts

A problematic context
Introducing new teaching models to address the changing landscape
of design education brings with it its own set of challenges and
notions of trust.

When the School of Design Studies and School of Media Arts
introduced a Blended Learning (BL) component to some of their existing
face-to-face programs it was met with mixed emotions from the students
and staff involved. Some regarded it as an opportunity to develop new
learning and teaching skills, and deemed new technology relevant to
emerging global design practices, and compatible with engaging the new
digital-savvy student generation.

Others, however, were reluctant to move beyond well-established
models of traditional practice, and were distrustful of new technologies
and the methodologies introduced to support it.

“Its my personal belief that certain things that work fine as they are,

are being computerised for the sake of being modern. I make a conscious

decision to use the mobile phone hardly ever, to never drive and stay off
the computer as much as possible.” — Student BL pilot study

Face-to-face studio contact hours are typically regarded as integral to
the success of design education® and some feared the ‘hands on’ and
supportive nature of the traditional studio model would be lost.

This distrust extended to the motives for this change. Initial discussions
and observations revealed that many students regarded it as a cost-cutting
exercise by the University - one that would decrease their number of studio
contact hours and impact negatively on the relationship of trust between
teacher and student that the traditional studio environment fosters. They
feared the online component would be alienating.

25



. VOLUME 1 . 2009 - 2011

IRIDESCENT

TRUST AND RELATIONSHIP BUILDING: CRITICAL SKILLS FOR THE FUTURE OF DESIGN EDUCATION IN ONLINE CONTEXTS

In contrast to this, many staff believed that their student contact hours
would now be increased, as an online environment implied they should
be available 24/7 for their students and that these hours were beyond the
scope of their employment.

How were these issues addressed?

It was acknowledged that regular face-to-face contact hours in a studio
setting are considered extremely important and that wherever possible
this time should be maximised. This could be achieved by transferring
all administrative issues, resource material and lectures online.

Presenting lectures online had several other pedagogical benefits.
Students were able to view lectures at their own pace and replay sections
for further clarification. This aided students that were less fluent in
English, as well as those less confident students that feared they might
‘lose face’ by asking questions in a lecture theatre environment.

External guest lecturers were also invited to present material that
increased the students’ exposure to national and international experts
and institutions. Online discussion threads based on lecture topics enabled
students to further debate, reflect and expand their knowledge beyond
their traditional classroom setting.

Collaboration, peer review and the sense of community were also
considered crucial components of art and design education. Online
galleries were set up and students were required to upload their work
at nominated stages of the design process for peer-review. This provided
additional opportunities for students to receive feedback on their
own work, and to further develop their critical analysis and written
communication skills through provision of meaningful feedback to others.
Other valuable skills including learning to record, photograph, edit
and present their work in an online context with accompanying
well-considered written statements.

Outcomes
When data collected at the end of BL pilot study was compared with that
collected before its introduction, it was evident that in many instances
the initial feelings of mistrust and apprehension were overcome.

Transferring administration, resources and lectures online proved
successful with 79% of students at the end of semester agreeing that ‘admin
and resources did not take up valuable studio time’ compared to 34% of
students agreeing with this statement before the BL model was adopted.

Statistics also indicated that despite initial reservations, 83% of staff
responded that they would like to continue teaching in a BL environment.
Student responses to questions on collaboration, peer review and sense
of community revealed that the BL. model maintained the same levels as
those before its introduction.

This study highlights that introducing new teaching models to
address the changes in design education can challenge existing levels of
trust amongst staff and students. This mistrust needs to be acknowledged,
by clearly explaining the reasons for change and the benefits of new
pedagogical strategies to all participants before the transition begins,
possibly through a series of orientation sessions. While participants
become more comfortable with the BL model as the semester progressed
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and the personal benefits become more evident, it is essential that
support mechanisms, motives and information are clearly explained
and accessible before and during such a transition phase.

(3) The Collabor8 project

Trust in cross-cultural collaboration
Culturally biased assumptions about the nature of trust in online contexts
and the methodologies of building it can have significant impacts. In
cross-cultural collaborative online learning trust is a crucial yet elusive
factor. Collabor8 (C8) challenges design students in Australia and China
to collaborate online in ways that reflect contemporary networked
practice. Online interactions between ninety-four graphic design and
visual communications students over eight weeks revealed a complexity
of pedagogical and communication issues.

What issues can occur - culture, language, teaching styles,

student expectations
Confucian Heritage Culture (CHC) students aren’t used to posting a
profile about themselves®, however the opportunity to share their culture
through image and text proved to be successful. Within a designated
timeframe of one hour on a specific day, participants were invited to
create a sequence of photographs illustrative of their location and culture.
A positive outcome of this story-telling methodology was that trust was
built between students through sharing real experiences. This proved to
be an effective pedagogical strategy in cross-cultural exchanges.

C8 was conducted largely in English. Chinese teachers and students
initially saw this as an opportunity to practice written communication in
English within a relevant professional context. Students were encouraged
to express themselves in Chinese rather than not communicate, as
translation assistance was available.

Responses from students in Australia indicated that outside the C8
online interface, levels of informal communication with Chinese students
in instant messaging software was higher and more frequent than inside
C8. A participating Chinese academic noted that language presented a
significant challenge to teachers who found the level of English difficult,
which impacted on the kind of support they could offer students.

The holistic and student-centered pedagogy of C8 is not typical of
Chinese educational traditions.

“In China, students have most of their classes in the form of lectures

rather than discussions... Most of them are afraid of making mistakes

in public...They may participate quite actively mentally, but not with
their mouths. Most Western teachers expect students to show their
participation with their mouths, or at least with body language...

This is one of the cultural differences”.

Data gathered indicated that students in China continued to ‘lurk’
but not actively participate, which suggests this translates into online
contexts and corresponds with assertions by Li that “...the discourse of
participation is typically resisted by Chinese students”®.

Australian students experienced confusion based upon their
perception that Chinese students were not responding to their
communications. This ‘active silence’ was difficult for them to assimilate
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and impacted on their openness to collaboration, resulting in a number of
self-generated responses to the design brief.

How can these issues be addressed?

Where cooperative ‘East-West’ outcomes are desired, a long-term view
is essential®. Trust within genuine ongoing relationships (guanxi) is
vital for successful transactions with China at both an interpersonal
and institutional level. Few westerners assign the appropriate level

of importance to understanding guanxi, which in turn generates the
potential for bao (reciprocity). Kwang-Kuo Hwang states, “... A review
of recent research shows that Chinese and other similar societies follow rules
that deviate from those of the West. In such societies norms of reciprocity
(bao) are intense, but these norms are heavily shaped by the hierarchically
structured network of social relations (guanxi) in which people are
embedded, by the public nature of obligations, and by the long time period
over which obligations are incurred through a self conscious manipulation
of face and related symbols...”.

In CHC interpersonal norms emphasise trust and hold an especially
significant status as a foundation on which relationships are built. In this
context trust development requires an investment of time not familiar to
most westerners with many unwilling to engage in this activity'.

Institutions are now recognising the need for a global approach
to collaborative online learning'. However they must continue to
invest resources, time and effort into developing relationships that will
ultimately become the basis for cross-cultural online design education
if they are to be successful.

C8 highlighted numerous issues related to trust development including:

e Sharing culture and experience through image and text helps

builds trust online.

e Language skills impacted on the ability of Chinese lecturers to
support their students resulting in Mainland students listening

to the information but not participating with their ‘voices’.

eResearch into developing bi-lingual culturally adaptive
collaborative pedagogies is needed.

‘East-West’ online collaborative and cross-cultural initiatives must
offer students clearly defined opportunities to express cultural identity
in online environments where deeply embedded cultural norms are given
due consideration. This can only be achieved through ongoing cross-
cultural collaboration at teacher, faculty and institutional levels.

Conclusion

These three case studies highlight the integral role that trust plays in
developing the personal and professional relationship building and
collaborative skills required by design students and educators while
interacting in online contexts.

Problems that occur in online teamwork, cross-cultural collaborations
and the implementation of new teaching methodologies can challenge the
existing notions of trust, communication and interpersonal relationships
amongst both students and staff. Design educators must ensure that
pedagogical strategies which successfully engage students in active,
collaborative and trust-building online learning environments are adopted,
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and that adequate support and orientation sessions are provided during
transition phases. Where cross-cultural collaborations occur, careful
consideration must also be given to including culturally adaptive pedagogies.

By creating the right conditions for trust to emerge between
participants in online learning scenarios, educators can prepare students
with the necessary skills required for contemporary digital working

practices beyond the classroom.
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TO UNVEIL AND MOTIVATE: CURRICULUM PRINCIPLES AND CASE
STUDIES INSPIRED BY THE ASPEN DESIGN CHALLENGE
ANNE GHORY-GOODMAN

ABSTRACT

The INDEX:|AIGA Aspen Design Challenge, Designing Water’s Future,
grew out of discussions held during the January 2007 World Economic
Forum in Davos, Switzerland. At the Forum, global thought leaders noted
that the global water crisis needed a visual identity. Undergraduate

and graduate students were challenged to communicate the urgent
complexities of the global water crisis to audiences separated by
demographics, education, and immediate need. In February 2009, seven
Finalist and ten Honorable Mention projects were selected from the
submissions of 225 project teams from 28 countries and six continents.

Students at the Milwaukee Institute of Art and Design took
ownership of their learning through the Aspen Design Challenge and
moved naturally into constructivist learning modes (problem-based,
collaborative, interdisciplinary, and self-directed) that are not always
favored in traditional design education approaches. Students needed first
to identify, define, and research their specific water issues; and then to
create, test, and communicate their solutions. This paper presents three
case studies that show how an external design competition can become
a curriculum unit that meshes with a School’s overall design curriculum
and demonstrates the best practices in design education.

We prepare curricula that are integrated, interdisciplinary, globally
focused, and collaborative. These emerging aims require design educators
to rethink the problems we pose, the motivations we offer, the ways we
teach students to collaborate, the role of outside resources, the value
we place on service, and our methods of evaluation. Today’s globally
connected youth will respond enthusiastically when we do so.

The best education doesn’t end on the last day of class. It is part
of the holistic personal development of students we teach. Our classes
can encourage young people to feel empowered to make a difference
in our world.

FULL PAPER

Introduction

I almost didn’t take on the Aspen Design Challenge, an international
competition for design students to propose solutions to global water
problems. My junior students weren’t ready to transition all-at-once

from sophomore, teacher-led learning to the greater independence and
abstraction this competition required. I had too many students to manage.
This wasn’t the kind of project we usually assigned in the Information
Design class. No, the Aspen Challenge was too big and too hard.

But then I thought, “If T ask them to take risks, I need to take risks.”
This paper describes how my students and I expanded pre-conceived
curriculum notions: about the appropriate form of a design problem, about
student motivation, about independent vs. collaborative work, about the
organization of assignments, about the use of outside resources, about the
power of service learning, and about the role of evaluation. After introducing
these themes, I will explore them in three case studies.
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1. The red circle indicates the location
of the Great Lakes in North America.

2. Milwaukee Institute of Art and Design
on the Milwaukee River.

3. Milwaukee, Wisconsin, U.S.A. on the
shores of Lake Michigan.

4. Communication Design students on
research trip to Discovery World aquarium.

Posing the problem
Did students realize their privileged position in Milwaukee next to one
of the Great Lakes, the largest body of fresh water in the world?

Would students surrounded by fresh water relate to the needs
of those without a reliable water supply and appreciate the enormity
of the global water crisis? The Milwaukee Institute of Art and Design
(MIAD) overlooks the Milwaukee River. We joke that you can dive out
a window and swim to Lake Michigan after a bad critique!

Design curricula rarely broach such geo-political questions. While
I could reliably predict the entry-level design skills of my students,

I had no useful sense of their knowledge base related to global issues.

My Information Design course needed to re-balance its emphasis from
“design” toward “information.” To participate in the Aspen Design
Challenge, students had to research complex problems before visualizing
clear design solutions.

One of my objectives became to help students develop data collection
and analysis skills related to a fundamental global problem that had been
largely invisible to them. To clarify and reveal: that’s what designers
do all the time. The drive to unveil reality and motivate others makes our
work fulfilling and interesting.

On the first day of class, the heads surreptitiously text-messaging
snapped up when I said, “This semester, I will not teach you everything
you learn. You will learn from books, movies, web sites, newspapers atnd
magazines. You will leave the classroom and learn on-site from experts,
exhibits, your audience, and each other.”

To prepare for a world we can barely envision, students must
take ownership of the learning process. Design education’s emphasis
on research and discovery is essential for both their personal and
professional futures.

Motivation: the personal connection

Early in my class, consulting Professor of Limnology Maurizio Murru
asked the students what they knew about global water problems.

This framed what they didn’t know so they could start asking the right
questions. Students need to want to learn.

Through their research, students found a personal connection
to the issues. Designer Paul Sahre has said, “Design is supposed to be
about something else, and not about you; but I think the only way it’s
actually any good-and to get people to care about it-is if it’s also about
you at the same time.” (How to Think Like a Great Graphic Designer,
Debbie Millman, Allworth Press, 2007, p. 129.)

The first challenge for students was to identify their topics and share
their personal identification with their subjects. One student brought her
classmates to tears with a description of the horrible effects of the water-
borne guinea worm on young children.

Guinea worm is a parasite which lives in the mud and water around

water holes in certain African countries. There is no other water source

for these people and when they drink the infected water they ingest the
parasite. After an 18-month gestation period the worm emerges

as an infected cyst, cripplingly painful and can incapacitate its victim

for months. The worm is removed slowly, often over a period of days.
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5. Poster for fifth grade classroom to teach
children about the guinea worm and how
water filtration can prevent it. Designed

by the Bucket of Life Team.

6. Logo for awareness campaign about
bottled water with text in multiple
languages.

7. Glass bottles filled with water and labeled
with information about African water issues.

The body of the worm is wrapped around a stick and drawn slowly

out so as not to snap the creature in half, leaving the dying parasite

inside the person. The people in these regions have no other water

source and so are forced to go through this process many times.

- The Aspen Design Challenge to Students Africa PG 09

Her team went on to develop educational materials for American
ten-year-olds who connected to the story of these children and
packaged a cloth based water filtration system for distribution in four
African countries.

Collaboration: working in teams

Adjunct Instructor Brian Pelsoh and I had over 30 students, initially
divided into teams of four based on their preliminary research interests.
As can be expected, not all of the teams were made in heaven.

To facilitate learning, teachers need multiple strategies for addressing
dysfunctional teams.

Being collaborative needs to be taught as part of the design
curriculum. The principles we employed were basic ones. Designate a
leader/coordinator. Listen actively to every idea when brainstorming.
Divide up the work. Assign tasks based on skills. Make sure everybody
knows how much his/her work counts. Value opinions that differ from
your own. Provide suggestions rather than criticism. Compromise. Reach
consensus. Internalize the deadlines. Be pro-active in problem solving,.
Seek help when you need it. Share. And, be sensitive to other cultures.

The “Why Bottled?” team wanted to speak (literally) to diverse
global audiences. Their logo was in Polish, German, Swahili Japanese,
English, Spanish, Portuguese, Greek, Arabic, Russian, Norwegian,
Chinese, Italian and Czech.

The “Adroa” team developed glass bottles for a water product whose
profits would be channeled to water purification projects. Adroa is named
for an African god who lives in river beds.

There were significant differences in approach, audience, medium,
and purpose that informed the teams’ responses to the design brief.

This happens most frequently when a teacher lets go and shares or

g ) { A

surrenders control to the student. It is a shift in focus from teacher-
directed to learning-centered education.

Organizing student work
The teacher needs to stretch students with high expectations, but

support them in organizing their work. To adapt the Challenge to our
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8. Map of a proposed “Running Water”
fundraising marathon on the lakefront.

9. Commemorative eco friendly shoe.

10. Web page with avatars running across
the bottom of the screen.

11. Discovery World: “dedicated to helping
people positively impact their communities
by developing a better understanding

of technology and the environment while
fostering both innovation and creativity”.

12. Discovery World Great Lakes exhibit.

design curriculum, we added components not specifically called for

by the Challenge. In addition to writing a comprehensive design brief
accompanied by a schematic of related components, every team had

to design and include a relevant map, produce at least one 20x30 poster,
and include a multimedia component.

This map was part of the “Running Water” team proposal for
fundraising marathons along lakefronts and rivers with the intention that
elite African runners would be spokespeople for the events.

In our field there are many opportunities to engage students in
projects outside the classroom, but teachers have to balance the value
of real-world problems with the necessity of choosing assignments that
are meaningful and appropriate within the sequence of the curriculum.
We also need to support the notion that interdisciplinary collaboration
enriches the search for solutions with new ideas.

The “Running Water” team sought a footwear designer and
developer from the Weyco group to help create a vintage styled, eco-
friendly, athletic shoe to appeal to counter-culture, sneaker aficionados.
Every team sought collaborators in other disciplines to create a better
proposal. This project compelled them to seek more advanced skills,
bringing questions to multimedia teachers and experts and adapting
assignments in other classes to their needs. The students helped create
an interdisciplinary, integrated, learning experience.

Young people addressing global problems should bring untraditional
approaches and new media to the discussion. Our students profiled
potential users and strategized how to maximize the potential for new
media to aid their cause. The “Running Water” website provided an
opportunity for a global audience, the elderly, and handicapped to create
avatars who participated in the event by running in a virtual marathon
along the bottom of the web pages.

Explore outside resources
Soon after we began this project, MIAD established a partnership with
Discovery World, a lakefront museum and research facility that includes
interactive science, technology and freshwater exhibits; learning labs;
theaters; television and audio studios; and fresh and saltwater aquariums.
Students could walk there from school. There was no excuse for relying
on Google for research.
Students pursued scientific information at Discovery World where
the process of purifying water from Lake Michigan water is made visible.
The museum’s director, Paul Krajniak, became a resource, critic, and
advocate for our students’ work, and eventually commissioned two
MIAD projects to become permanent installations there.
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13. This | Believe by Carrie Vander Pas.
14. This | elieve by Jackie Berndt.

15. Editorial collaboration between
communication design and illustration
students.

16. Publication designed to highlight
service to the community by artists
and designers.

Finding meaning through service learning

Interest in water issues rippled through MIAD. Students not enrolled in
our course asked to become involved. Teachers in other courses started
reporting impassioned papers and speeches about global water issues in
response to their assignments. It was not surprising. At MIAD there is
an institutional commitment to service learning. Students are required to
work in the community for at least 90 hours in the junior year in order to
graduate. This hands-on service is expanded with readings and guided
writings including a major paper called, “This I Believe.”
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Designers must be articulate and learn to organize their thinking
on paper with words as well as with pictures. Students write, design,
photograph, and illustrate their responses to their service work.
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17. The Aqua Independence Team.
Juan Hernandez, Xavier Ruffin,
Desiree May, and Scott Bednar.

18. Tzintzingareo, Mexico: Field Site
for the Aqua Independence Team.

At a crucial stage of identity development, our students want to live
a meaningful life. Most are motivated more by ideals than by financial
gain. Over 70% of the students at MIAD are the first in their families
to attend college. Virtually all of them receive financial aid and combine
schoolwork with demanding jobs to help offset their costs. They need to
believe that their education matters.

Evaluation that supports learning

As this project migrated beyond the design skills curriculum it became
clear I should not be the sole person to evaluate student work.
Including external sources for criticism and feedback always helps to
objectify the quality of design results in the eyes of students. Multiple
authentic evaluation sources immediately take assessment from, “What
does the teacher want?” to “How does the work exhibit professionally
recognizable design excellence?” The MIAD Aspen Design Challenge
teams were anxious to win the competition. Facing external evaluation
was a powerful motivating force during the Challenge.

Case study 1. The “Aqua Independence Project”

Juan Hernandez was the leader of the “Aqua Independence Project”
team. He had grown up in Tzintzingareo, a town without running water,
two hours northwest from Mexico City.

His story resonated with Xavier Ruffin, an African American student
who had lived in rough neighborhoods as a child and had never traveled
by plane. The problem caught the imagination of Desiree May, a girl
from Green Bay who had never applied for a passport. The challenge also
bothered Scott Bednar, the father of a three-year-old son, who commuted
over an hour to Milwaukee for school and the opportunity to change careers.

R s

17.

This team did not want to sit in Wisconsin with third-hand
information about a situation that existed thousands of miles away. They
were adamant about the need to conduct primary field research to find
local solutions to local problems. They took a Chinese proverb as their
frame of reference:

Give a man a fish and you feed him for a day.

Teach a man to fish and you feed him for a lifetime.

So the “Aqua Independence Project” team sold cupcakes and hotdogs
on the front steps of MIAD to raise funds to purchase plane tickets to
Tzintzingareo, Mexico. I'd never taught a class where students had gone to
such lengths for an assignment. In fact, all of the teams began to function with
similar independence. When I’d arrive for class at 8 am, teams working together,
already clustered in their favorite corners of the studio, would barely glance up.
I had been reduced, or rather elevated, to a resource—one among many.

To document their process of listening, observing, and reflecting, the
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The Aqua Independence Project
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21.

19. Aqua Indipendence Project video.

20. Names posted of people who had not paid
their water bills.

21. No Electric, No Lights. No Water, No Life.
22. This Poster Is Free. Pumping Water Is Not.

23. We Can’t Do It Without Your Support.
Do Your Part.

Aqua Independence Project team filmed their experience. http://www.
youtube.com/watch?2v=yICvXW4APsM&feature=channel_page

One can witness their process of internalizing an important design lesson,
“Never make assumptions about your audience or base a design on your
limited personal frame of reference.” This understanding is vital in the
work of all designers sensitive to a global audience.

The “Aqua Independence Project” team members found that one
of the reasons for limited access to water in Tzintzingareo was that too
many people thought water should be free. This viewpoint had huge
implications for the viability of their water pumping system and for the
commitment of the volunteers who tried to keep it running. Without
funds for frequent repairs to a fragile pumping system, water was
intermittently available.

What could four U.S. design students do? First, they needed to address
the biggest problem: convincing people who paid their bills for electricity
and satellite TVs or cell phones that they also needed to pay for water.

They learned that raising awareness about the need to pay water bills
was crucial. They focus-tested whether posters on walls in public places
could communicate a compelling message to the community.

In addition, they found that installing water meters in homes
could identify delinquent payers. Those people would then suffer the
consequences of non-payment—the water turned off in their homes.

With adequate funds, the pumps could be repaired and water
provided reliably to the entire town. Without funds, the two men who
volunteered to repair breakdowns were on the verge of quitting.

At the end of their patience, the men became so encouraged by the MIAD
students’ interest in their work that they re-committed to maintaining the
infrastructure while new strategies for fundraising were put in place.

The team also considered the needs of a town dependent on water
harvesting by developing a water harvesting module that integrates a
sand filtration system to purify the water collected. The World Health
Organization says that slow sand filtration “makes the best use of the local
skills and materials available in developing countries” (http://www.who.
int/water_sanitation_health/publications/ssf/en/index.html).

This aligned with their commitment to discovering local solutions
to local problems. (The “Osmoto” team also pursued a water purification
and carrier device in collaboration with industrial design classmates.)

The Aqua Independence Project did not win recognition from the
competition. Yet, in the nine months since my Information Design class
ended they have: added students from Film and Industrial Design to their
team, developed an interactive educational kiosk with a touch sensitive
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24. Aqua Independence Project team’s
Water Harvesting Module and the Osmoto
team’s water access/purification solution.

further renderings

oemoro: This is the final nendering of the osmoto. These show
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for comfort and easy use

26.

25. Touch screen and educational exhibit.

26. Web design.
http://www.aiprojectonline.org

24.

screen, been commissioned to create an exhibit at Discovery World,
enlarged their website, prepared a funding request for Badger Meter
Company (one of the largest water meter companies in the world,
serendipitously based in Milwaukee), designed a poster campaign,
obtained donated printing, installed the posters in public places in
Tsintsingareo, and presented a proposal to the local chapter of the Rotary
International for their return trip to Mexico to continue their work this
fall. They have recently learned that the World Services Committee of
the Rotary Club of Milwaukee has granted MIAD $1,000 to support their
efforts and will assist in their request to Badger Meter. Today they are
researching the most appropriate meters for use in Tsintsingareo and
outlining how to use and measure the effectiveness of their Rotary grant.
They took ownership of their learning to fulfill their commitment to
service and in the process began to create personal futures molded by
their social conscience.

Case study 2. The “Restore Our Great Lakes” team

As U.S. Presidential candidates John McCain and Barack Obama were
making campaign promises about funding varying Great Lakes initiatives,
MIAD’s “Restore Our Great Lakes” team grappled with the issues
around protection and restoration of the Great Lakes Ecosystems. Toxic
pollutants, climate change, misuse, and invasive species are rapidly
diminishing the quality of water in the Great Lakes. Over 33 million
people live in the Great Lakes Basin. It accounts for 95% of all fresh
surface water in the United States and it is in danger. Here was another
previously invisible global problem for my design students to understand
and clarify. It was literally in their backyard.

Once again students researched and confirmed the relevant facts.
Great Lakes water issues are complicated by conflicting national points
of view (U.S., Canada, and countries who ship or supply goods). Access
to water is limited by national, state, and local regulations. What
fishermen desire may conflict with the preferences of recreational boat
owners or homeowners. The team had to consider multiple audiences
before identifying a way to educate the public about these critical issues.

Reaching beyond the classroom, this team met with experts at the
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27. Restore Our Great Lakes posters.

28. Temporary public toilets with messages
about water conservation.

29. Short showers installed in public
places combined with floor graphics about
conserving water while bathing or showering.

University of Wisconsin/Milwaukee’s Fresh Water Institute. As part
of a regional strategic plan to help the local economy recover from the
recession, Milwaukee has been seeking to position itself as “The Fresh
Water Capital of the World.” As a result, many city planners and local
businesses are especially attuned to water issues, so students were
working on the cutting edge of a vital regional priority.

For their design solution, they determined that an interactive, web-
based vehicle would reach the largest target audience. They developed an
educational site including simple information graphics and downloadable
posters to get their message across.

INVASIVE
SPECIES

15 PROBLEMS
IN THE LAKES

Q- O

As an extension, team members used their research as the basis
for persuasive arguments presented in English classes. They became
knowledgeable about how to be politically effective and, in the process,
developed expertise leading to “green” careers. Their work demonstrated
the integrated learning that sees education as a holistic pursuit.

Case study 3. The “Blue Side” team

In the United States, people use water indiscriminately because it is
inexpensive and of relatively good quality. Cultural norms favor leaving
the water running for dishwashing and showers. Water-intensive lawns
are the standard for landscaping. Cars and driveways are rinsed with
copious amounts of water. Most Americans don’t think twice about
turning the water on.

The “Blue Side” team took on the challenge of raising consciousness
about indiscriminate water use. They adopted a multi-pronged media
concept to deliver their message about water conservation, including
environmental sculpture, advertising, print, and animation. They opted for
a “guerilla” (unconventional) campaign focus to inspire people to conserve
water and to create indelible educational messages reinforcing conservation.
Combining the complementary skills of Thai and American students
Punyaruk Baingern, Panchalee Phungsoondara, Emery Ullenberg and Maxx
Valenti, this team successfully collaborated by asking each person to design
the pieces s/he could do best. That tactic made the collaboration work.

Their focus was on changing behavior. Because the Blue Side team
wanted people to look at water conservation in new ways in new places,
they selected orange, not blue, as the color of their campaign. Keeping an
irreverent attitude, they chose the long lines for temporary bathrooms
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30. Large-scale public sculpture of a
dripping faucet highlights the issue
of water conservation.

31. Educational posters about water
conservation.

at large public events as places to meet a captive audience with their
message about limiting the use of water in toilets.

Using humor, always effective in drawing attention to a message,
they created “short showers” (half the usual size) to communicate the
importance of limiting the water used while bathing. And, they proposed
to install a large dripping faucet in public venues.

These messages were delivered through door tags, web sites,
animation, web banners, and print-based pieces to reach many audiences
through many media. Their broad view of engaging and educating the
public was selected for Honorable Mention by Aspen Design Challenge
judges. The entire MIAD community celebrated this outcome.

Conclusion

The best education doesn’t end on the last day of class. It is part of the
holistic personal development of students we teach. Our classes can
encourage young people to feel empowered to make a difference in

our world. We needn’t teach design skills in isolation. We can prepare
curricula that are integrated, interdisciplinary, globally focused, and
collaborative. These emerging aims require design educators to rethink
the problems we pose, the motivations we offer, the ways we teach
students to collaborate, the role of outside resources, the value we place
on service, and our methods of evaluation. Today’s globally connected
youth will respond enthusiastically when we do so.

Anne Ghory-Goodman

Milwaukee Institute of Art and Design
273 East Erie Street

Milwaukee, WI 53202

United States

E: aghorygo@miad.edu / wghory@aol.com
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TRANSFORMING DESIGN THINKING INTO COLLABORATIVE
INNOVATION: MEETING THE EMERGING NEEDS AND DEMANDS
OF A COMPLEX WORLD THROUGH DESIGN THINKING AND
COLLABORATIVE INNOVATION

ERIC LIGON, MICHELE WONG KUNG FONG

ABSTRACT

This paper/presentation will provide a description of the newly
developed MFA/MA in Design with a concentration in Innovation Studies
in the College of Visual Arts at the University of North Texas and the
ways in which creates opportunities for faculty members from varying
disciplines (Communication Design, Anthropology, Marketing and
Logistics, Information Technology and Decision Sciences) to teach linked
classes to cohorts of interdisciplinary graduate students—enabling the
program to more effectively meet the demands of an increasingly complex
world within which design is practised.

Design’s increasing contribution to corporate competitiveness,
its growing user inclusiveness and a marked reliance by those outside
the discipline on its methodologies pose unique challenges to graduate
design programs seeking to meet these emerging demands. Success in
the market place and market of ideas now requires innovative thinking
and collaborative interdisciplinarity. No longer is it possible for
corporations to apply time-tested metrics to create innovative products
that meet consumer needs. Nor can socially conscious designers and the
organizations they support rely on conventional means to respond
to challenging global socio-economic conditions.

In response to these fundamental shifts, the new MFA/MA in Design
seeks to empower students from disciplines across the university to
collaboratively explore and redefine what it means to be innovative. The
program will achieve this goal by placing its students in interdisciplinary
teams to master core theoretical and problem-solving competencies
rooted in collaborative innovation. These include: imaginative and
adaptive thinking, visual argumentation supported by logical reasoning,
iterative prototyping, project based workflow development and ethical
empathy for others. Students gaining proficiency in these competencies
will be able to create:

e New methods for teaching people vital knowledge and skills;
e New means to create jobs
e« New ways to increase business market share and revenues
o New processes for creating products and services that meet
emerging needs
e New methods for using economic, social and environmental
resources more efficiently and ethically.
Ultimately, graduates of the program will leave with the knowledge,
conceptual tools and skills necessary to transform ‘design thinking’ into a
powerful means to identify, broadly examine and resolve pure and applied
research opportunities that can positively catalyze a wide variety of
social, technological, economic, environmental and political initiatives.
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FULL PAPER

“Unless we make America the country most able to innovate,
compete and win in the age of globalization, our leverage in the
world will continue to slowly erode.”” - Thomas Friedman

In 2008, a national poll of 1,000 voters revealed that 89% of American voters
say that using the imagination is important to innovation and one’s success
in a global, knowledge-based economy, and is essential to success in the 21
Century; 91% believe education in and through the arts helps to substantiate
imaginative learning and should be considered part of the basics; and 69% of
voters believe that, when compared to other nations, America devotes less
attention to developing the imaginative thinking that fuels innovation2.

Large and small corporations, governmental and non-governmental
organizations and community groups that aspire to either gain market
advantage, sustain it, or who strive to effectively upgrade their existing
work processes and outcomes can no longer seek to merely improve the
quality of what they already do as a means to remain viable, relevant and
competitive. In order to sustain financial and cultural viability in the
contemporary inter-global marketplace, companies small and large must
learn to harness and channel the power of creativity and of innovation,
or risk quickly becoming noncompetitive in local, regional, national and
international economic sectors.

This realization is supported by a report released by the Association
of American Colleges and Universities stating that out of the 305 employers
they interviewed whose companies employ at least 25 people, 63% reported
that “[contemporary] college graduates lack essential skills to succeed in
today’s global economy™3. The report also states that “college graduates
will need much more crossdisciplinary knowledge and an advanced set of
communication and analytical skills to apply their knowledge to real-world
problems.” This statement is supported by the fact that 76% of the business
leaders interviewed by the authors of this report felt that colleges “need
to be placing more emphasis” on teaching students at the undergraduate
and graduate levels of study to effectively contribute to the working
of diversely populated teams. 70% of these business leaders indicated
that contemporary college students at all levels of study should gain
experiential knowledge that “emphasizes critical and analytical
reasoning, as well as creativity and innovation.”

Further, Wayne C. Johnson, Hewlett Packard’s vice president
of university relations worldwide, was quoted in the report’s summary as
saying that too often college graduates come into HP with the necessary
technical knowledge, “but [that] what is missing is the ability to use the right
side of the brain... where communication and creativity take place.” Design’s
increasing contribution to corporate competitiveness, its growing user
inclusiveness and a marked reliance by those outside the discipline on its
methodologies pose unique challenges to graduate design programs.

Innovation studies

To meet these new demands of the business and professional communities,
the Communication Design program in the Design department in College
of Visual Arts and Design (CVAD) at the University of North Texas (UNT)
is implementing a new Masters of Art and Master of Fine Art in Design
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with a concentration in Innovation Studies (IS) in Fall 2010, where
interdisciplinary students solve problems through design thinking and
collaborative innovation.

The principal goal of the concentration in Innovation Studies is to
teach students from diverse disciplinary backgrounds how to use design-
driven knowledge and skills to identify, theorize about and solve complex
economic, social and environmental issues. The program will achieve
this goal by placing its students in interdisciplinary teams to master core
theoretical and problem-solving competencies rooted in collaboration
and innovation. These include: imaginative and adaptive thinking, visual
argumentation supported by logical reasoning, iterative prototyping,
project based workflow development and ethical empathy for others.

At its most basic, innovation studies is operationalized creativity:

a means to harness imaginative thinking to solve problems resistant
to traditional deductive or inductive modes of discovery and analysis.
Innovation is achieved by employing abductive reasoning, visual
argumentation supported by logical analysis, iterative prototyping,
project based workflow and active empathy for others.

The student body of this program will consist of three groups of
students: students with a design background seeking an MFA, current
and new students from non-design backgrounds seeking a broader
educational experience, and professionals who are returning to school to
seek a competitive advantage in the market place.

Proposed learning outcomes

To attain its goals, the IS program will strive to situate design-driven
collaborative innovation within a widely extended socioethical context.

It will value and seek to integrate specialized disciplinary knowledge and
worldviews. And it will attempt to instill in its students a range of meta- and
applied cognitive, interdisciplinary and experiential skills. UNT faculty
believes the following high-level learning outcomes will support those ends:
Students engaged in design-driven innovation will be able to:

e employ abductive reasoning as a means to envision new possibilities
and as a heuristic methodology for acquiring knowledge and for
broadly framing analysis;

eunderstand that collaborative, interdisciplinary engagement enriches
design theory and improves design practice;

e grapple with intractable or ill-defined problems while accepting that
their solutions will remain illusive or indeterminate;

e detect heretofore unrealized or unexpected patterns, systems or
constructs and synthesise them into novel, responsible solutions;

e use active empathy tempered with reflexivity to gain insight into and
respect for human subjectivity and sociocultural diversity;

erecognize that design solutions are always matters of choice rather
than truth - designers, and their actions, are subject to public and
ethical scrutiny from diverse constituencies;

e grasp the ways in which design-driven innovation can affect change
for good or ill.

Organizing principles
With its goals and proposed learning outcomes as their foundation,
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the IS program’s three organizing principles — abductive reasoning,
collaboration and interdisciplinarity — will create collectively the
scaffolding that supports design-driven innovation research,
scholarship and learning.

Abductive reasoning, or inference to the best explanation, is a
heuristic model well suited to tackling ill-defined problems thrown
up by a constantly changing and rapidly evolving culture — variations
of Rittel and Webber’s wicked problems*. To cope with the difficulties
these problems present, the program will focus on methods informed
by this thinking: using human-scale information, encouraging iterative
prototyping methods, valuing group interaction within visual solution
spaces and concentrating on possibilities rather than probabilities®.
Guided by ‘the logic of discovery’, faculty and students will consistently
focus on what might be grounded in what should be or is.

As a conceptual metaphor, collaboration embodies the ontological
reality of the program’s students and faculty in their ubiquitous
connectivity facilitated through corresponding social and interpersonal
networks. Both groups are immersed in technologically mediated
constructs where identity, validity and discovery are all collectively
negotiated, and sometimes even collectively actualized. Epistemologically,
collaboration will help faculty and students build authentic contexts,
foster synergistic reasoning, encourage active understanding and allow
for socially constructed learning,.

Recognizing that different models of interdisciplinarity exist, that
the term has been plagued in recent years by its commonly imprecise
usage, the program will rely and expand on three approaches outlined
by J. Klein® in her review and analysis of interdisciplinary taxonomies,
research and scholarship:

e Multidisciplinary approaches: disciplines will function as separate,
additive voices in order to add scholarly breadth and knowledge.
Project level coordination will occur but disciplinary boundaries will
remain largely intact within this mélange.

e Interdisciplinary approaches: disciplinary world views, methods and
skills will be blended in order to study applied themes, problems,
ideas or questions. Disciplinary integration will be encouraged at the
pedagogical and curricular levels.

e Transdisciplinary approaches: disciplinary synthesis will become
the purpose of a particular problem, course or body of research.
Concerted efforts will be made to transcend the (often) narrow scope
of disciplinary focus in order to create new holistic understandings
and theoretical syntheses.

The course of study

The IS program at UNT CVAD consists of seven required courses, a
selection of three interdisciplinary electives, and a year-long practicum.
Those courses and their descriptions are:

Required courses

ADES 5510 — Process and Methodology for Innovation
Students will explore and utilize a variety of processes and visual techniques
that inform and guide ideation as a means to create a common language that
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will allow them to communicate effectively across disciplinary backgrounds.

ADES 5520 — Design Research Methods I
Students enrolled in this course will be immersed in learning experiences
that challenge them to develop and then expand knowledge about how
design research processes and methods can be utilized to effectively
connect design theory with practice as a means to advance their ability to
make sound critical judgments and formulate effective and appropriate
strategies to resolve problems in their communities.

ADES 5530 — Design Research Methods IT
In this studio-based course, students will learn how to use interactive
design tools, social media and select methods of networking to create
and facilitate design processes that allow select groups of people to
contribute to the building of shared experiences and, hopefully, shared
understandings.

ADES 5540 — Brand and Brand Experience
In this seminar-based course, the nature of brands and brand experiences
will be analysed through a variety of economic, social and cultural lenses.
Students will be expected to comprehend and articulate knowledge they
gain regarding the essential nature of brands as they influence and are
influenced by business and marketing trends, globalisation, modern social
psychology and cultural dynamics.

ADES 5550 — Design and Its Social Ramifications
In this seminar-based course, the design process, its artifacts and their
agency will be examined from a broad array of socio-cultural perspectives.

ADES 5560 — Collaborative Design Studio
In this studio-based course collaborative, interdisciplinary teams will
apply the processes and methodologies introduced in ADES 5510 and
ADES 5520 to identify, reframe and develop problems suitable for further
theoretical and applied exploration.

Required interdisciplinary courses
Courses may be taken in the following academic areas: Anthropology,

Behaviour Analysis, Decisions Sciences, Library and Information
Sciences, Marketing, Merchandising and Hospitality Management,
Philosophy, Psychology, Radio, Television and Film, or Sociology.

Practicum in Collaborative Innovation Studies

ADES 5590 and 5595 — Practicum in Collaborative Innovation
Studies I & I1
In a two semester-long project, interdisciplinary teams will identify
a single problem and solve various social, economic, cultural or
market-based issues that will ultimately manifest themselves in
a visual expression of one form or another. Emphasis will be placed on
conceptual problem solving, exploration of multiple hypotheses, and the
development of innovative solutions. Documentation and presentation
of this project will be required.

MA faculty

The heart of the MA-Des in Innovation Studies’ capacity to understand,
encourage, create, and teach innovation lies in the interdisciplinary
collaboration among the faculty members and departments involved.
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The synergies between our disciplines lead to a creative research
approach that allows us to understand problems in nontraditional ways.

This collaborative approach in our program builds on international
trends in business that have already brought our disciplines into dialogue
with each other. As BusinessWeek recently noted, “the demand for
innovation is soaring in the business community”; companies are looking
for “the kind of design thinking that transforms cultures” Similarly,
in the last decade anthropologists have increasingly been hired by
corporations, as well as design and marketing firms, for the insights they
can provide into the roles that products play in the lives of consumers.
BusinessWeek stated that “as more companies refocus squarely on the
consumer, ethnography [the core research approach of anthropology]
and its proponents have become star players.”® Moreover, this synthesis is
readily apparent in higher education: many design and human-computer
interaction programs include courses in ethnography, and at a number of
prominent universities, business and design thinking are being integrated
in joint schools and programs.

The primary faculty comes from the Design department in the
College of Visual Arts and Design with support faculty coming from
Marketing and Logistics, Information Technology and Decision Sciences
(College of Business Administration), and Anthropology (College
of Public Affairs and Community Service). Each of these disciplines
contributes an essential element to our collaborative research process:

¢ Anthropology contributes ethnography, a holistic, inductive
approach to understanding people’s practices and belief systems.
Anthropologists help organizations develop user-driven innovations
by conducting ethnographic research within communities of users;
developing explanatory models about observed cultural patterns; and
collaborating with designers and managers to implement new ideas
based on those understandings.

o Marketing contributes insights regarding the nature and scope of
emerging or extant unmet consumer/corporate wants and needs.
Marketing also contributes actionable empirical insights regarding
relevant environmental, economic or cultural trends currently
emerging within domestic and global markets.

e Information technology and decision sciences contributes the
technological means to link vast quantities of concepts, knowledge,
and information from the design and reference disciplines with the
global computer environment — and hence global economies, global
knowledge systems, and global opportunities. The discipline provides
methodologies for transforming conceptual designs into physical
products, and interface designs into tangible controls.

In the future, the Innovation Studies program may add other disciplines
to this core group, either to participate on particular projects, or as
permanent members as the program expands over time.

The initial connections between the faculty of these various
disciplines and the Communicationm Design faculty were built
through existing professional relationships, and by reaching out and
engaging in group discussion, both with the faculty and the department
chairs. Content for coursework has been structured to encourage the
development of academic interdisciplinary relationships. For example,
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students enrolled in our ADES 5526— Collaborative Design Studio will also
enroll in a linked course in one of the other departments/colleges (which
will satisfy three of the required nine interdisciplinary credit hours). The
two faculty members will work together to essentially create a six-credit
hour research seminar in which students will employ the methods

and tools of collaboration and design-driven innovation toward a single
research problem.

Conclusion

The MA in Design with a concentration in Innovative Studies at the
University of North Texas is a vital response to fundamental and rapidly
accelerating social, business and educational trends. This new program
will facilitate the generation of new theoretical and applied knowledge
among interdisciplinary teams and create a space within which
collaborative tools and strategies are invented and employed to spark
and sustain innovation across multiple dimensions. By meeting its stated
goals, the program will ultimately educate individuals who can not only
function in but also contribute to a world where innovation has become

an increasingly central focus.
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WHAT USE IS DESIGN EDUCATION?
LAWRENCE ZEEGEN

ABSTRACT

What use is design education? There appears to be a constant and never-
ending barrage of statistics that seemingly disprove the value of design
education, dispute the relevance of studying design and disregard the
impact that design educators and design graduates can have in the
design profession and on society in general. The simple truth is that
many working design professionals, most often the alumnae of design
education themselves, are critical of a perceived over-supply of design
graduates into the creative industries. They bemoan the fact that students
appear to spend less-and-less time with tutors and are also critical that, in
their view, most design students lack motivation and in some cases even
real talent. The design profession has one chief concern, or so it would
certainly seem, and that is to find graduates equipped and prepared to
row the boats of industry, rather than rock the boats of change.

Despite the general tide of cynicism directed towards design
education, amongst today’s design educators and students there is a
genuine understanding of our responsibilities - we know that making
our voices heard is critical if we are to shape real change. In this time of
environmental, economic and social crises - we make a simple choice, we
can either equip those that choose to enter an industry that, as David B.
Berman states in Do Good Design; ‘invents deceptions that encourage more
consumption’, or we can equip those that will help ‘to repair the world’.

How can design education reeducate the disengaged, de-motivated
and disfranchised design professional? If we are to succeed in changing
opinions within business - it is crucial that we engage and communicate
with the design industry. So, how best to achieve this? By constantly
entering students into industry-focused, industry-led commercial
‘student’ design competitions? No. By sending out students to engage in
ill-conceived design placements and internships - in effect supplying a
cheap labor force of can-do/will-do Mac Monkeys? No.

The solution is in inviting the design industry back into design
education. By flipping the standard work placement/internship model
a full one hundred and eighty degrees and having design professionals
leave the confines of the commercial world and step back into education
to reinvestigate, rejuvenate and reinvigorate their practice with new
thinking - engaging in both student-led and industry-initiated projects
with a difference. Educators, students and designers united together
in investigating the new values of today, tomorrow and thereafter. At
Kingston University, London, the School of Communication Design is
spearheading a new initiative — the Studio-in-the-Studio program.

FULL PAPER

What use is design education? When one considers, that in the UK,
only 41% of all designers hold a degree level qualification and as many
as 350,000 people working in design consultancies are actually non-
designers, does design education still have a role to play?! What use

is design education, when the competition for employment following
graduation increases year on year? Between 2004 and 2007 the number
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of UK-based design students rose from 56,785 to 59,345. And even with
rising student numbers, merely 39% of the 17,297 new recruits into the
design industry arrived directly from art school, college or university
courses, equating to just 6,745 of all design graduates?. Given that only
29% of all art and design students currently engage in any form of
professional work placements, are the creative industries and design
education now so out of sync that the links between them are irretrievably
damaged beyond repair?

With a constant and never-ending barrage of statistics that seemingly
disprove the value of design education, dispute the relevance of studying
rather than simply practising design and disregard the impact that design
educators and design graduates can have into the design profession
and on society in general - what are we, as design educators, prepared
to do to challenge and change opinion? The simple truth is that many
working design professionals, most often the alumnae of design education
themselves, are critical of a perceived over-supply of design graduates in
the creative industries. They bemoan the fact that design schools, colleges
and universities are increasing their intake, while students appear to be
spending less-and-less time with tutors. They are also critical that most
design students lack motivation and in some cases real talent. The design
profession seems to have one chief concern: to find graduates equipped
to row the boats of industry, rather than rock the boats of change.

Despite the general tide of cynicism directed towards design
education, amongst today’s design educators and students there is a
genuine understanding of our responsibilities. We know that making
our voices heard is critical if we are to shape real change. In this time of
environmental, economic and social crises - we make a simple choice.

We can either equip those that choose to enter an industry that, as David B.

Berman states in Do Good Pesign; ‘invents deceptions that encourage more

consumption’, or we can equip those that will help ‘to repair the world™.
The relationship between design industry and design education

will continue to break down unless we do all we can to resolve the rift.

As professional communicators and educators - communication must

be at the heart of our strategy. If design education is to reeducate the

disengaged, the de-motivated and the disfranchised design professional

with what design has the power to communicate; we must communicate

ourselves. If we are to succeed in changing opinions within the business

of design - it is crucial that we communicate frankly and honestly with

the creative industries.

So, how best to achieve this? By constantly entering our students into
industry-focused, industry-led commercial ‘student’ design awards and
competitions, No. And not by sending our students out to engage in
ill-conceived design placements and internships - in effect supplying
a cheap labor force of can-do/will-do Mac Monkeys. Perhaps internships
are the real reason that such a low percentage of students are taking up
placement ‘opportunities’.

This can’t be about one-way traffic. Of course, stepping out of the
lecture hall and into the ‘real’ world is important to the growth of a
student’s experience. However the solution to the problem isn’t going out,
it is in coming in - inviting design industry professionals back into design
education. By flipping the standard work placement/internship model
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a full one hundred and eighty degrees and having design professionals
leave the confines of the commercial world and step back into education
to reinvestigate, rejuvenate and reinvigorate their practice with new
thinking - engaging in both student-led and industry-initiated projects
with a difference. Educators, students and designers united together in
investigating the new values of today, tomorrow and thereafter.

The space, time and freedom to experiment and explore truly creative
and innovative solutions to communication design problems, away from
the harsh realities of commercial clients and constraints, has become a rare
commodity for design professionals. Real world projects come with deadlines,
restrictions and reality-checks - the business of graphic design can be a hugely
uninspiring place if corporate clients dictate every brief, every job and every
project. And if every communication problem is set by a commercial client,
with executives and shareholders to please, it is likely that the planet is being
force fed yet another example of promotional design ‘persuading people to buy
things they don’t need, with money they don’t have, in order to impress others
who don’t care; as Victor Papanek reasoned in Design for the Real World, as
long ago as 1974°.

Of course, it would be naive to believe that all designers should
immediately and completely stop creating work for clients wishing to sell,
promote and persuade but if a call-to-arms, initiated by David B. Berman,
for every designer and each design studio to ‘donate’ just 10% of their time
and their output to projects that are ethically, environmentally and socially
responsible, communication design could play a vital role in reversing the
damage to the globe. We are currently heading along a pathway to global ruin,
but it really doesn’t have to be this way - the 10% call-to-arms could easily
be less fantasy and more a reality. Design education can communicate this
message. Education has a responsibility to lead, to inspire, to inform today’s
students and tomorrow’s designers, but getting today’s designers on board,
those who remain out of the loop, is fundamental for change to happen.

A new program, Studio-in-the-Studio, within the School of
Communication Design at Kingston University, London brings small design
consultancies, companies, practices and studios back into the educational
environment — for these practitioners stepping back into education can bring
about real debate regarding the roles and responsibilities of the graphic
designer. Closing the gap between educator and educated, Studio-in-the-
Studio can alter the behavioral approach of a company by determining that
10% of each working week is given over to projects that make a difference
to society rather than solely making a difference to bank balance.

The Studio-in-the-Studio program runs for between four and eight weeks
and enables a varied timetable of projects, commercial and not-for-profit, to
be run jointly by the professional practitioners, design educators and students.
The visiting design company is housed in a professional studio environment,
equipped with flat-screen monitors to plug laptops into, access to wi-fi, phone
lines and use of a meeting room, all located within the educational institution,
ideally within a student design studio.

The participating design company brings into the institution a range of
live and very real commercial communication design problems to solve for real
world clients with real budgets and real deadlines. The company moves lock,
stock and barrel from their own commercial studio premises an educational
studio. Design students then work alongside the company’s staff as art directors,
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graphic designers, design assistants and art workers while members of the
team of design educators deliver associated contextual lectures, presentations
and workshops that explore creative thinking methodology and the role of the
designer in contemporary society.

Alongside working with students on commercial projects and
engaging in forums with educators, the only other requirement for the
design company participating in the Studio-in-the-Studio program is that
they dedicate a minimum of 10% of their working week, just four hours,
to contributing to not-for-profit projects. With design professionals and
students working as equal partners, rather than students acting solely as
interns, they approach a range of diverse projects. Working with local
charities, community groups, hospitals and schools to participate in bringing
strong visual and aesthetic design awareness to issues and concerns outside
of mainstream commercial requirements, the design professionals are
introduced to projects that combine design and social awareness.

Recent projects have ranged from the creation of a promotional campaign
for a drug awareness center and rehabilitation program, utilizing ambient media
and viral marketing techniques combined with print solutions to project work
with anti-racism organizations, anti-fur charities and groups involved in raising
awareness of issues such as the welfare of children, people with disabilities, the
promotion of healthy living and eating and blood donor schemes.

Studio-in-the-Studio aims to bring together those that will articulate
a greater understanding and commitment to driving and promoting change
within the role of communication design. Charles Handy, the Irish author
and philosopher, best described the part that designers, students and
educators must play; ‘The future is not inevitable. We can influence it, if we
know what we want it to be. We can and should be in charge or our own
destinies in a time of change’.

Lawrence Zeegen

Kingston University

School of Communication Design
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Grange Road, Kingston upon Thames
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AMONGST DESIGN STUDENTS
JOYCE S R YEE, KATHRYN MCKELVEY, EMMA JEFFERIES

ABSTRACT

This paper discusses the development of online teaching resources
that enable design educators to foster collaborative learning amongst
students in the design disciplines. These online teaching resources
will be made available through the Design Collaboration website
(http://www.designcollaboration.org). This website was recently set
up by Northumbria University, a UK based institution, to provide an
online resource for design educators wishing to develop collaborative
pedagogies in design education. It currently contains case studies of
collaborative student projects but lacks practical teaching resources.
As aresult, a research project was set up to compliment the current
case studies by creating a suite of design-specific tools and resources
that will help foster team management and development. Although
various institutions have addressed the subject of group work and
collaborative learning, there has been no online resource dedicated to
the development of practical teaching tools to help design students work
and learn together.

This paper focuses on showcasing the range of teaching tools and
resources developed through classroom-based trials. These resources
have been developed specifically in consultation with Northumbria
University’s design educators and trialled with undergraduate and
postgraduate students from different design disciplines. In addition,
issues surrounding the translation of these tools into a practical,
easy to use and accessible in an online format is discussed. The
Icograda World Design Congress 2009 Education Conference is the
ideal international platform to share these tools with the wider design
education community. More importantly, we hope to grow the website
by encouraging other design educators to submit case studies to the
website, using it not only as a means of sharing good practice but also
as a tool for reflection.

The research value is two-fold (a) translating implicit knowledge of
collaborative learning into a practical teaching resource and, (b) helping
tutors improve their teaching practice, by linking the teaching resource
to real experiences through case studies and interviews.

1. Katherine McCoy, “Education in an Adolescent
Profession,” in The Education of a Graphic
Designer, ed. Steven Heller (New York: Allworth
Press, 1998).

2. Nigel Cross, Designerly Ways of Knowing,
Hardcover ed. (London: Springer, 2006).

FULL PAPER

Introduction
This paper discusses a research project conducted at Northumbria
University, UK, relating to the development of online tools to foster
collaboration amongst design students. The project identified common
problems in different types of collaborative learning and translated
this implicit knowledge into an online resource for the design
education community. The project team consisted of Joyce Yee
(project manager), Kathryn McKelvey (project advisor) and Emma
Jefferies (research assistant).

Design education in general has always been focused on the
individual, through the Apprenticeship model.!?Individuality is prized
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in design because it is seen to be a creative and personal endeavour.

This however is not reflected in professional practice as designers
often find themselves working in teams with other designers as well
as non-designers. The effects of globalisation and diversification
of manufacturing processes have shifted design education to what
Moggridge?® framed as a ‘post-disciplinary design’ era. Three reports
looking at U.K’s creative industry*®¢ have indicated two key factors
that are representative of this change:

1. Lack of graduate jobs: Currently, 55,000 students are studying design
in the UK, which suggests there are more than 11,000 graduates
fighting for only 6,500 job opportunities in the industry each year.

2. Overseas production: Designers losing control over the whole
production process as a larger percentage of production is being
moved abroad.

These two factors suggest design education needs to provide a wider
skill base to work across disciplines, placing more emphasis on
developing students’ ability to work in a team, communicate and share
knowledge. Recognising the importance of fostering these transferable
skills, this project focuses on helping design tutors to foster collaborative
working and learning skills. The project recognises that instilling team-
working skills provides the foundations for a student’s self-development
through collaborative learning.

What is collaborative learning?
Collaborative learning has been a well-supported approach in non-
Design disciplines and represents a significant shift from typical
teacher-centred learning environments. Theorists such as Piaget®,
Vygotsky®, Fox and Karen'® and Thomas and Funaro" recognise the
importance of collaboration in constructive cognitive development.
Collaborative learning is seen to provide more realistic social contexts
in which to learn and helps sustain students’ interests through a more
natural learning environment, taking a variety of forms and practised in
different disciplines. Smith and MacGregor'? identify characteristics of
collaborative learning as:
¢ An active, constructive process
e Dependent on rich contexts
eDiverse
e Inherently social
Collaborative learning according to Cohen et al*® is based on the type
of social interactions that occur during the learning process. It refers
to a “situation in which particular forms of interaction among people are
expected to occur, which would trigger learning mechanisms, but there
is no guarantee that the expected interactions will actually occur.”*
Key to understanding its development is recognising the relationship
between four characteristics:
Situation: What was the nature of the collaboration? Who was
involved?
Interactions: What were the interactions between the people
involved?
Learning Processes: What was gained by this learning process?
Effects: What were the effects and outcomes of the collaboration?
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Collaborative learning can also be described as the degree to
which a learning task involves a prescribed division of labour amongst
participants. Engestrom?® differentiates them as:

Type 1: Co-ordination - Students are carrying out individual tasks

without having a shared object. It is accomplished by the division

of labour amongst the participants.

Type 2: Co-operation - Students collaborate in a shared problem

and try to negotiate an equally acceptable way of solving it.

Type 3: Reflective communication - Students are not only sharing an

object but also organising their collaborative efforts through

a shared script of joint activities.

The type of collaborative learning depends on whether students are
sharing the same objects (such as visual representations, concepts, tools,
and concrete materials) when solving the design problems.

According to Engestrom?, reflective communication is the most
effective kind of collaborative learning in prompting social interaction
by sharing both the tasks and how they are organised.

In relation to Design, collaborative designing is described by Lahti
et al”, as “a process of actively communicating and working together in
order to jointly establish design goals, search through design problem
spaces, determine design constraints, and construct a design solution”.
Within a pedagogic environment, the commonest forms of collaborative
learning occur during formal group projects. At Northumbria University,
a majority of the collaborative learning within the School of Design
occurs in live industry projects where a company or an organisation
acts as the ‘client’ and students are asked to respond to a design brief.
Generally, the brief requires a group rather than an individual response
due to the scope of the design problem.

How the tools were developed
Current resources in collaborative learning for Art and Design include
online teaching resources such as Clients and Users in Design Education
Project,'® StudyNet,” and textual resource such as Deliberations®® and
Tools for Teaching.! Our review reveals that these resources are limited
in range and insufficient to assist design tutors to foster collaborative
learning in design teams. Additionally, the resources are textual and
not as engaging as using a mixture of media, as proposed in this research
project. Hence, a key project objective was to produce teaching and
learning resources that were practical, rich, engaging and relevant
to undergraduate and postgraduate design students.

The development of these tools is divided into four stages
(see Figure 1). The first seeks to identify a range of common issues
and challenges faced by tutors during collaborative projects through
a questionnaire. The second stage involves reviewing existing
collaborative learning tools in order to evaluate and match their
appropriateness with the list of issues identified in the first phase.
The third stage is the development and translation of collaborative
tools into a format that is communicable and usable for tutors.
These resources are published on the Design Collaboration website.
Finally, the issues and tools are connected back to the real experiences
of design practitioners through a series of filmed interviews. These are
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}<_E faced by tutors S collaborative |<_E communicable and fE experiences of
¢ during collaborative ¢ tools and the ¢ usable for tutors on ) design practitioners
projects development the website through a series of
of new tools filmed interviews
1.
Tools & Resources
How-to guides
How to select an appropnate brief
How to wiite a biripf
How to timetable
STAGE 2: MANAGEMENT o el it o
How to promote
Issues How to approach eternal collaborators
Description

s Communicating with the students on the deliverablas, deadiines
ond presentation days

« Extra Haisan eluling the project when presentation days are
beng set

« Amanging meetingt with clients, trying to find time within the
normal timetable
»Off campus visits

«Finding the ight balance in skilis within & team

+ Fineling the approptiate team roles within the group
» Personality clash
.l i

ty group
» Dealing with nen-perfoming group membey

«Warking toa briel

= Responsibility to & client
»Conduct - appearance, mannes
»~Learn to manage a group
+Meeting deadlines

Qroup, enabling students to take ownership
« Learring goals
+Learning to work coliaboratively

Team Development \ “e Ralbin role evaluaton
X \ « Prer & soif asssssment
i

+Getting buy:if from students, recognise the value of working ina

Templates

Brief tamplates
» Peer assessment lemplates
» Retlective diary templates

Skills-2udit tsmolate
/Archive

Case studies of collaborative projects

Catalogues of challenges - that can be turned into
design briets

List of past desgn binafs

Team Management

Communication
(Internal)

Communication
(External)

N List of award winners and pasl collaboralors
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\\ « Student mentoring

\ University-level support

Facility / presentation rooms availability
Events promotion support

Admin sugport

Financal support

2.

1. Project stages.

2. Example of how project management
issues were mapped to potential tools
and resources.

meant to serve as a learning resource for students and to provide real-
world grounding of the challenges and issues related to design teamwork.
The analysis of the questionnaires collected in Stage One identified

four categories of issues, which are related to the various stages of a
collaborative student project. These are planning, management, assessment
and legacy. In Stage Two, we proceeded to cross-reference existing tools
with the issues identified in Stage One. As a result, we formulated a matrix
of issues with possible resources that could be developed into practical
tools. Figure 2 illustrates an example of how the different categories of
issues encountered during the management of a collaborative student
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project are linked with possible tools. These matrices were used to inform
the project team on which tools to trial with design students and to
develop into practical resources.

The project team identified suitable collaborative projects that
ran in Northumbria’s Design School between January-April 2009. We
worked closely with module tutors to understand the types of project and
how they would like to manage the collaboration between students. This
initial discussion helped identify suitable tools to trial with the respective
students and plan the delivery into the project timetable. We were involved
in two different collaborative projects, one with undergraduate students,
and the other with postgraduate students. The varying experiences, subject
specialism and cultural backgrounds found in the two groups of students
provided us with challenging student environments to work with.

The classroom-based trials were usually in a workshop or seminar
format. After every session, the facilitator wrote notes on how the session
went and which aspects of the tool could be improve on. These sessions
were not only important for testing the appropriateness of the tools, but
also enabled the project to identify emergent issues overlooked in Stage
One. For example, resolving conflict amongst team members emerged as an
important issue during a session where students were asked to select their
team members. A specific student was not accepted into any team, as he
was perceived to be a ‘difficult’ person to work with. In that instance, the
tutor had to intervene and act as a facilitator in order to resolve the conflict.

The third stage involved the refinement and translation of teaching
tools into a format suitable for online delivery. This meant that each tool
had to be written and structured in a set format which is available as a
downloadable PDF document with pre-defined templates that tutors
can use immediately. The tools are also linked to additional internal and
external resources, which could be used as support material. Some of the
additional support material comes in the form of short videos, which
were filmed specifically for this project. We asked a range of designers
from different disciplines and sectors about the challenges of working
in a team and they responded with a range of interesting and useful
advice for students.

Collaborative learning tools for design students

This section introduces the range of tools developed from our research
and provides some detailed examples. We also introduce the structure
of the Design Collaboration website in order to contextualise the roles
of the tools in relation to other parts of the site.

Design Collaboration website
The Design Collaboration website is divided into seven sections (see Figure
3 for its system architecture). A main section is ‘Explore Collaborations’
(Figure 4) containing case studies of different types of collaborative learning
which are project reflections written by design tutors. This offers a way of
recording how student design teams have been facilitated and enables
sharing of good practice. An equally important section is “Teaching
Resources’ (Figure 5) which contains a list of specially developed teaching
and learning resources for design education, which supports tutors
wishing to address issues encountered during collaborative learning.
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Learning and teaching resources

video or both. The resources are grouped into five main sections, which
are related to the activities of managing, understanding, communicating
and reflecting with a design team, as well as assessing the collaboration
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6. Students participating in the Design Team

Roles exercise.

22. Edward De Bono, Six Thinking Hats
(Massachusetts Back Bay Books, 1999).

itself. Not all of them have been trialled with students, as some of the
themes emerged during the work with students or when interviewing
professional designers about design teams. Due to the shortage of space,
we will only describe one exercise from each theme which we have
trialled as we are able to comment on their effectiveness.

Managing your | Understanding Communicating | Reflecting with | Assessing the
design team your design team | with your design | your design collaboration
team team

Roles of a Icebreaker: Team Reflective skills | Teamwork
designer in a personal context | communication within a team assessment
design team exercise guidelines
Resolving Developing a Communicating DeBono’s Six Positive critique
conflicts team philosophy | with others Thinking Hats 22

Collaborative Designer and

enquiry client role play

metaphors

Aiding
communication in
a design team
using personas

Mind mapping

Table 1: list of teaching and learning resources on http://www.designcollaboration.org

Managin

our desi

team - Roles of a desi

er in a desi

team

This is a familiarisation exercise to enable discussion and negotiation
of roles within a team. It is divided into four parts - the first task involved
sharing individual likes and dislikes about team work, and canvassed

6.

opinions on desirable personality traits for a team member. The second
task asked the teams to consider several possible roles that a design

team might need to work effectively. Examples of roles included an
Investigator, a Catalyst, a Manager, a Communicator and an Artist. Once
the group developed a shared understanding of what these roles were,
they were asked to map each member’s preferred role and to highlight an
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7. Students participating in the Developing
a Team Philosophy exercise.

additional role in an area where they would like to improve. The team was
asked to negotiate the roles between themselves in order to arrive at an
agreed solution. We emphasised that these roles are not fixed and should
be fluid during the duration of a project, depending on the requirements.
When we ran this exercise with students, we observed that it helped them
understand different team roles, share areas of weakness and relate their
experiences to these roles. Introducing the roles also enabled the tutor

to facilitate discussions around team dynamics and the importance of
finding the right balance.

Understanding your design team - Developing a team philosophy
This exercise was designed to help newly formed teams develop a
common philosophy of values and process. We appropriated a technique
developed by one of our team members?® used as a consultation method
with stakeholders in the development of a brand identity. Our exercise
consisted of a set of image cards designed to act as catalyst to discussions
about the team approach. Each team was given a set of cards and asked to
select a type of animal, a celebrity and a chair that best represented their
team philosophy. They were also asked to brainstorm keywords that might
go with the images selected and devise a team name and motto. The main
objective of the exercise was to offer an opportunity for team members to
share values, process and motivations. The final outcome of a team ‘motto’
was incidental and only served as a vehicle for the purpose of team bonding
and communication. Students found the session ‘fun’ and ‘entertaining’,
boosting team morale and useful in terms of setting a shared agenda.

7.

Communication in a design team - Role playing designer/client
relationships
This resource is important for student projects involving an industry
partner where students have to deal with the expectations and criticism
of an external client. This theme is also supplemented by videos of
experienced designers sharing their experiences of managing and
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23. Joyce Yee and Louise Taylor, “Are You a

Delia or a Chantelle?” Engaging Stakeholders in
Branding Exercises,” in Design and Semantic of
Form and Movement (DeSFORM), ed. Loe Feijs,
Steven Kyffin, and Bob Young (Newcastle, United
Kingdom: Philips, 2007).

developing good client relationships. We asked the teams to select one
member to act as a client. To help that student get into character, we
provided blank facemasks and asked him/her to customise it. Although
the students responded well to the ‘fun’ element of the exercise, they
also took time to develop the characteristics of the client figure in order
to create a believable character. We then asked each team to do a mock
presentation to their ‘client’ in order to test how he/she might respond.
This exercise enabled the students to anticipate potential responses from
the client and, importantly, to understand what the client might expect
from the design outcomes.

Reflecting with your design team - Reflective skills within a team
Students were given a framework to help them reflect as a team which
took the form of “‘What?’, ‘So what?’ and ‘Now what?’. This tool can be
used at any time to help them reflect either on themselves, the process
or team members. The students were introduced to this approach at the
start of their collaboration, where the importance of using reflection was
explained. The tutor encouraged them to use this tool during the project
when difficulties arise. Students found that it helped them consider issues
and explore possible solutions.

Assessing the collaboration - Teamwork assessment
This exercise was used to enable students to reflect on their experience
of working in a team. They used the criteria provided, which could
change dependent upon the project, to look at what they had learned,
in terms of cognitive skills, technical skills and social skills. When they
had done this, they applied the same criteria to each of their colleagues
and gave them a mark out of five for each question. This information was
then collated together, as each member of the group offered a mark for
themselves and their colleagues, so that a combined mark was collected.
Students could offer comments about the assessment process, the project
or any other information that might be useful in the successful running
of the module. This then could be used to determine the weighting
of these marks, dependent upon the project and the importance of the
team-working element.

Conclusions
This project has highlighted the importance of incorporating
collaborative learning into design education. We found that collaborative
learning enhanced and improved idea generation amongst the students.
It enabled the team to take individual ideas to a much higher level by
sharing ideas and challenging each other. Collaborative learning also
enabled the students to learn from each other, for example technical
and negotiation skills. For design education to progress and reflect
professional practice, the benefits of collaborative learning need to
be made explicit to the student and complimentary forms of evaluation
found or explored. This would enable more effective design team-
working, encourage students to learn from each other and re-balance
the focus on the individual learning with learning collaboratively.
Developing a resource that was easy to use and accessible was an
important project objective. This was because planning and managing
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a collaborative project involving an external client places additional
workload on a tutor. A majority of a tutor’s time is spent on developing
and fostering a relationship with the external client as well as ensuring
that the students work to project deadlines. As a result, tutors often do
not have time devoted to helping students develop ways to work and learn
collaboratively. Therefore one of our key objectives was to offer tutors a
ready-to-use resource in order to enable them to focus on the pedagogic
issues more effectively. The responses that we have received so far, from
design educators who have participated in the project, have been positive
and encouraging. However, it remains to be seen how the tutors will cope
with using the available resources and facilitating the exercises without
the presence of the researchers. Additionally, as the tools were developed
within a single education environment in a UK context, we have not been
able to evaluate their effectiveness in a different learning context.
Although the resources on the website are directed at the educational
community, we recognise that the resources could be equally useful for
design practitioners. Design managers are especially interested in tools
that can help them develop their team, especially when trying to induct
new members. Further development will be required to translate these

resources for professional use. These developments can then be used
to improve and expand the Design Collaboration website.

And finally, in order to grow and improve the resource, we would like
to invite design educators attending the Icograda World Design Congress
to share their own experiences of collaborative projects on our website and
to explore the tools available. As an ongoing and live resource, we welcome
any feedback on ways to improve the tools and resources.
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A FADING TRADITION: DESIGN AS A PORTAL TO THE DISCOVERY
OF ONE’S OWN CULTURAL HERITAGE
DEBORAH ALDEN

ABSTRACT

In most industrialized nations, the journey from third to first world
replaces an old way of life with a new one. Throughout this transition,
substantial physical, social and economic changes occur, often resulting in
a disintegration of cultural traditions. This is especially true in Singapore,
where this transition has taken place in a highly compressed timeframe,
resulting in three generations of Singaporeans living in and perceiving
three vastly different Singapores, and leaving the youngest struggling to
understand their cultural heritage.

This paper presents A Fading Tradition, a project that aims to engage
this youngest generation in the discovery of their cultural heritage from
within by expressing it without.

In this project, students select a fading tradition (an art form, craft,
way of life, food, music, celebration or anything else that is disappearing)
and strive to give it relevance in today’s Singaporean society by designing
a way to present it to contemporary culture. After undertaking extensive
research into the tradition and why it is fading, including identifying and
shadowing an expert in the tradition, students define their contemporary
local audience and develop a design direction.

Students are then given an additional challenge, to design a way
to present this same tradition to another audience, the foreigner, to
connect this local tradition to a global audience. After surveying people
from their two target audiences, students must look at the tradition
from both an insider’s and outsider’s point of view, consider the cultural
differences between the two audiences, analyze their audiences’
previous knowledge and exposure to the tradition, and determine
distinct approaches for each design solution. The efficacy of these
solutions are ultimately tested and determined by their presentation to
both local and foreign critics.

This paper documents the process, results and insights gained
by this project, undertaken by 74 second-year undergraduate Visual
Communication students over the last two years.

FULL PAPER

Cultural identity in Singapore
“In an era of globalization, increasing numbers of designers are
discovering that being from somewhere in particular and designing
work that feels as if it comes from somewhere in particular—rather than
everywhere and, ultimately, nowhere—has never been more important.”
As a design educator in Singapore, I often hear my students express
their grievances about the lack of a local design identity. On one hand, this
is to be expected as the design industries here are in their infancy. The
school where I teach, which opened in 2005 and recently unleashed its
first batch of graduates, was part of a greater national economic scheme
formulated in 2002, merely seven years ago, to develop the country’s
creative sector. However, this modest maturation level is not the only
culprit leading to this deficiency. Existing in the younger generations
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of Singaporeans is an extremely fragile, and in some cases broken, sense
of cultural identity.

In a survey conducted by the National University of Singapore of
students aged 14 to 28, “...nearly a quarter of those who come from the
country’s predominant ethnic Chinese population wish they were not
Chinese. Instead, virtually all of them said they preferred to be Caucasian
or Japanese.” Young people are looking outside of Singapore to find
identities to adopt, indicating a serious disconnection in need of repair.

In 2007, our school was privileged to host the The Way of Asian
Design seminar, which featured some of the legends of East Asian graphic
design including Professors Kohei Sugiura (Japan), Ahn Sang-Soo (South
Korea) and Lu Jing Ren (China). During the question and answer period,
a local design professional described this void of cultural identity and
asked if anyone on the panel had advice for Singaporean designers.
Professor Kohei Sugiura simply replied that he wished he were so lucky.
Then, he went on to eloquently describe how Japan is a monoculture
where everything is the same and after a while to find inspiration you
have to look outside or make it up, whereas in Singapore you can simply
reach into your pocket and pull something out. If you don’t like it, reach
in again, and again, and again, until something speaks to you. There is so
much from which to choose at your fingertips.?

Singapore presents a much more complex cultural landscape
(Chinese, Malay, Indian and a large international expatriate population)
to navigate than a place like Japan with its strong and distinctly Japanese
design identity, but as Professor Kohei implied, that is precisely
Singapore’s advantage. However, it must be viewed as such.

Instead of looking outside, Singaporean designers should be striving
to understand and reconnect with their own extraordinarily rich and
vibrant cultural heritage.

“We can think of change occurring in a culture as a form of
continual adaptation to its own new condition. For this change to remain
continuous and balanced, however, it must never be too radical, rapid, or
arbitrary. Change of this nature can create an arrangement of meanings,
values, and purposes that do not follow any pattern that can be discerned,
leaving a culture’s members with a fragmented worldview, strained
connections, and an unguided relationship with their natural habitat.
Such conditions make a culture extremely vulnerable to collapse or
radical transformation that essentially destroys the original culture.”

Peter Martin wrote this based on his observations and experience
living in Qatar, a young country that has undergone rapid transformation
in a short timeframe, but it just as easily could’ve been about Singapore.
Over the last four decades (within the last two generations), Singapore
has thrust itself forward, paving its way from third world to first, from
wood kampong houses with thatched roofs nestled in the rural jungle to
an explosion of glass skyscrapers and concrete high-rise housing estates.
The disconnection caused by this brisk metamorphosis is endemic in
the younger generations, as they have no memory of earlier iterations
of their homeland. Furthermore, the disruptive effects that the decline
of intergenerational communication (due to language policies) has had
on the natural flow of cultural legacies and histories from generation
to generation are causing traditions to fade away, along with their
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la-c. Two solutions for tikam tikam

(a game of chance). Packaging for

a t-shirt concept store by Han Zi Rui (top).
A mix-and-match system for Singapore
character figurines by Bryan Lim

(center & bottom).

5. Shari Chong, written in project reflections,
April 2008.

accompanying sense of belonging, which the younger generations so
desperately seek.

In developing the curriculum for the Visual Communication
program at our school, we’ve tried very hard to place it within a
viable contemporary and culturally local context including a focus on
multilingual typography and required history courses in both Asian
and Western art and design. Our faculty is extremely diverse and
international, coming from different educational and professional
backgrounds. This breadth of experience is a huge asset to our program
but when it comes to helping our students connect with their culture
and find their identities it can serve as an impediment. Our students
must understand their culture in order to understand themselves and to
ultimately establish a Singaporean design identity. This project, A Fading
Tradition, provides one step towards bridging that cultural chasm.

Project: A Fading Tradition

A Fading Tradition is a project that encourages students to discover their
own heritage by finding a way to communicate it to others. In this project,
students select a fading tradition (an art form, craft, way of life, food,
music, celebration or anything else that is disappearing) and strive to give
it relevance in today’s Singaporean society by designing a way to present
it to contemporary culture. After undertaking extensive research into the
tradition and why it is fading, including identifying and shadowing an
expert in the tradition, students define their contemporary local audience
and develop a design direction (Part 1).

Students are then given an additional challenge, to design a way
to present this same tradition to another audience, the foreigner, to connect
this local tradition to a global audience (Part 2). After surveying people from
their two target audiences, students must look at the tradition from both
an insider’s and outsider’s point of view, consider the cultural differences
between the two audiences, analyze their audiences’ previous knowledge
and exposure to the tradition, and determine distinct approaches for each
design solution. The efficacy of these solutions are ultimately tested and
determined by their presentation to both local and foreign critics.

This project is given during the second semester of the Visual
Communication curriculum, in a studio that focuses on the relationship
between message and audience, content and context, and emphasizes the
role of research methodologies within the design process. Admittedly, this
is a difficult and complex project to introduce in such an early studio but
for many students it is timely as it shifts the way they view and approach
design at the beginning of their education, setting them on a course
of inquiry and discovery. As one student, Shari Chong, explains:

“It was with this project that I first discovered a love for researching.

I realized I needed to know the ‘WHY"S’ before I could even begin making

a final designed deliverable. T can assume nothing about messages and what
people want or need until I've asked the right questions. It only seems fair
to me that if I'm going to tell people something, I better know what I'm
saying and why and whether it's valid.”

Process is stressed over product. Students learn that design isn’t
simply making pretty things but engaging in a more involved process of
interpreting content and applying critical thinking to determine how best
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2c.

2a-c. Do-it-yourself kits for making gubahan
hantaran by May Lim (top). Multisensory
Chinese tea shop collateral by Soh Jin Ping
(center). Peranakan beadwork dinnerware
by Loh Li Ying (bottom).

to connect with people, how to successfully craft a message
relevant to their particular audience and deliver it through the
most appropriate media.

Students often struggle with this project at the beginning. Few if
any precedents exist for them to reference. They certainly can’t turn to
Japan or the West, as they usually do, to find examples on how to express
Singapore’s local culture. Instead, they must apply ethnographic research
skills and dig deep to understand their topic and both of their audiences
well enough to develop original, effective solutions.

In a society where speaking up in a public setting or when one isn’t
absolutely sure of the “right” answer is rare, it can be difficult to get
students engaged in a critical discussion of each other’s work.

This project erases that reticence. Since students’ peers are often the
chosen local audience for Part 1, as it is their generation for which the
traditions have faded the most, everyone in the class is an authority
and has an opinion. The classroom becomes a place for the testing and
incubation of ideas where students get immediate feedback from their
intended audience, heated passionate debates ensue and peer critiques
are intense and honest.

In Part 1, students face the difficulty of making a tradition relevant
to an audience who is culturally attached and fairly cognizant of its
existence but who have turned their back on it. In Part 2, the converse
is true. Students must look at the tradition from an outsider’s viewpoint.
They are challenged to consider what would make the tradition relevant
to these divergent audiences and how a message and therefore solution
concerning the same topic changes depending on the audience to
which it is directed.

Over the last two years, 74 students have undertaken this project.
They have revisited their childhoods by exploring traditional kampong
games (five stones, chapteh, tikam tikam, zero point), spent nights
backstage mingling with wayang (Chinese street opera) performers,
cooked with grandparents to discover the special meaning each
ingredient contributes to a Chinese New Year dinner, and tracked down
the last remaining expert in Singapore on wayang kulit (Indonesian
shadow puppets). Furthermore, mothers have been translators when
communication broke down between daughters and grandmothers,
resulting in three-generation conversations about the meaning of gifts
given during traditional Chinese weddings.

Multisensory Chinese tea shops for youths have been designed along
with a modified version of Scrabble for learning Jawi (the Arabic alphabet
for writing the Malay language), dinnerware with the motifs and colors
of traditional Peranakan (Malay/Chinese) beadwork and an online audio
journal of the unique jargon and sounds that encapsulate the experience
of a kopitiam (traditional breakfast and coffee shop). Foreign students
have uncovered links between their native cultures and their current
residence, opening up chapters of history previously unbeknownst to
their local classmates, and Chinese students have revived Malay traditions
such as batik (a wax-resist dying technique for textiles) and gubahan
hantaran (handmade wedding favors), giving them the opportunity to
study and understand the breadth and richness of Singaporean culture
beyond their own race.
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3a.

3a-c. Grandmother interview (left), invitation
(center) and dialect flash mob (right)
by See Boon Ping.

6. Statistics Singapore, “Census of Population
2000: Education, Language and Religion,”
http://www.singstat.gov.sg.

Case study: chinese dialects

Everyday use of Chinese dialects in Singapore, other than Mandarin, has
fallen drastically in the last twenty years, contributing to the decline in
intergenerational communication.® Choosing to take on this politically
charged topic, See Boon Ping interviewed his grandmother, in Hokkien,
to understand a time when dialects flourished, and studied the bilingual
language policies put in place since then. At first, he thought the only
way to make a difference would be to incite policy change. But, then in
class one day as he was saying how proud he was to be 100% Hokkien and
that it was very rare, two of his classmates chimed in saying they were
also 100% Hokkien. Soon all the Chinese Singaporeans in the room were
boasting of their own dialect group origins. Although they had known
each other for two years, no one knew who was Cantonese, Teochew,
Hainanese, Hakka, etc. Boon Ping realized that his peers had a lot of pride
in their dialect groups even if they were insecure about their limited
command of the language. His solution was to stage dialect flash mobs
around Singapore where vocabulary and pronunciation cards would

be passed out so people could meet others who shared their heritage

and practice speaking the language together. His intention was that by
orchestrating these introductions people would find new friends with
whom they could later meet up and continue chatting. For Part 2, he
targeted expatriates and tourists who would witness the flash mobs and
receive similar vocabulary cards with an explanation about the event

and the particular culture of the dialect group to bring awareness to the
foreigners with hopes they might join in the conversation and learn more.

we are

Hokkien

3b.

Case study: burning paper offerings

In surveying her generation to find out why they aren’t participating in
the tradition of burning paper offerings so their ancestors can flourish in
the afterlife, Jasmine Tan found that environmental issues were top on
their list. Upon reading that China, Hong Kong and Taiwan are already
taking stricter measures to curb the impact of this tradition, Jasmine
realized how imminent the need was to develop an alternative method.
She deemed that the root of the tradition wasn’t the act of burning paper
per se but honoring the deceased, an extension of filial piety. Stumped as
to how to balance the integrity of both the tradition and her ethics, she
plowed forward with the following mantra: “Don’t compromise tradition
for the environment. Don’t compromise the environment for tradition.”
Digging into her research, she found examples of traditions that were
changed because of ethical reasons, such as placing small representative
objects in tombs instead of the live burial of human sacrifices to honor
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4a-c. Honoring ancestors while saving
the environment with Compos’tin (top),
informational booklet (right top) and
narratives of familial love (bottom)

by Jasmine Tan.

recently deceased kings. With this in mind, she conceived of Compos’tin,
a container for placing paper offerings, which would over time turn into
compost. The compost could then be used as fertilizer to promote new
growth, giving back to the environment rather than harming it and still
honoring one’s predecessors through paper offerings. The rest of her
campaign for Compos’tin included an informational website and booklet
to promote the benefits of this alternative tradition with the slogan
“Remembering the past, protecting the present, saving the future.”

For Part 2, to connect her foreign audience to this tradition, which at
first glance may seem peculiar to an outsider, Jasmine relied on the
universal theme of familial love. A small, intimate book reveals glimpses
into these rituals through carefully constructed narratives paired with

poignant photography.

4c.

Case study: Wayang

When Chen Huimin determined that her generation’s entertainment
alternatives were too vast and attention spans too short to sit for a four
to five hour wayang (Chinese street opera) performance, she decided
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5a-b. Wayang character inspired make-up
(left) and boutique hotel room (right)
by Chen Huimin.

to focus on the theatrical and bold traditional make-up. She believed

the youth-driven burgeoning Singaporean fashion industry would be
receptive to an adventurous but slightly toned down line of make-up.
Thus, Ju (meaning show or drama in Mandarin) was born, a brand
featuring three distinct palettes, each influenced by a different wayang
character: Wu Dan (Warrior Lady), Hua Dan (Virtuous Maiden) and Qing
Yi (Madam Elegance). For Part 2, Huimin’s audience, foreign tourists,
discover the patterns, colors and fabrics of the costumes in their wayang-
themed boutique hotel rooms. The symbolism of the costume’s details and
how they add meaning to and define the character that particular room is
based upon is revealed the more guests explore. Similar to a treasure hunt,
the guests develop a greater understanding of and personal connection to
this important storytelling feature of wayang over the course of their stay.

Concluding thoughts

With a greater cultural understanding, a local design identity will

grow organically as the industry matures over time. The pioneers of
Singaporean design, who are barely one generation older than my
students, also seem to struggle with their cultural identity at times but a
localized appreciation is starting to manifest within this group and a small
grass roots movement is gradually emerging. A few studios, like Little Red

70



Dot and Asylum, tackle the issue of local cultural identity in their practice,
making and supporting products with a distinctly Singaporean flavor.

I feel extraordinarily fortunate, as an outsider, to have been granted
the privilege to go on this journey with these students, to have been
witness to their struggles, their epiphanies and their discovery of
self. I certainly have a much greater understanding and appreciation
of Singapore’s cultural landscape and its unique position within the
phenomenal Southeast Asian region and it’s evident that they do as
well. This project, A Fading Tradition, isn’t going to change the rapidity
of progress in Singapore nor unfortunately is it likely to have much of
an effect on the disappearance of many of these traditions. However, it
does motivate this youngest generation of designers to take pride in and
draw inspiration from their local cultural context and since they will be
creating much of the visual landscape in Singapore for the foreseeable

future. That is encouraging.
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Xin: Icograda World Design Congress 2009
This paper was submitted for the Icograda
Education Network (IEN) Conference that
took place during the Icograda World Design
Congress 2009 in Beijing, China, which was
planned in collaboration with the Central
Academy of Fine Arts (CAFA). The broader
theme of the congress, Xin, literally signifies
human speaking and hence message/
letter in Chinese, Xin-{§ which represents

a primitive means of communication. The
IEN conference invited papers under the
following themes: Design Education and
Innovation; Design Education and Diversity;
Design Education and Cross-Disciplinary
Collaboration and Design Education and
Regional Development.
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ABSTRACT

Communication design education in the United States takes on various
methodologies and teaching strategies. This paper focuses on an
alternative methodology called Issue-Based Design Education (IBDE).
Educational experiences in IBDE would encourage meaning making and
social responsibility while learning to think critically about design
solutions. A discussion on the importance and value of advocacy through
design products and surfaces is addressed. The paper will propose that an
“Issue Based” methodology can lead to a stronger understanding of social
worth as a communication designer.

The paper draws on the discourse of design scholars who have argued
that designers need to be more socially conscious and socially relevant
when creating visual products. A discussion on the importance and value
of advocacy through design products and surfaces is addressed.

In addition, the paper will provide a case study on IBDE strategies,
processes, and final products used in a visual communication
undergraduate program at an urban working class university, California
State University, Northridge. The paper provides a brief narrative on how
IBDE was used during a very important presidential election year, 2008,
in the United States and the state of California with the various issues
addressed (environmental, social, political, and global). The case study
is directly related to this special population of students and cannot be
generalized to other populations. This culturally diverse working-class
student population found connections to citizenship and purpose
in communication design.

FULL PAPER

Introduction

There is a growing movement in design; a movement toward more socially
aware products with a direction towards social responsibility. Issue

based design is centered on social, political, environmental, and global
awareness. There have been many attempts to create communication
design curricula and projects that address social issues. Although much

of this dialogue comes from good intentions, substantial issues need

to be addressed in design education in order to make that impact on the
future dissemination of visual products. Effective communication is key
to social awareness. As Cheryl Heller, of Heller Communication states
“The future of our world really does depend on our ability to communicate
with and understand each other. Those who are skilled at communicating
stand to make a difference.”

Within communication design education, a shift is discernible from
studying the design of the client driven projects to studying the more
inclusive conceptual and research category of social and issue-based
design. This article presents an Issue-Based Design Education (IBDE)
perspective on communication design/ graphic design education. I do not
attempt to generalize or compare what other institution are doing as far as
a socially relevant design curricula. Rather, I only propose a paradigm shift
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2. Center for the Study of Political Graphics is

a Los Angles Based center that collects, preserves,

and exhibits graphics relating to historical and
contemporary movements for social change.
(www.politicalgraphics.org)

3. The Graphic Imperative: International Posters
of Peace, Social Justice and the Environment 1965-
2005, is a traveling exhibition which features four
decades of influential political posters.
(www.thegraphicimperative.org)

4. United Designs International Biannual

Design Exhibition is an example of one of the
many organized shows around social issues.

An estimated 300 designs from 25 countries
are displayed and most of these relating to
environmental issues. (www.designresearchlab.
com/uniteddesigns.html)

and provide an example of its application in a case study descriptor
at California State University, Northridge.

Definitions
When I am referring to communication design, I am also including
graphic design, graphic art and other graphic oriented areas in the field
of design. T am using the terms, visual products and design surfaces,
to include two-dimensional surfaces, three-dimensional surfaces,
and surfaces that are not tangible like time-based and cyberspace.
Communication designers use several surfaces; from two-dimensional
printed products to environmental public displays as well as the web.
The Issue-Based Design Education (IBDE) objectives are to include
the social role of the designer in global and local communities through,
but not limited to, cultural, social, political, environmental, and global
issues. Even though the results are in the process of learning about
these issues, the goal is in effectiveness of the message being addressed.
IBDE is categorized under a critical methodology of teaching and learning
about design through research and reflection. The case study at California
State University, Northridge shows the use of design process techniques,
which involved problem posing, reflection, and action through writings,
discussions, and design. IBDE allowed students to develop awareness
on the impact design has on society and visual culture. The final design
surfaces were posters, flyers, buttons, tshirts, stencil graphics on walls,
and a website.

Historical and contemporary advocacy

Although art as a form of propaganda in western society dates back to the
15% century, the field of communication design and graphic design did not
see recognition till the 19" and 20™ centuries. The origins of social issues
in graphic design are traced back to the 20™ century propaganda posters
from Russian Constructivists, International Typographic Style, WWI

and WWII, and sixties political art. However, socially relevant graphic
artworks related to culture and society has remained prevalent

in every decade of the 20™ century and into the 21* century as well.

More contemporaries like the Center for the Study of Political Graphics?
and Graphic Imperative: International Posters for Peace, Social Justice and
the Environment? see the value in preserving the history of social issues

in graphic art through various exhibitions of issue based works. Several
other organizations around the world sponsor design exhibitions on social
or environmental issues.*

As design students learn about the various movements in history,
they are exposed to propaganda and graphic activism from various time
periods. It appears that the actions of professional designers are not solely
for commercial or commodity driven reasons. Professional designers want
to be socially involved. As part of our human condition to feel connected,
professional designers all over the world want to make a difference.
Contemporary graphic artists like, Shepard Fairey, Luba Lukova, and
James Victore are just three examples of graphic artists who choose
to make statements through their work even though they remain
professional graphic designers (See Figures la-c). Their work is not
seen exclusively by the design or art world, but rather their work is part
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of everyday visual culture, youth culture, and even politics. Therefore,
encouraging our design students to be a part of social activism is not
pushing our own agendas but rather providing an obvious connection
to the social world.

Design discourse

Traditionally, most communication design educators do not emphasize
political or social issues in their teaching. Some may see social issues

as being irrelevant to the growth of a good designer, while other educators
may be afraid of awakening big moral or political questions and the
sensibilities of one group or another. Although design educators often
teach about the formal qualities of design, they should be more concerned
with its functions, including those that are socially relevant to the issues

of today. Such a concern would show the power of design and make it more
relevant to young designers.

A discourse of social significance has been present over the last
century. Even though there is a limited number of books and articles
that discuss issues in design, some authors like Steven Heller, Veronique
Vienne, Victor Margolin, and Katherine McCoy contribute to this design
discourse. The journal, Design Issues (MIT Press), and various books
edited by Steven Heller have provided valuable resources for dialogues
on graphic design education.

Over 20 years ago, a 1988 article was published in Design Issues called
“Graphic Design: Fine Art or Social Science.” The author, Jorge Frascara,
states: “Graphic design is the activity that organizes visual communication
in society. It is concerned with the efficiency of communication...
the social impact it effects, in other words, with social responsibility.”
Frascara continues to discuss the importance of teaching about design
as representing “all levels of the activity, that is, the emotional and the
rational, the communicative, the technological, and the awareness of the
social context.”®

In a 2002 Design Issues article about the shift from formalism to social
significance in communication design, the authors stated, “When designer
and viewer are actively involved in a shared dialogue, both become active
participants in the creation and interpretation of the visual message.

As aresult, the designer is empowered, shifting from a decorator of
messages to an agent who has influence on the social implications of
delivering a visual dialogue.””

Steven Heller is one of the leading scholars in writing about
contemporary graphic design issues as well as historical ones. He has
edited several books, which provide dialogue and further discourse for the
professional field. The book, Citizen Designer, edited by Steven Heller and
Véronique Vienne, includes essays on social responsibility. The first essay,
written by Katherine McCoy, deals with design as a social and political
force—active citizens “who happen to be graphic designers.”® As a design
educator herself, she advocates for the project assignments in design
curriculum to have content developed by the student “independently
of client assignments, where the reward is the expression of personal
concerns.” In addition, she states, “the challenge to develop subject matter
stimulates the design student to determine what matters on a personal level.”
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1b.

War on Abortion
At Simenez

I was borm m the Philippines, which is o pre-
domimantly Roman Catholic population. Roman
Catholics view abortion as @ senous nifense to God
However, the political and social eulture in the
United States offers the ability for a woman to
choose, ln other wonls, | um not only presenting the
conflict of Abortion withm Ameriva, but within
myselfas well. Across cultures and nutions, human
life is held as valuable. The highly contested issuc of
abortion touches so many lives and clallenges
tightly held beliefs about the coneept of human life

I chose this issue 50 as 1o present this contestation of
beliefs 10 the viewer, but doing o withaut pressing
upon them oy behefs

1c.

1a. "War on Abortion" poster by student
AJ (Aleth) Jimenez.

1b. Sketch by student AJ (Aleth) Jimenez.

1c. Description of design issue by student
AJ (Aleth) Jimenez.

IBDE strategy

There are a number of strategies and methods that educators can
adopt to have a more socially relevant curriculum. They range from
design research, primary and secondary methods, to changing how
designers conceptualize or generate design solutions. One thing

is certain, the process of designing in an IBDE is similar to other
techniques and strategies for designing, but bringing contemporary
issues into the classroom may require a new way of thinking.

The focus of this section is to show how the students from
a working class institution in a liberal arts program (Bachelor of
Arts) researched, developed messages, and delivered perspectives
on issues with a variety of design surfaces and products. Since the
program is liberal arts oriented it was very important to deal with
the “intangibles” of education—empathy, personal values, beliefs,
awareness, self-esteem, self-confidence, and social responsibility—
while learning about the conceptual and formal aesthetics of design.
The final objective was to disseminate a group of designed materials to
the local university community under the title, Graphic Art the Vote.

Over the course of the project, students went through a process
of 1) problem posing, 2) reflection, and 3) action. The first phase had
three steps; receiving the problem, researching the problem, and
organizing information. The second phase included; developing visual
sketches, obtaining feedback and critiques, and revising the visual and
conceptual direction. The final phase of their design process involved
not only rendering out the final product, but also making sure the
message is being distributed to more than just the students in
the classroom.

The problem posing phase was the first step in the
conceptualization process. The problem was for students to
conceptualize a social, political, environmental, or global issue that
related to the 2008 Presidential and/or local elections. Three groups
of students team together to work on an issue collaboratively. All
other students chose to develop individual campaigns. This initial
phase included secondary research processes through the collection
of information on three issues of interest. They collected data from
multiple sources (web, books, articles, and brochures) on their
issues. In addition, students gathered visual resources, graphic
design examples, design styles and typographic treatments. Then
each student organized their research information and resources by
prioritizing facts, design styles and typographic ideas. Each student
or team presented his or her research in a digital slide presentation
to the class. Included in the presentations were design styles and
samples. After obtaining feedback from the class as a group they
were required to choose only one issue to address.

Students went through an additional phase of designing, a
reflection phase. Even though they were developing sketches, (See
figure la-c) creating slogans and typographic treatments during this
phase, students were always reflecting on the direction of their issues
through small group critiques and reflective writing assignments. This
process helped students develop the best solution to their visual and
conceptual problem.
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2. 'Empty' poster by student Ricky Lovas.

3. 'Ego’ poster by student Aya Goto.

4ab. Gallery Exhibition, Graphic Art the Vote, 2008.
5a-c. Election Day and Gallery Reception, 2008.

6a-c. Election Day and Gallery Reception, 2008.

4b.

During the end of this phase, students were close to completion on
a message, style, and visual solution.
The final phase, the action phase, included some research on
materials, surfaces, media, and product development. However, this
phase required the final dissemination of the issue using various surfaces.
Students were able to obtain a gallery space at the university for the
exhibition, Graphic Art the Vote (See Figures 4). All the final products
were displayed and disseminated to the university community on Tuesday
November 4, 2008—Election Day. As seen in figures 3 and 4, students not
only developed posters, they also created postcards, stickers and buttons.
The buttons, postcards, and stickers were disseminated during the gallery
reception on Election Day 2008 (See Figures 5-7). In addition, some
of the students created a website for the exhibition (See Figures 8-11).
Design works dealt with social issues related to the presidential
candidates but also other global issues such as the war in Iraq (See Figures
12a-13b) and environmental destruction were addressed as a direct
connection to the future of the United States as a global community member.
Some students, however, chose issues that were personal. One of the
students did her issue on Darfur because she was born in Africa and felt
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10. Propositions in the state of California are
laws that are voted in by the people of California.

Not all states have this system for laws. But in . 6¢.
California, Proposition 8 was put on the ballots
for 2008 to vote on a ban on gay marriage. a connection to the terror her country’s people were experiencing (See

The students in my class wanted people to vote Figure 14a-14b). Two other female students focused on an issue that was
NO so that people would have the right to marry

whomever they like, heterosexual or homosexual.  directly related to the elections; Proposition 8 (Prop. 8) (See Figure 15 a-d ).
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7a-b. Election Day and Gallery Reception,
2008.

8-11. Website page of
www.GraphicArtTheVote.org

12a. '4,162 Dead 1 vote' poster by student
Jared Kennedy.

12b. Description of design issue by student
Jared Kennedy.

12c. '4,162 Dead 1 vote' sticker by student
Jared Kennedy.

13a. 'The Consequences of War' poster
by student Steven Jul-ul.

13b. Description of design issue by student
Steven Jul-ul.

14a. 'Darfur, 21st Century Genocide' poster
by student Helen Yemanebrhan.

14b. Description of design issue by student
Helen Yemanebrhan.

15a. 'Support Equal Rights for All' poster
by students Christine Choi & Jahaira Duarte.

15b. Description of design issue by students
Christine Choi & Jahaira Duarte.
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10/7/2008

4,162 Dead 1 Vote
Jared Kennedy

we have sent and continue 1o send t the battletield

have the chance o decide the futuee of the young

10 vole.

My issue focuses on the number of young men and women

overseas, Since the war started and up until 10/7/2008
when | started this project 4,162 soldiers hud died in the
Iragi war. This upcoming election is so critical becavse we

Americans enrolled for service. T urge you to stop the
bloodshed and bring an end 10 this war by using your power

12b.
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The Consequences of War
Steven Jul-ul

My political issue poster is about the war in Irag. Ever
since the September |1th terrorists attacks that took place
seven vears ago, the United States has been sending more
and more troops over to the Middle East, mainly Irag,
Every year the deaths of our troops keep piling up ina
war that is costing taxpayers over $650 billion dollars.
Not only is the Senate keeping the troops longer, bt also
they want 1o send more over to the Middle Fast. ['was
bom and raised in Los Angeles and I feel that we
shouldn’t be funding 4 war that 15 killing more and more
of our Amencan troops. By bringing more troops home it
will cost taxpayers less money and will decrease the
number of deaths of our troops every year.

13a.

darfur

21t century
