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ABSTRACT

“Education is the kindling of a flame, not the filling of a vessel”
Socrates.

In the twenty-first century, design education has evolved from the training of designers as a
trade to the current doctoral levels of study. This study examines the future role of the
designer in Alberta and how design education can support this role, using the DesignX
Manifesto (2014) as a guide. Applying design thinking techniques, the researcher used a
Likert Scale questionnaire to ask current Albertan design educators what they thought about
design education in the province. These findings served as the basis for workshops with
design educators in Alberta looking at "how might design educators reimagine a future vision
of the design practice for Alberta”and "how might design educators reimagine design
education in Alberta to deliver this future vision". The findings extended beyond issues
discussed in the workshops—failure as part of design and ethics of design—to discuss the

importance of community for Alberta's design industry and education.
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01-INTRODUCTION

The design world, the act of designing,
reacts to the social, political, and
technological shifts throughout history. The
designer has been the creative body behind
the objects and environments that evolve
from societal shifts. From the development
of simple tools to the Industrial Revolution to
the World Wide Web, this has been the
designer’s vision, regardless of whether the
individual was professionally defined as a
designer. These social, political, and
technological shifts also alter education for
the practitioner from the guilds to formal
systems, such as colleges and universities,
from the Bauhaus school in Germany to
Stanford University’s d.school.

We live in a built environment that is
becoming more complex each year. Don
Norman calls this new world a ‘complex
socio-technical system’ where he sees the
designer's role going beyond the craft maker
to actively implement and develop solutions
in incremental steps to reduce political,
social, and cultural disruptions (Norman &
Stappers, 2015). Norman & Stappers’ work
started with a meeting of the advisory for the
then-new Tongji University, Shanghai, China
College of Design and Innovation, during

which the board continued conversations
that started decades earlier about the
purpose and preparation of the designer.
Many individuals at the meeting had written
papers on this topic previously. They used
their papers to support creating the Design X
Manifesto (2014)—a call to redefine the role
of designers and alter their education.

Prochner and Antoniuk (2022), in the
anthology Situating Design in Alberta,
describe a paradox between the design
education provided and the limited
opportunities to practice and make a living
as a designer in Alberta. This paradox is
related to how the province sees the
designer and the general role that the
designer is expected to play. What if Alberta
designers react collectively to societal
changes while considering the
recommendations of the DesignX Manifesto
to examine the designer's role in Alberta to
explore the methods applied in post-
secondary education for the designer? The
research study looked at responding to this
question, engaging Alberta design educators
in the fundamental task of reshaping how we
understand design in the province and how
we train for it.



TERMS AND DEFINITIONS

Term

Complex socio-
technical systems

Design

DesignX Manifesto

Design thinking

Environments

Fourth Industrial
Revolution

Gamification

Guilds

Human-centered
design

IDEO

Definition

Coined by Don Norman; “intricate societal and global problems”.
Challenges where designers strive to define human problems,
understand their far-reaching implications and address them
carefully. (Norman & Stappers, 2015) (Norman, 2023)

The production of 2D, 3D, or virtual objects or environments for
human engagement.

A call to action for designers and design educators to address
complex socio-technical systems as a working role for a
designer outside of the traditional object-making role. For
designer to use the design skills of problem solving and apply
them outside of the traditional role of a designer, and for
educators to include business skills and deeper understanding
of socio-political issues to support this additional role of a
designer. (DesignX Collaborative, 2014)

The ideology of applying hands-on, user-centric approaches to
problem-solving that can lead to innovation. The design thinking
process comprises of 6 phases: empathize, define, ideate,
prototype, test and implement. (Gibbons, 2016)

The space that is part of the human experience, be it in the
physical or digital world.

Coined by Klaus Schwab (2016), A technological revolution that
is blurring the line between the physical, digital and biological
systems and converging to transform modern society.

The process of adding game-related components, including
badges, leaderboards, and point systems, to "traditional”
learning exercises to boost motivation and engagement.
(University of Waterloo, 2024)

A collective of individuals with similar interests or pursuits
associated with medieval groups of merchants or craftsmen.
(Merriam-Webster Dictionary, 2019)

An approach to problem-solving commonly used in process,
product, service and system design, management, and
engineering frameworks that develops solutions to problems by
involving the human perspective in all steps of the problem-
solving process. Human involvement typically occurs in observing
the problem within context, brainstorming, conceptualising,
developing concepts and implementing the solution.

A multi-disciplinary design studio, designing products and
services. They focus on human-centered design in applying
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e Likert Scale

e LUMA System of

Innovation
e LXD
e Pedagogy

e Practice vs system
of design thinking

e Wicked Problem

design thinking processes to their projects. Through the decades
of operation, they have developed design thinking tools to
enhance and support their problem-solving process. (IDEO, 2019)

A rating scale is used to measure opinions, attitudes or
behaviours. Contains a statement or question followed by a
series of five or seven answer statements. (Bhandari, 2020)

A resource and catalyst to empower others to understand
human-centred design methods to become more innovative in
their daily work. It provides a scalable system of tools and
language for innovation in which activities can be individually
selected for simpler issues or collectively in a recipe for
complex issues. (LUMA Institute, 2023)

“Learning Experience (LX) Design” is a non-profit organization
that provides processes and tools for creating learning
experiences based on human-centred design and goal
orientation to enable learners to achieve the desired learning
outcome. Combining design principles from interaction design,
user experience design, experience design, graphic design, and
game design, combined with elements of education, training and
development, cognitive psychology, experiential learning,
educational sciences, and neuroscience, (Shapers, 2023)

The framework, techniques, and the study of methods and
activities used in the professional execution of teaching.
(Bouchrika, 2022) (Cambridge Dictionary, 2019)

Two complimentary ideologies of design thinking. The practice is
based on using design thinking methods as part of work and
problem-solving; the system is to look at design thinking as a
tool or system of problem-solving. Both are valid.

Coined by Horst Rittel; a problem with several interdependent
factors, adding complexity to the issues, often making the issue
seem impossible to solve. Each problem is unique, as the
situation and stakeholders for each complex issue are different.
There is often no single solution for the situation. (Interaction
Design Foundation, 2015)

10
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02-LITERATURE REVIEW

DESIGN EDUCATION

In this section, the researcher investigates
the progression of design education through
a brief history and outlines some existing
educational practices and pedagogy.

History - from Past to Present

The history of humanity is deeply connected
to design, where the role of the designer,
artisan, or creator shapes artifacts and
environments. The term "design” was not
used until the late 14th century (Online
Etymology, 2023). Early in humanities
history, the designer or artisan training was
passed down within families. As Europe
became urbanized during the Middle Ages,
guild societies became the home of training
for artists, designers, and trades. These
guilds provided social, political, economic,
religious, educational, and career centres for
artisans and trades. The guild democratized
the value of their work and provided a sense
of community for the professional and the
new urbanites. The city governments
supported and approved each guild,
fostering economic and political
relationships between guilds and the cities.
The masters, trades, and industries of guilds
also supported urban citizenship. During the
Middle Ages and into the 1800s, gaining
citizenship was essential for freedom. This
guild tradition continued into the eighteenth
and nineteenth centuries and the dawn of
the Industrial Revolution (De Munck p 4-6;
Prak et al., 2019).

The Industrial Revolution was an era of
significant technological and social changes
in Europe and North America during the 18th
and 19th centuries. Beginning in Britain in
the late 1700s, the revolution spread to
other parts of the world. One of the most
significant changes during the Industrial
Revolution was the mass production of
goods using machines powered by steam or
electricity. This led to greater efficiency and
productivity, creating previously unattainable
goods at an unimaginable scale.

The Industrial Revolution transformed the
design industry by developing new materials
and manufacturing techniques. The
standardization of mass production enabled
durability, affordability, and accessibility of
products, resulting in a lack of individuality
within products. The repercussion was a
societal response against mechanization.
Individuals like William Morrison, founder of
the Arts and Crafts movement, reacted and
redefined aesthetics based on the tradition
of hand-made individual products, which are
now classified as timeless (Siebenbrodt &
Schobe, 2015).

Before the Industrial Revolution, design
education was taught through
apprenticeships, within the home or through
the guild society. However, with the advent
of new technologies and manufacturing
techniques, design education became more
formalized and structured, with schools and
universities offering courses in design. The
Industrial Revolution marked a significant

11
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turning point in the history of society and
design, paving the way for new materials,
techniques and approaches to design that
continue to shape society today.

The integration of technology, art, and craft
led to the establishment of formal design
education in Europe and North America.
Schools like The National Academy of Craft
and Art Industry in Norway and the Rhode
Island School of Design in 1877 followed the
Académie des Beaux-Arts, with curriculums
based on Guild traditions. Students were
selected based on their talent and were
evaluated through public Salon exhibits. The
curriculum was determined by influential
societal figures, politicians, royalty, and
industrialists. Today, the curriculum
developed in these institutes continues to be
followed in Europe and North America
(Gersh-Nesic, 2020; Meyer & Norman, 2020).

There was little change in design education
until the end of World War | in Europe. The
Bauhaus, a German art school founded in
1919, significantly influenced modern design
through its interdisciplinary approach and
pedagogy. Today, many design schools also
incorporate elements of the Bauhaus
approach into their curricula, focusing on
hands-on experiential learning,
collaboration, and experimentation. Students
are encouraged to work with various
materials and techniques, from traditional
crafts to cutting-edge technology, to develop
a broad range of skills and knowledge.
Collaboration is also emphasized, preparing
students for real-world challenges in their
careers. Experimentation and innovation

were also encouraged, fostering students’
unique design sensibilities and preparing
them to push the boundaries of design for
the future (see Figure 02-01).
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Figure 02-01 Bauhaus original curriculum Il Year:
1920-30 (Aesthete, 2017)

Since World War Il significant societal
changes have occurred. The world's
socioeconomic and technical environment

is becoming more volatile. Global warming,
population growth, urbanization, and the
growing international conflicts over land,
culture, and resources are the focus of the
United Nations Global Sustainability
Development Goals (United Nations, 2015),
which are looking for solutions. Many of
these 'wicked' (Rittel & Webber, 1973) or 'big’
issues have been known for generations, yet
humanity has been slow to resolve them. The
evolution of design has been amid these
social, economic, and technological changes
through more specializations creating silos
of disciplines. The "attempt to separate
design, to make it a thing-by-itself, works
counter to the fact that design is the primary

12
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underlying matrix of life" (Papanek, 1984, p
3).

Contemporary Education

Contemporary design education follows
traditions from the Industrial Revolution and
the Bauhaus, with educators typically
coming from industry. They become
educators based on their expertise and
industry experience. However, as an art and
design educator, their training has been a
trial-and-error process. The post-secondary
educators often lack formal educational
training at the start of their career. This
hiring method has created the imposter
syndrome,” where new instructors, as noted
in the book /ntroduction to Design
Education, hear, "Don't worry, you'll figure it
out” (Faerm, 2023, p. xviii). The transition
from designer to teacher is not as crazy as
you think. Both require the capacity to solve
problems, have empathy, and be able to
convey concepts to peers and customers in
a variety of ways, utilizing a varied set of
tools for every new conversation.

Design Education pedagogy

The method used to train others is defined
as the instructor's pedagogy. Design
education often uses the sijgnature
pedagogy of 'habit of the mind’, 'habit of the
heart', and 'habit of the hand' (Faerm, 2023
p. 120). As a result, the designer is
developed as a person of knowledge, with
the structure of the operation consisting of
teaching and learning (mind), values and

ethics that have evolved from cultural "taste”

to 21%-century societal values (heart), and
the ability to create discipline knowledge

(hand) (Faerm, 2023, pp.119-121). This
pedagogy aligns with the Bauhaus, which still
exists in many post-secondary educational
institutes.

Katherine C. Boles, former program director
and senior lecturer at Harvard Graduate
School of Education, describes teaching as
"a dance, an empathic, disciplined dance”.
The educator moves through the course
while integrating the students’ knowledge,
interests, and goals with the instructor's
subject knowledge, techniques and craft of
teaching, and personalities—all while
understanding the strengths and needs of
individual students (Faerm, 2023, p. 175).

Boles continues to share that the three
ingredients of effective teaching are a deep
understanding of the content, an intense
and evolving pedagogy, and respectful
relationships with students and colleagues,
both internals and externals of the institution
(Faerm, 2023, p. 176). The effective
instructor engages learners with ideas that
can be accepted, rejected, modified, or
expanded in their thinking. “(The) effective
educator opens new worlds to learners, and
they systematically lead them through the
process of incorporating new learning into
their lives, their work and (often) their
identities.” (Faerm, 2023, p. 180).

DESIGN EDUCATION VS DESIGN
PRACTITIONER

Learners frequently consider what their first
design job will be before enrolling in a
program or on the first day of classes.
Applying learned skills—theoretical or

13
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practical—to unfamiliar circumstances can
be difficult and stressful when moving to a
professional role. The new professional must
be willing to take risks, make decisions, and
accept accountability for their actions while
establishing professional networks. They
must change from students to practitioners.

The designer is more than their discipline. As
the learner transitions to the practitioner,
some guidelines provided at the
Internationales Design Zentrum Berlin in
1979 can be helpful:

e Good design may not be a mere
envelopment technigue. It must express
the individuality of the product in
guestion through appropriate
fashioning.

e [t must make the product's function
and its application plainly visible so the
user can understand it.

e Good design must allow the latest
State of technical development to
become transparent.

e Desjgn must not be restricted to the
product alone; it must also consider
issues of ecology, energy conservation,
recyclability, durability and ergonomics.

e (Good design must take the relationship
between humans and objects as the
point of departure for the shapes it
uses, especially considering aspects of
occupational medicine and perception.
(Burdek, pp.12-13)

Few studies exist to connect general design
education and the design practitioner

(Furniss, p. 3). In this section, the researcher
reviews current views and gaps between the

education and practice of design through
personal interviews and the documentary
series Abstract, The Art of Desjgn (Netflix,
2017 & 2019).

Contemporary Design Practitioner

The world of the design practitioner is not
straightforward. The documentary series
Abstract, The Art of Design (2017 & 2019)
from Netflix, does not explicitly answer what
a designer is but follows a selection of
contemporary designers to open the window
into their creativity. Scott Dadich, the creator
of the series and former editor-in-chief of
the design magazine Wired, provides a
unique way of exploring the world of design
practitioners.

The Abstract series shares stories of the
career evolution of selected designers who
were at the top of their disciplines at the
time of recording. No designer's path was
straightforward, yet the diversity of their
education and passion were essential for
their success: even if while on the path, they
did not recognize it. Jonathan Hoefler is a
self-taught typeface designer following his
passion for text. His passion has produced
some of the most iconic fonts, such as the
font used for the cover of Sports lllustrated
(Netflix, 2019, S2 E6). When asked to do
costume and stage design, Ruth Carter, an
Academy Award-winning costume designer,
was studying to become an actor at
university. At the time, her university did not
offer courses on the topic (Netflix, 2019, S2
E3). Interior designer llse Crawford from the
UK, initially majored in history in college.
After graduating, she worked for Architect
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Journal before being the first editor at Elle
Decoration's magazine. Crawford established
her design studio in 2001. She then
collaborated with IKEA during filming to
transform their retail locations' dining and
shopping experiences (Netflix, 2017, S1 E8).

These types of examples exist on the local
level as well. In 2022, | interviewed Krista
Hermanson, a Calgary designer, discussing
her career change from high-end perfume
sales to interior stylist and designer. Her
post-secondary education was in business
and marketing. The evolution of her current
career came from her passion for home
design and décor. Today, she is a well-
respected, award-winning residential design-
builder in the city (Bosscha, 2022).

When designers can identify the underlying
factors influencing people's actions in each
circumstance, their job is to find solutions.
They then redesign the system to rid the
undesirable behaviours. Furniss (2020)
identifies four limitations to the role of a
designer.

1. Design is a supplement and
collaborator to other actors.
Designers cannot do it alone but
must build upon the foundations of
the other approaches and, given the
size and complexity of the issues,
work collaboratively with systems
thinkers and other actors.

2. Many existing design methods were
developed for relatively simple
situations. When designers come to
large, complex systems with interacting
parts, where, as Monat & Gannon say,

"Inter-relationships are at least as
important as the components
themselves, " they lack experience and
methods. This is where designers must
develop new ways of dealing with
these complex systems.

3. System Desijgn that Does Not Take Into
Account Human Psychology, " the lack
of appropriate consideration of human
psychology, human factors principles,
and human-centred design is a major
cause of difficulties, accidents, and
failure to recover in a timely way in
these large, complex systems.

4. Designers tend to focus upon the front
of the development cycle, developing
a clearly defined end-result, leaving
implementation to others. With
complex systems and services, [...] this
/s no longer a viable solution:
designers must continue through the
implementation stage. (Furniss, 2020, p
91)

The disconnect can be attributed to
educators not being able to see into the
future to know the specific problems the
designers will encounter. Students are given
the fundamental skills needed without being
told what or how to apply them in various
situations. The teachers explain only the
solution to the problem presented for the
assignment, expecting them to "figure it out”
just as they did when they started their
design careers. Books and blogs on "what's
not taught in design school” are examples of
this thought series. Some of the topics
covered in the books or blogs are that the
business aspects of the creative world are

15



Radford University
MFA Thesis - N. M. Bosscha

left to industry to teach, that the ego does
not equal success, how to cope with a
demanding client, and that soft skills are
equally important as talent.

Talent is not the only skill needed to be a
successful designer, nor is it a direct path
from passion to success. The designer is an
entrepreneur, sales and marketing specialist,
public speaker, social activist, and
challenger of the norm. They wear many hats
while empathizing with the client and their
situation, yet design schools will start by
teaching the principles and elements of
design, not business practices. Do we need
to reanalyze what skills are essential in post-
secondary education to produce effective
and successful designers?

SOCIETAL CHANGE

DesignX

In 2014, Tongji University, College of Design
and Innovation's advisory board in Shanghai,
China, gathered to discuss educational
practices for the new school. The advisory
board consisted of Ken Friedman (Tongji
University, College of Design and Innovation
and Swinburne University Centre for Design
Innovation), Yonggi Lou (Tongji), Don Norman
(University of California, San Diego, Design
Lab), Pieter Jan Stappers (Delft University of
Technology, Faculty of Industrial Design
Engineering), Ena Vo(te (Delft), and Patrick
Whitney (lllinois Institute of Technology,
Institute of Design) (DesignX, 2014). This
exclusive group of designers and design
educators began exploring what modern
designers are doing and how to educate the

next generation. Design practitioners working
on crafting objects, environments, and
processes are asked to understand and
solve complex systems based on social-
technological issues. Following the tradition
of design education—problem-solving skills
of crafting objects, environments, and
processes—practitioners today are also
required to know the world (culture of the
society), as well as the technology and the
people (multiple discipline stakeholders) of a
complex system. Understanding the best
physical material and ergonomics for the
users is now only a fraction of a designer's
job responsibilities (BrightSight speakers,
2014). The DesignX manifesto asks designers
and educators to examine and evaluate what
a designer is and the skills they need for the
21%-century (The DesignX Collaborative,
2021).

UN Sustainability Goals

The United Nations Sustainability Goals (UN
SDGs), adopted in 2015 by all United Nations
Member States, can be used to identify
many of these socially complex issues. The
UN SDGs are guidelines for the present and
the future that aim to create dignity, peace,
and prosperity for everyone on Earth. The
seventeen goals, which are to be
accomplished by 2030 (United Nations,
2023), deal with issues such as poverty,
climate change, inequality, peace, and
justice that affect humanity and the planet.

The UN SDG's issues have been referred to
as Wicked Problems and Complex Socio-
Technical Systems. Designers who struggle
with these issues put a lot of effort into
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defining human issues, understanding their
broad ramifications, and carefully addressing
them. According to Norman, wicked issues
are also hard to identify, complicated
systems that are hard to approach, and it's
hard to tell if a solution has worked
(Interaction Design Foundation, n.d). There
are numerous parallels between the two
definitions, notwithstanding the fact that
"wicked issues” has been overused and
excludes the human element.

The Call for Change: DesignX Manifesto

The DesignX Manifesto, published in 2014,
synthesises various concepts on the function
of design in addressing human needs that
have been discussed for decades. The
design fields have developed to address
human needs on various levels. Today, in
addition to the built environment and
interaction with artifacts, "organisational
structures and the large ambiguous,
complex, and fast charging problems facing
society” are included (DesignX, 2014, paras.
5). Applying human-centred design forces
the designer to dig deeper into problems
and identify their underlying causes, which is
crucial when working with large, complex
socio-technical systems. Instead of just
treating lingering symptoms, design seeks to
offer valuable solutions for today (DesignX,
2014).

The manifesto calls for a thorough
investigation of what a designer is and what
training they require, as well as how
continuing learning and applying design
thinking principles while collaborating with
multiple disciplines to solve complex

problems affect education for both the
design practitioner and thinker. "We seek a
radical reformation of design practice,
education, and research,” reads the call to
action. A new era of design activism is now
required (DesignX, 2014, paras. 17).

THE FUTURE OF DESIGN THROUGH
EDUCATION

Building Beyond DesignX

A workshop held in October 2014 at the
College of Design and Innovation at Tongji
University in Shanghai as a follow-up to the
Design X Manifesto provided context for the
kinds of issues the Design X manifesto may
apply to (Norman & Stappers, 2015, p. 91). It
is more pertinent, according to Norman and
Stappers (2015), for designers to focus on
“improving problem-finding and observation
skills and cultivating an ability to manage
iterations of prototyping and testing” (p. 84).
The idea behind DesignX is to involve the
designer in problems related to complex
socio-technical systems, which involve a
complicated, non-linear combination of
people and technology directly in solving
problems. The designer is accustomed to
collaborating with various stakeholders and
employs original approaches to problem-
solving, such as design thinking tools that
involve stakeholders directly in finding
solutions. Norman and Stappers (2015)
analyzed the workshop, identifying nine
properties divided into three categories to
explain a DesignX problem (see Table 02-01.)
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The Psychology of Human
Behaviour and Cognitions

The Social, Political, and
Economic Framework of Complex | Contribute to the Complexity of
Socio-technical System

The Technical Issues that

DesignX Problem

decomposable systems and
straightforward linear
causality.

1. System design that does 3. Multiple disciplines and 5. Non-independence of
not consider human perspectives elements
psychology. 4. Mutually incompatible 6. Non-linear causal relations:
2. Human Cognition: The constraints feedback
human tendency to want 7. Long and unpredictable
simple answers, latencies

8. Multiple scale size
9. Dynamically changing
operating characteristics

Table 02-01 Categories of a Design X problem (Norman & Stappers, 2015)

Findeli (2001) discusses the societal
paradigm shift, questioning the formally
shared beliefs that support education,
politics, science, legal, and social systems.
He recommends redesigning design
education by exploring three problems: (1)
determining a theoretical model of design as
a basis for education, (2) determining an
appropriate epistemology of design practice
and its impact on design methodology, and
(3) addressing the design ethics issue.
Findeli examines historical models for design
education, such as the Bauhaus's "Art and
Technology: A New Unity" and the current
focus on applied aesthetics within human
and social sciences. He suggests a new
format for design education, replacing
“problem” and "solution” with "state A of a
system and state B of a system” (Findeli,
2021. p 10) with the designer and user as
part of the system. Findeli's research project
from the School of Design at the University
of Montreal identifies three starting point for
discussion on the design of education
reform: (1) defining professional

responsibilities, what is the purpose of
design, (2) prioritising reform of design
education, and (3) developing individualistic
ethics. (Findeli 2001, p 13).

Friedman's article, Models of Design:
Envisioning a Future Design Education
(2012), emphasizes the need for design
education to adapt to global industrial
economy changes and social-economic
shifts. He suggests a broader skillset for
future designers, including science,
technology, design, art, and hermeneutics.
He suggests six disciplines for design
professionals to master: natural sciences,
humanities, social and behavioural sciences,
technology and engineering, creative and
applied arts, and human professions and
services (see Table 02-02). This allows
designers to create value for clients’
products, services, and processes (Friedman,
2012).
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Categories

Disciplines

Theory and Inquiry

1. natural sciences
humanities and liberal arts
social and behavioural sciences

Application of Design

creative and applied arts

2

3

4. technology and engineering

5

6. human professions and services

Table 02-02 Disciplines for professional designers to master (Friedman, 2012)

Myerson (2016) discussed scaling down
design by looking at individual issues locally
to allow for a more effective solution.
Throughout the modern era, designers have
been working toward scaling up and creating
something for everyone, avoiding being too
specific in the solution. However, through the
rise of globalisation and digital technology,
the abstraction of scaling up has gone
almost too far, where solutions become
unrelatable to the users.

With the urgent call by the UN Sustainable
Development Goals (United Nations, 2015),
there is a significant cultural shift against
scaling up and re-evaluating what growth is
in our changing society and economy.
Myerson (2016) explained that the desire to
scale down is due to "... the recent rise in
people- versus market-centred design
disciplines” (p. 290). When looking at
inclusive design, universal design, design for
all, and social design, where specific users'
needs and experiences are the focus, the
‘one shoe fits all' paradigm no longer
applies. The new value system of
customization for the users and environment
is attuned to the rise of do-it-yourself (DIY)

and maker culture, where products are
hacked and customized to fit the individual.

Scaling down requires the designer to
change their mindset through five principles.
Each principle supports the designer in
altering how they navigate socially and
understand the issues’ infrastructure and
economic and environmental complexities
(see Table 02-03).

In 2020, Meyer and Norman discuss eleven
challenges facing the 21*-century designer,
following Friedman's (2012, pp. 148-151) ten
major challenges. Meyer and Norman added
global challenges, along with performance,
systemic, and contextual challenges, as
stated by Friedman (see Figure 02-02). Meyer
and Norman (2020) continue to explain that
education for design thinkers and
practitioners needs to expand and become
more robust. There are four common skills
for all designers supporting the four groups
of design challenges. The first skill is
sketching, as a tool for communication and
quick ideation. It is not about becoming a
master artist but about having visual
communication skills. Next, the design team
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Principle Definition

Cultivate a participatory

There is no one expert in the room, so the solution requires the
mindset collective to not only share their ideas but for others to listen actively.

Make the process design-
infused, not design-led

Where the design practices of multi-disciplinary processes, visualisation
and modelling offer a platform for democratic alternative solutions.

Design for people, not a

The assumption of the persona does not always delve into the messy
persona issues of a person, which is often necessary to understand when
working with complex problems.

Aim for engagement, not
abstraction

Which will allow for the co-creation with the stakeholders and produce
an authentic solution.

Build on assets, don't just
minimise deficits

This will allow the designer to look at the situation through a positive
lens to enhance the stakeholders' physical and psychological assets to
build on what the individuals or organisation has to offer.

Table 02-03 Scaling down five principles (Myerson, 2016, pp. 291-292)

must work within the principles of human-
centred design, where they solve the correct
problem and, through prototyping, create a
resolution that is iterated until the solution
occurs. Creating multiple prototypes provides
the opportunity to examine and improve the
concept while understanding that errors will
occur, making it a normal part of the
process. Finally, all designers will make a
product effective, pleasurable, delightful, and
understandable.

Meyer and Norman (2020) also identified
'modules’ of knowledge needed for
contemporary designers, based on
Friedman's (2012, pp. 145-146) four skills for
broad knowledge of science and technology,
design, art, and hermeneutics. Meyer and
Norman (2020) acknowledge that at the time
of the paper's publication, not all design
educational institutes provided all modules
for the learner. The list can look daunting;
however, the intention is that they are

knowledge points for the designer, not
individual courses (see Table 02-4).

Friedman writes, "..today, professional
design practice involves advanced multi-
disciplinary knowledge that presupposes
interdisciplinary collaboration and a
fundamental change in design education’
(2012, p. 150). This change can be a lot to
take in. However, reiterating the DesignX
Manifesto (2014) statement, "We seek a
radical reformation of design practice,
education, and research. It is time for a new
era of design activism,” acknowledges that
this is a complex task. It will only occur after
some time, through discussions, planning,
and analyses by designers and educators.
However, the change can not be universal.
Based on the local social, economic, and
cultural situations, each ‘region’ needs to
evaluate what will work best for their society.
Following Myerson's (2016) ideas,
understanding design in Alberta requires
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2. Address human

needs

1. Act on the
physical World

3. Generate the built
environment

%

PERFORMANCE

GLOBAL

|

1. Addressing major
socletal issues.

—

17 UN sustainable
development
goals

Challenges
facing
21st Century
designers

5. Increase large-
scale social
economic and
industrial frame

4. Increase ambiguous
boundaries between
artifacts, structure and
process

6. An increase in
complex environment of

needs, requirements and
constraints

7. Information content
often exceeds the
value of physical
substance

SYSTEMIC

T

CONTEXTUAL

8. Complex environment
In which projects or
products may cross the
boundaries of several
organization

9. Projects or products must

meet the expectations of

many organizations,
stakeholders, producers and
users

10. Demands at every
level of production,
distribution reception and
control.

Figure 02-02 Diagram of 11 challenges facing designers in the 21%-century (Meyer & Norman 2020, pp.15-

16)

scaling down. Looking locally will allow the

formation of a framework that will work

for the Alberta economy and design

community.

There is a consensus that the design

industry must work in an ever-changing and

more complex society (Findeli, 2001;
Friedman, 2012; Myerson, 2016; Meyer &
Norman, 2020). This change requires
understanding how key stakeholders

comprehend the shift and whether the local

economy and society are sufficiently

engaged to create change. Alberta has
several post-secondary schools related to
the design industry, each with an agenda

based on its design discipline. The DesignX

manifesto calls for regional designers and

educators to unite collectively to redefine
the future of design education in a local
context. In this paper, we will explore if the
Alberta design educators are ready to
accept the challenges recommended in the
DesignX manifesto and have the desire to
work collectively on redefining design
education in Alberta.

The future of design education in the post-
COVID-19 pandemic is diverse, yet no one
option has precedence. The four potential
futures, as described by Faerm (2023, p79-
82) are:

e Status Quo, Like Now, but More:
continuing the current pathway with a
master/student dynamic while
applying the 'banking pedagogy’ where
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the instructors’ deposit’ knowledge into
the students’ minds.

e Al studios and the Metaverse: applying
and using machine learning for
students as content creators and
monetising creativity from non-fungible
tokens (NFTs). School is now a social
network or game, e-commerce and
streaming with full integration of
artificial intelligence (Al), augmented
reality (AR), virtual reality (VR), or
cryptocurrencies.

e Networked Studio: unbundling
education into experiences of
streamed-in guests and collaborators,
remote participation events, and cross-
cohort reading groups. Taking the
lessons learned from the COVID-19
lockdown and intentionally scaling it
into a working program for learners.

e Post-crisis "No-School”: the rise of the
quasi-autonomous new grouping, co-
ops, and movements with no schools,
yet are small, mobile, and eclectic
groups of remote and institute
partners. The learning occurs through
travelling to points of crisis or need
and functioning on barter or donations.

Meredith Davis explains the need for change
in design education through the perspective
of business innovation and how designers
are positioned to anticipate business
change. However, this will only come to
fruition with changes in design education.
This discussion has two forces: "continuing
demand from management for innovation,
and leadership qualities necessary to
innovate through design" (Davis, 2018, p 2).

A successful business requires collaboration
between experts and an understanding of
the product or service's lifecycle. Many
businesses are now seeing the lifecycle of
the product or service shortening through
competition, rapid technological change,
and societal shifts.

Through changing the value chain within a
business, Brigitte Borja de Moztas describes
how designing acts on three levels in design
management: “In people's perceptions of
value, in the coordination of functions and
activities within the company, and in
generating a new vision of the product or
service category in the industry” (Borja des
Moztlas as cited in Davis, 2018, p 4).
However, these levels are where design
could fail, too.

Davis (2018, p 9) explains two types of
economy: push and pull, and the role of
design in each. The "push” economy
anticipates the consumer’'s demand for the
product or service and then delivers it
through standard marketing and distribution
channels to the user. The "pull” economy
uses networking flexibility to organize
resources to encourage users or third-party
developers to customize the product.

Davis (2018) student competencies (see
Table 02-05) are comparable to those of
Meyer and Norman's (2020) modules of
knowledge (see Table 02-04). They both see
the need for the learners to understand
business practices, be researchers, work in
teams, and take on more leadership roles in
an organisation. Davis provides a list of
concerns for the educator (see Table 02-06).
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Module of Knowledge for Designer

Subcategories

Design methods

Human-centred design principles

Co-design, community-driven design, co-creation + their
variants

The role of the designer in developing strategy + as
managers, mentors + facilitators

Creativity

Induvial and teams

Leadership- team composition +
management

Project experience (essential to hone skills and to train)
Leadership

Core principles of business

Finance - income statements, balance sheets and cash flow
Data-driven decision-making + justification

Sales + marketing

Operations, distribution, supply chain management

Patents + intellectual property

Business models - profits, losses, margins, one-time and
continuing costs + incomes over an n-year period

How to present to executives

Design research- applied- rapid
ethnography

Qualitative methods
Quantitative methods
Rigorous thinking + debate based upon evidence.

Basic principles of academic
research, + how to apply findings
of others

Skills to develop rapid prototyping
Computational methods: bjg data, basic programming +
computational thinking

Thinking

By sketching and making

Experimental methods and statistics

Simple probability theory- understand variable, measurement
methods + statistical significance.

Obtaining large effects, using smaller sample sizes and
simpler tests

Biases, + methods to counteract or mitigate experimenter
bias, human sampling biases, presentation order effects, etc.
The pros + cons of A/B testing

Ethical concerns in running experiments

Ethics

The designer's responsibilities toward societal good, the
world's major societal issues, the environment, local
communities

Respectful treatment of individual and group identity

The ethics of what we are designing: impact upon people,
the environment, health + safety

Balancing the designer’s ethical consideration with systems
of policy, profit, law

The real world

World history

Culture

Human interaction

Basic human factors + ergonomics

Human psychology, sociology + anthropology

Table 02-04 Module of Knowledge (Meyer & Norman, 2020, pp. 41-42)
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The DesignX Manifesto advocates for a more
inclusive and diverse approach to design
education, encouraging designers to
consider social, cultural, and environmental
impacts. It identifies gaps in design
education, such as a lack of diversity, little
focus on sustainability and social
responsibility, and a lack of understanding of
technology's role in design. Addressing these
issues is crucial for the success of the
design industry and for fostering a more
inclusive, diverse, and responsible approach
to teaching design.

In the literature review, the researcher has
observed individuals and groups identifying
the paradigm shift in the 21*-century. Not
only is the built environment growing more
complex, but so is the social, political and
economic systems we use daily. The chosen
reading’s recurrent theme is the role
education has in developing the next
generation of designers. It appears that
everyone has different ideas about what
design graduates need to be successful.
However, examining local design education
is necessary for understanding the role of
the local designer.

College Student Competencies

Describe primary business operations,
stakeholders, and their functional
relationships in bringing messages, products,
and/or services to the public.

Conduct research to determine a range of
relevant user characteristics and experiences
for developing messages, products,
environments, and services.

Analyse the components of a marketing plan
for clarity in describing the organisation, its
decision-making structure, its values, its
position in the marketplace, users for its
products and services, short- and long-term
goals, strategies and technological platforms
for reaching users, and measures and
methods for monitoring results.

Students should construct a workflow plan
that identifies tasks, time, and resources for
the completion of a project.

Collaborate in teams using specific
techniques for leadership, communication, and
negotiation.

Analyse the internal and external roles of
technology in business.

Table 02-05 College Student Competencies (Davis, 2018 pp. 15-16)
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Professional continuing education should address the following:

Reimagining and generating new business
models that focus on the value added by
design to user experiences;

Using new research tools to identify the
emotional aspects and core meanings of user
experiences;

Identifying economic forces and financial
tools that shape business strategy and

Leading fore sighting activities and strategic
conversations in business.

Table 02-06 Professional continuing education should address (Davis, 2018, p. 16)

ALBERTA EXPERIENCE

Canada

Canada is the second largest land mass
country on Earth, covering most of
continental North America. The United
States borders the land mass to the south
and Alaska in the northwest. Three bodies of
water board the remaining land mass: the
Atlantic Ocean in the east, the Pacific Ocean
in the west and the Arctic Ocean to the
north. (Wikipedia Contributors, 2019). In June
2023, the county's population reached 40
million (Government of Canada, 2023).

Alberta

Alberta is one of three prairie provinces in
Canada, along with Saskatchewan and
Manitoba (see Figure 02-03). Alberta is
Canada's 4th largest region after Quebec,
Ontario and British Columbia, with a
population of 4,262,635 in 2021.
(Government of Canada, 2022). Alberta
borders the US to the south along the 49"
parallel north, and its northern border at the
60 parallel north is adjacent to the
Northwest Territories. The western border is
with British Columbia, following the

(Greenland)

]
J Kalaallit Nunaat
(Demsnarx)

Atlantic

Regins

Figure 02-03 Map of Canada (Wikipedia Commons,
2023)

120th meridian west from the Northwest
Territories until reaching the Continental
Divide along the Rocky Mountains on the
western slope. Along the 110th meridian
west, the province's eastern border is with
Saskatchewan (Wikipedia Contributors,
2019b) (see Figure 02-04).

According to the GDP for 2022, Alberta's
economy is somewhat diverse. Still, more
than 25% of its economy is from mining,
quarrying, and the extraction of oil and gas
(see Table 02-07) (Government of Alberta,
2023b). The Government of Alberta's website
does not define whether design falls under
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construction, other services, or another
category.

The demographics of each region of the
world have their individual challenges, and
opportunities. Understanding these provided
a framework to apply Myerson’s (2016)
scaling down mindset to this research.
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Alberta Industries

Mining, quarrying, and oil and gas extraction Real estate and rental and leasing

Manufacturing Construction Health care and sistance

Public administration
Wholesale trade

management and

remediation services

Finance and insurance

Accommodation and
food services

Information and
cultural industries

Professional, scientific and technical Agriculture, forestry,
services Educational services fishing and hunting

B Mining, quarrying, and oil and gas extraction
" Real estate and rental and leasing

B Manufacturing

W Construction

W Health care and social assistance

[ Wholesale trade

B Transportation and warehousing

® Professional, scientific and technical services
M Public administration

B Retail trade

B Finance and insurance

= Educational services

- Administrative and support, waste management

and remediation services
W Utilities
B Other services (except public administration)
" Agriculture, forestry, fishing and hunting
® Accommodation and food services
" Information and cultural industries
MW Arts, entertainment and recreation

B Management of companies and enterprises

Table 02-07 Sectoral contribution to Alberta's GDP (Government of Alberta, 2023b)
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Design in Alberta

The anthology Situating Design in Alberta
(Prochner & Antoniuk, 2022) supports
exploring design through an economics
lens and other perspectives, including
academics, professional designers, and
institutional graduates. The essays
highlight the challenges designers face in
Alberta, such as the migration of design-
trained students to other provinces or
countries. Edmonton designer Tyler
Vreeling and Educator Carlos Fiorentino
emphasize creating a design culture where
practitioners can thrive and make a
difference. They argue that to make a
difference as a designer truly, one does
not need to go to ‘well-designed’
environments (Prochner & Antoniuk, 2022).

The book emphasizes the significance of
the context of values, the importance of
underrepresented voices, and the
advocate and listener functions of the
designer. It also emphasizes the value of
public input in the design process and the
significance of Alberta's diversity as the
country's "greatest natural resource.”
Indigenous architect Douglas Cardinal and
Edmonton architect Ron Wickman highlight
the importance of addressing diversity and
promoting universal design, highlighting
the importance of considering the context
of values in designing products. (Prochner
& Antoniuk, 2022)

Barry Johns' historical survey of Alberta's
civic and built form reveals a "prairie
zeitgeist” in metropolitan growth patterns
and a paradigm shift in prairie cities' future

planning. The next stage of the design
profession should focus on understanding
oAur history, the role of design in
connecting people and place, and define
our own measure success. (Prochner &
Antoniuk, 2022)

Jorge Frascara, (2023) a retired graphic
design instructor from the University of
Alberta, describes objects of design as
only a means to the end. Design focuses
on the impact of objects on people, not
just the construction of graphics, products,
services, systems, and environments. It
emphasises that design should be seen as
a means for people to act, fulfil their
wishes, and satisfy their needs. This
requires a better understanding of society
and the ecosystem, extending the
designer's competence beyond form,
technique, and manufacturing processes,
which necessitates an interdisciplinary
approach to education, research, and
practice in design, incorporating social,
psychological, cultural, economic, and
ecological factors that affect life in
society.

Isabel Prochner's thesis on Industrial
design in Alberta (2012) indicates the
growth of design in Alberta, with successful
design studios, vibrant communities, and
strong design education institutions.
However, Alberta's design community has
been underdeveloped compared to
Québec, Ontario, or British Columbia,
leading many designers to leave the
province rather than stay and support the
local industry. This lack of research and

28



Radford University
MFA Thesis - N. M. Bosscha

documentation contributes to a
misunderstanding of the industry, and
designers must make decisions without
current information about its strengths and
weaknesses.

Alberta and DesignX

Born and raised in Alberta, | was in one of
the first graduating classes with a Bachelor
of Design degree offered by the University
of Alberta (UofA) in 1996. | have been a
design educator since 2004, and after
reading the manifesto of DesignX and
experiencing the last decade's social and
economic transitions, | began questioning,
"What is design education?”

There have been significant social and
technical changes in Canada in recent
years, such as the Truth and Reconciliation
94 "calls to action” for Canadians in 2015
(National Centre for Truth and
Reconciliation, 2015); the identification of
unmarked graves of children from sites of
Residential schools since in 2021 (BBC,
2021); the political far right 'Freedom
Convoy' protest in 2022 (CBC News, 2022).
On top of this, the world has lived through
the COVID-19 restrictions. As an educator
during the lockdown, it was necessary to
convert our courses to an online platform,
modify them once more for a blended
course delivery, and then return to regular
face-to-face classes. Society is
transitioning to an information- and
technological-based economic system,
ushering in the fourth industrial revolution
in the Western world. These events and
others caused me to reflect on the future

of design education. There will be change,
and to be effective and affect the change
requires understanding the shifts that
could influence the direction of design as
a profession and the design student's
education.

Design can be explained as the study of
people's everyday lives while determining
how to solve their problems (Turpault,
2023). The DesignX Manifesto (2014) and
Situating Design in Alberta (2022)
synthesize ideas that have circulated for
decades. As early as 1984, Papanek, in his
book Design for the Real World, asks the
reader to question what design is and who
is a designer. At the end of the book,
Papanek states: "Design, if it is to be
ecologically responsible and socially
responsive, must be revolutionary and
radical in the truest sense." (p346) Thirty
years after the second edition of
Papanek’s book, the DesignX manifesto is
again calling for change and that
"designers must learn to redesign”
(Papanek, 1984-p 347).

Participating in change requires exploring
how key stakeholders comprehend the
shift and their view of the shift. Alberta has
several post-secondary schools and
associations related to the design
industry, each with an agenda based on its
design discipline. The DesignX (2014)
manifesto calls for regional designers and
educators to unite collectively to redefine
the future of design education in a local
context. Through grounded theory
research and design thinking tools, this
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paper will explore the role of a designer in
Alberta in the future and how design
educators might reimagine design
education in Alberta to deliver this vision
of the design practice.

SUMMARY

Design and human history are
interconnected, and design education has
evolved with society's challenges. The
DesignX Manifesto (2014) calls for design
practice and education changes to
address complex socio-technical issues.

Designers should broaden their knowledge
to include topics such as business,
academic research, and world history; and
educators should encourage these topics
in post-secondary education.
Understanding the role of designers in
local communities is crucial for addressing
complex socio-technical problems. The
book Situating Design in Alberta (2022)
sparked discussions on what constitutes a
designer, and this research aims to
reimagine design practice and education
in Alberta.
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03 - METHODS

Through grounded theory and archival
research, the researcher aims to reimagine
design practice in Alberta and how design
education might deliver this vision. The
research focuses on the Alberta design
educational community, exploring the
future role of designers and how education
can develop these types of designers. The
research uses design thinking—a non-
linear, problem-solving approach that uses
empathy, creativity, and critical thinking to
address complex issues. It involves
understanding the people using the
product or service, iterative prototyping,
and testing. Design thinking emphasises
collaboration, risk-taking, and learning
from failure, requiring several iterations
until a satisfactory solution is reached. In
short, design thinking is a user-centred
approach seeking innovative solutions to
real-world problems.

ALBERTA EDUCATIONAL
CONTEXT

The Alberta design community is diverse,
with multiple disciplines often occurring

within the same institutes. Most design
disciplines are not regulated by provincial
and national bodies monitoring the
practice or requiring professional licensing.
Other disciplines may have professional
associations but do not hold legal control
over the designer.

There are differences in who can call
themselves a designer based on their level
of education and their discipline's
associations. For example, an interior
designer in Canada requires a minimum 4-
year degree (Interior Designers of Canada,
2023), and a two-year diploma is
acceptable for other disciplines like user
experience (UX), graphics, or set design.

For this research, the institutes selected
are public post-secondary institutes within
Alberta, providing diplomas or degrees
within design disciplines. All institutions are
regulated by the Government of Alberta’s
Ministry of Advanced Education (The
Canadian Information Centre for
International Credentials, 2022). Below is a
list of institutes and the design studies
they offer (see Table 03-1).
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Institution

Region

Design studies

Designation

Alberta University of
the Arts

Calgary-South

Visual Communication Design,
Media Art

BDes, BFA, MFA

University of Calgary

Calgary-South

Architecture, urban planning,
landscaping

BEDes, MEDes, DDes -
PhD environmental design

Mount Royal University

Calgary-South

Interior design, UX,
communication

BID, BCMM

Bow Valley College

Calgary-South

Digital design, digital marketing,
interior decorating, kitchen and
bath design, visual effects,
animation

Diploma, post-diploma
degree

Southern Alberta Calgary-South Architectural technology, graphic | Diploma
Institute of Technology design, UX
University of Lethbridge | Rural-South New Media - graphic and virtual | BFA
design
Lethbridge College Rural-South Interior design technology, Diploma
virtual design, architectural
animation, digital
communication, multi-media
Medicine Hat College Rural-South Art-design Bachelor of Applied Arts

Red Deer Polytechnic

Rural-Center

Applied arts, animations, visual
effects, theatre, visual arts

Diploma, Bachelor of
Applied Arts

University of Alberta Edmonton- Industrial design, graphic design, | BDes, BFA, MDes, MFA
North theatre design, UX, Ul
McEwan University Edmonton- Theatre production, visual Diploma, BFA
North communication
Northern Alberta Edmonton- Architectural technology, interior | Diploma
Institute of Technology | North design technology, landscape
architectural technology, visual
design
University of Athabasca | Rural-North Architecture. Program in BSc Arch
conjunction with the Royal
Architecture Institute of Canada
Syllabus program.
Lakeland College Rural-North Interior design technology Diploma

Table 03-01 List of Alberta’s post-secondary institutes’ design programs and designation(s)

PHASE 1 - PREWORK

Phase 1 of the study includes analytical
and archival documents that ground the
research in a clear understanding of

Alberta’s current context of design

education. Phase 1 included three
methods: a stakeholder map, an

experience diagram, and a matrix of

institutional courses against the

knowledge modules identified by Meyer
and Norman (2020). This prework, is to

understand the who and what of existing
design programs in Alberta and provide
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the researcher with foundational context
for the survey and workshops.

Phase One

Completed by
Student Resercher

Stakeholder
Existing Course Matrix

May
° with Meyer and Norman's

(2020) Module of
Knowledge

Combined

Experience an
Stakehalder Map

Figure 03-01 Layout of Phase 1 of Research
Method

Stakeholder Map:

A stakeholder map is a method of
understanding the network of people
interested within a given system (LUMA
Institute, 2012, p 40). Creating a
stakeholder map, the researcher used a
MURAL template to build an understanding
of the groups directly involved in
course/program creation and deployment
within Alberta and whom they affect. These
stakeholders are generalisations and
include the groups' government,
educators, designers, business and
economics, and society/wicked issues as
they all have a role in or are affected by
what programs or courses are offered
within the province (see Appendix A).

The researcher analysed the process of
creating or revising a course, identifying
stakeholders, and documenting processes.
The stakeholder map was created to
highlight design education goals and

concerns and to understand Alberta's
regional impact on design education.

Combination of Experience Diagram &
Stakeholder map:

The experience diagram maps a journey
through a set of circumstances or tasks,
highlighting how one event impacts the
next (LUMA Institute, 2012, p. 44). To
understand the existing process and
participants involved in making changes
within Alberta’s post-secondary system,
the student researcher created an
experience diagram of the development
process of courses or programs in Alberta.
It was divided into five stages: concept,
research, development, deployment, and
results. The diagram identified the
stakeholders in each stage, determining
participant roles, directly involved or
affected by, and their voices in the
process. The course development
procedures used are from the student
research employer, Bow Valley College in
Calgary, Alberta. (Bow Valley College.
2023).

Matrix:

The matrix is a form of visually organising
information showing intersections of
distinct pieces of information, allowing
connections to be created (Khan
Academy, 2023). The study reviewed and
compared design courses offered in
Alberta, focusing on government-regulated
schools. The selected institutes (see Table
03-2) and courses selected are based on
their websites and academic calendars for
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course descriptions from January -
February 2024. The data was cross-
referenced with Meyer and Norman's
(2020) module of knowledge to create a
framework for the existing landscape of
course offerings for post-secondary
learners in Alberta. The institutes selected
provided at least one of each academic
designation—a diploma, undergraduate,

and graduate-level program—with four
core courses representing a variety of
topics required for graduation. The study
explored if any courses or programs follow
the recommendations of the module of
knowledge extracted from the DesignX
Manifesto (2014). The matrix provided
background information for the survey.

Institute Region

Design studies

Designation

Alberta University of the | Calgary-South
Arts

Visual Communication Design | MFA

Mount Royal University Calgary-South Interior design BID
Medicine Hat College Rural-South Art-design BAA
Red Deer Polytechnic Rural-Center visual effects Diploma

MacEwan University Edmonton-North

Theatre production

BFA Theater Production

University of Alberta Edmonton-North

MDes

Table 03-02 List of institutes and designations selected for archival research

Phase Two

Pre-Workshop Workshop

(@) A%

Questionnaire

Mind Map

Instructions

Completed by
Design Instruceors

Completed by Contpleted by
Student Resercher Student Resercher

Review and add 1o

Design Instructors Design Instructors Decign instructors

How might design educators reimagine a
future vision of the design practice for Alberta?

Bulls Eye Disgram Discussion

Compieted by Completed by

Round Rabin

Completed by

Learning Experinace
Diagram Scope Ideas i they

Complated by
Design Instructors Design instructors
How might design educators reimagine design education in

Alberta to deliver this future vision of the design practice?

Discussion Review of oLl of

Compieted by hawe srrised

Design insiructors

Figure 03-02 Layout of Phase 2 of Research Method
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PHASE 2 — QUESTIONNAIRE &
WORKSHOPS

This section will outline the participants’
samples, selection requirements, research
questionnaire and workshop methods. The
questionnaire and workshops were designed
to elicit beliefs and expectations from a
cross-section of design educators on
Alberta's future of design education. The
questionnaire provided foundational
information for the workshops and context
for the researcher’s analysis.

Sample

The questionnaire and workshops were
conducted through a non-probability
sampling of instructors from the list of
institutes in Table 03-1. Selecting educators
was based on professional designers
entering academia based on their practical
experience and practice in the discipline
(Government of Alberta, 2023a; Government
of Alberta, 2023c). Some educators may still
be practising designers, as identified through
a demographic portion of the questionnaire
in the selection process (see Appendix D).

The researcher contacted the prospective
participants through email to the heads of
schools or departments housing a design
discipline and on LinkedIn (see Appendix F,
Institute email and Appendix G LinkedIn
post). In both situations, the student
researcher asked them to forward the
recruitment emails to their full- and part-
time educators to participate in the two-part
questionnaire. The email detailed the study's

purpose, process, and supporting
information.

Selection Requirements

Program chairs, associate deans, or deans
of each institute's design department
received an email from the student
researcher requesting that they forward the
volunteer request to their full- and part-time
instructors. The researcher was looking for
instructors to participate in a workshop or fill
out a questionnaire. Participants had the
option of completing the two-part
questionnaire and workshop. Part one was a
demographic questionnaire (see Appendix D)
about volunteers, including open-ended
questions about their affiliations with design
associations. The second part consists of a
33-question Likert scale (see Appendix E),
which explores their knowledge and
understanding of the DesignX Manifesto. The
researcher aimed for 16-24 participants from
the list of institutes (see Table 03-1), with
each workshop consisting of 8-12
participants.

Research Method

Two workshops were conducted using design
thinking workshops based on LUMA, IDEQ,
and LXD activities and templates. The first
workshop took place in May of 2024
comprised of three participants; the second
took place in September 2024 with three
participants Both were virtual using Zoom
and Mural online interactive websites. The
workshops addressed two research
questions: 1) how might design educators
reimagine a future vision of the design
practice for Alberta and 2) how might design
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educators reimagine design education in
Alberta to deliver this future vision? Each
session had audio recordings that were
transcribed.

The workshop consisted of the following
activities (see Figure 03-02):

e Review of the researcher’s Mind Maps
e Bull's Eye Diagram,

e Round-Robin and

e Experience Diagram

The bull’'s eye diagram was divided into the 6
sections based on the Myers and Norman’s
(2020) Modules of Knowledge (see Table 03-
03). Information gathered by the researcher
from the workshops was synthesized into an
infographic to be shared with the
participants (Appendix J- Workshop
Infographic).

This study was approved by Radford
University IRB on April 8, 2024 (Appendix | -
IRB Approval Letter).

Workshop - Bull’'s Eye categories

Original Module of Knowledge

Design Methods Human-Centered Design

¢ Design Methods

Research Design/Academic

e Design Research
e Academic Research
e Experimental Methods + Statistic

Visual Communication

A term used consistently within the industry to
represent some of the skills related to Design methods
and creativity

Ethics

e Ethics

Thinking by making/Creativity

¢ Thinking by sketching and making
e  Creativity

Business

e  Core Business understanding
e Leadership

Overarching theme throughout the workshop

e Real World

Table 03-03 - Comparison of Module of Knowledge with workshop Bull’s Eye diagram sections
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04-RESULTS

The recruitment for the survey or workshops 16%, industrial with 9% and Architecture,

was sent in May and September of 2024. The theatre, and other design educators followed
time of year was to capture as many as behind with 8% in each (see Figure 04-01).
possible of the post-secondary educators. 44% have been teaching for five to nine years,

and hold a master’s degree outside of
QUESTIONNAIRE education, while 50% teach at the college
Part 1: Results level (see Figures 04-02, 04-03 and 04-04).
From the demographics, 63% do not practice
as designers outside of their teaching (see
Figure 04-05) and 63% had not heard of the
Design X manifesto (see Figure 04-06).

Sixteen participants completed the
questionnaire: twelve from the May request
and an additional four from the September
request.

Participants were asked to list three changes
affecting design education in the 21*-century
and what they think are the most critical skills
for designers to have for the 21*-century.

The 16 participants made a total of 24
selections identifying the design industries
which they professionally identified with. 29%
of the participants were from the graphics
industry, with interior at 21% and UX/Ul with

What design industry do you professionally identify
with?

Graphic

Interiors

UX/Ul

Industrial (product, furniture, cabinetry,
accessories, appliances)

Architecture

= Theatre (stage, lighting, sound)

= Other

Figure 04-01 Professional identification (more than one could be selected) 25 selections were made
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How long have you been a post-secondary
instructor?

Over 15 years - 19%

10 —14 years - 19%

Less than 5 years - 19% Figure 04-02 Length of time as a

post-secondary instructor.

What is the highest level of education you identify with?
(only select the highest level)

PhD or DDes- 6%

Master’s in Education (MEd) - 6%

4-year degree — 25%

Figure 04-03 Highest level of

2-year diploma - 19% education

0 0.1 0.2 0.3 04 0.5

Type of institute you instruct at?

University 38%

PolyTech - 13%

College - 50% Figure 04-04 Type of institute

you instruct at.

0.6

o
o
=
o
=]
o
w
o
i
o
(]
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Are you currently working full-time or part-time

within your discipline outside of academia?

Yes
37%

No
63%

HYes WNo

Are you familiar with the DesignX Manifesto?

Yes
37%

No
63%

EYes ENo

There was a variety of topics from the survey

Figure 04-05 Working outside of
academia

Figure 04-06 Familiarity with the
DesignX Manifesto

technology skills

responses. Common design education o digital literacy,
challenges and skills deemed necessary for e traditional skills (drawing and model
design practice were: making)

o artificial intelligence (Al)
e environmental instability
e technology

e critical thinking

e understanding of trade skills within
the design disciplines
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These survey responses created the initial
mind maps used during the workshops (see
Figures 04-07 and 04-08).

Part 2 - Likert Scale questions

All 16 participants continued to Part Two of
the questionnaires. The first guiding question
is, “What do students need to experience or
understand in post-secondary

education?” This section contains seventeen
Likert scale responses.

Using a base of 80% as a guide to analyze
the information, seven Likert scale responses
were more favourable than others: 1) design
students should participate in a multi-
disciplinary group project before graduating 2)
design students should be exposed to real-
world issues related to culture 3) design
students should understand the principles of
patens and intellectual property 4) design
student should understand design research,
both qualitative and quantitative 5) design
students should understand the ethics of our
design through its impact on people, the
environment, and health and safety 6) it is
essential for design students to understand
interpersonal relationships and work in person
with others, and 7) it is essential for design
students to understand human psychology
and sociology. These responses fell within four
module of knowledge (Myers & Norman,
2020): design methods, core principles of
business, ethics, and real world (see Figure
04-09A & B).

Two Likert scale responses were evenly split
between strongly agree and disagree: 1) group
work projects and assignments are more
important in post-secondary education than

individual projects, and 2) design students
should participate in at least one academic
research project before graduation. Two Likert
scale responses were neutral to disagree with
by 50% or over: 1) design students should
understand the principle of statistics regarding
research within their design discipline, and 2)
all design students should participate in
developing simulations to predict systems
behaviours under different conditions within
their disciplines. Only one Likert scale
response had any strongly disagree
responses: participating in experimental
methods of research is essential for design
students. The response between disagree to
strongly disagree was 63%.

The second guiding question, “What skills,
tools, or understanding does a designer need
to function in the 2I°"-century?”had 11 Likert
scale responses. Four Likert scale responses
were over 80%, more favourable than others:
1) designers must actively respect different
individuals and group identities 2) designers
should participate in business or academic
research as part of their practice 3) that
understanding anthropology and ergonomics
improves designers’ solution 4) designers
should work in multidisciplinary design teams
to resolve clients’ issues. One was in each of
the following modules of knowledge (Myers
and Norman, 2020) categories: Design
Methods, Core Principle of Business, Ethics,
and The Real World (see Figure 04-09 A & B).

Four Likert scale responses were more neutral:
1) designers should mentor non-designers on
human-centered design principles, 2)
designers’ ethical consideration must be
balanced with policy, profit and law systems,
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3) designers should work beyond their
discipline to resolve business, social,
economic, or environmental issues in their
community, and 4) designers should have
business leadership role in no-design
businesses.

The last five questions, N=13, asked about

design discipline and educators’ collaboration.

The results of the five questions show there
was a strong belief that designers and design
educators could change design education in
Alberta as a collective. Two questions asked if

change should be directed by the design
discipline association, individual institutions or
programs. Participants strongly disagreed that
these group should make these changes. They
all strongly agree that Alberta designers can
work collectively to make educational changes
for design education in Alberta (see Figure 04-
09).

*The following three pages, 42-44, contain
graphic results of the two-part questionnaire.™
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Core
g’;‘;:l’;":s Sustainablity
Real world
cultural
issues
Intellectual
patents and
intellectual
property
Research
qualitative &
+ A
quantitative
Ethics of Students
Design - .
andits experience or
impact .
understanding
Impact of
Al driven
projects
Working
with skills in
others rapid
protoyping
Interpersonal
skills
Understand
fuman
Devaluation Lepeiily
of industry
by client
quickly
destroying
ecosystem
. .. . . Resiliency
Figure 04-08 Initial Mind Map of Skill, in
. tivi
Tools and Understanding for the 21+- Srenivy
Century Designer. Colour used for

topics only to provide visual verity.

Community

Future
Making

and sociology

Figure 04-07 Initial Mind Map of
Students’ Experience or Understanding.
Colour used for topics only to provide
visual verity.

Multi
disciplined Work/life Population
project balance growth
Social
media
Continuous
learning
Skill, tools +
understanding
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: in Energy
designer
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25. I BELIEVE THAT UNDERSTANDING ANTHROPOLOGY AND
ERGONOMICS IMPROVES DESIGNERS" SOLUTIONS

6. | THINK DESIGN STUDENTS SHOULD BE EXPOSED TO REAL-WORLD
ISSUES RELATED TO CULTURE.

10. REAL WORLD
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10
4
R 22. | BELIEVE THAT DESIGNERS MUST ACTIVELY RESPECT DIFFERENT
INDIVIDUAL AND GROUP IDENTITIES.
0
0
4 —
1.1 BELIEVE THAT A DESIGNER'S ETHICAL CONSIDERATION MUST
BE BALANCED WITH POLICY, PROFIT AND LAW SYSTEMS.
2w
’ g
H
8 4
]
& (x| o
= 7 IS, 20 | BELIEVE PART OF A DESIGNER'S RESPONSIBILITY IS TOWARD
5 2 SOCIETAL GOOD, THE WORLD'S MAJOR SOCIETAL ISSUES, THE
o = 1 ENVIRONMENT, AND LOCAL COMMUNITIES.
-l : 0
i
o
u
w 2
(LI 1z
a @ 4 I 5. | THINK DESIGN STUDENTS SHOULD UNDERSTAND THE ETHICS
w o OF OUR DESIGN THROUGH ITS IMPACT ON PEOPLE, THE
= 5 o ENVIRONMENT, AND HEALTH AND SAFETY.
2 0
o =z
"
=z
a
> " 0 z
w ¢ 2 — <
o 7 N 14. PARTICIPATING IN EXPERIMENTAL METHODS OF RESEARCH IS 2
a ESSENTIAL FOR DESIGN STUDENTS. o
5 I z
y : ts
— w
2 2
[~ =
o i =s
3 0 wh
3
E > 6 [Ny 13, | THINK THAT ALL DESIGN STUDENTS SHOULD PARTICIPATE IN g
g 6 DEVELOPING SIMULATIONS TO PREDICT SYSTEMS BEHAVIOURS W
g | mem UNDER DIFFERENT CONDITIONS WITHIN THEIR DISCIPLINES. %
H o
: o w
8
4 ©
3 18. SKETCHING AND MAKING ARE ESSENTIAL SKILLS FOR THE 215T- =
CENTURY DESIGNER. =
1 - z
0 -
)
o
E
<
I
6 w
7 E
N 2. I THINK THAT DESIGN STUDENTS SHOULD LEARN THE SKILLS TO =
DEVELOP RAPID PROTOTYPING WITHIN THEIR DISCIPLINES, =
0 o
=
0 )
>
E)
o
z
3 I =
10 z
=z
3 1. | BELIEVE THAT CREATIVITY IS A SKILL THAT CAN BE TAUGHT. =
0 ~
0
1 -
-
6 I 12. 1 THINK DESIGN STUDENTS SHOULD UNDERSTAND THE =
8 PRINCIPLE OF STATISTICS REGARDING RESEARCH WITHIN THEIR T2
1 DESIGN DISCIPLINE ol
=
0 =0
w
go
Lo
]
=
a
=

6. BASIC PRINCIPLES OF ACADEMIC

Figure 04-09B Likert scale questions results, aligned with Myers and Norman’s Modules of Knowledge.
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Industry Collaboration

5. I believe that Alberta design educators can work collectively to create
change in design education that works for Alberta.

4. | believe the Alberta design community can collectively address
Alberta's social, economic, political, and cultural changes.

3. Ithink that making changes in design education should be left to
individual institutions or programs.

2. I think that making changes in design education should be left to
individual design disciplines and associations.

1. | believe itis time to develop a new design methodology for the 21st-
century design learner in Alberta.

Strongly agree

Figure 04-10 - Industry collaboration

WORKSHOPS

This section presents the results of the two
workshops held on the evening of May 14,
2024, and the afternoon of September 30,
2024. They were both virtual, using Zoom and
Mural. Each of the workshops followed the
same process (see Figure 03-02)

May 14

The first workshop consisted of three design
educators from different institutions across
Alberta. Two were from universities and one
was from a college. Their specializations
included industrial design, interior design and
interior design technology.

Participants were asked at the beginning of
the workshop to review and add any
statements they felt were missing in the mind
maps (see Figures 04-07 & 04-08).

In reviewing the updated mind maps,
participants selected topics that were

1 2 3 4 5 6 7 8 9

Neutral M Disagree

important to them to place in the bull's eye
diagram. Placing them within one of the 6
divisions of the diagram (see Table 03-03 and
Figure 04-11 and 04-12)

During the first workshop, selecting topics was
very focused, with very few beyond the middle
circle. There was a noticeable lack of topics in
the visual communication section of their
diagram. Through discussion, the topic chosen
to focus the rest of the workshop was the
Ethics of designing and its impact.

The participants developed the statement for
the round-robin activity: “How might we deal
with ethics throughout design education?”.
The three ideas developed as possible
learning actives were a case study including
artificial intelligence (Al), ethical practice in the
curriculum, and an updated curriculum to
include emerging ethical challenges in
technology and design.

During this stage, the participants noticed
several overlapping ideas, that could be
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Design Methods
Human-Cantered Design
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Figure 04-14 Affinity Cluster from
Round-Robin activity - May 2024

Reflection and discussion
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and simplify from all three activities. The
common theme identified from the round-
robin were organized into affinity clusters by
the student research after the workshop to
illustrate the interconnection of the ideas. The
key elements were:

« Collaboration

 Reflection and discussion
 Relative to learners

o Communication of standards

The one outlying idea is ‘how Al could be used
to achieve current learning objectives’ (see
Figure 04-14).

From the round-robin, the participants
continued with the statement: How might we
deal with ethics throughout Design Education?
into the learning experience diagram activity.
They named their learning experience
“Research + Meet your Maker”. Identifying the
tasks, outcomes, stakeholders, and the
environment and resources needed for the
activity became a student-directed and driven
activity based on real-world situations that the
students are exposed to from industry. The
identified outcomes were

e Critical thinking analysis
« Ability to define ethical practice

The learning diagram designed by the
participants contained four steps, with the fifth
being the act of participating or achieving the
outcomes. With this student-driven activity,

the learners guided the context, with the
instructor and industry professional providing
the framework.

The high-level steps in the learning
experience diagram were:

 Design scenario defined in context to a
guest speaker

o Contextualize design problems before
guest/visitor

o Assessment through a variety of
individual and group activities

¢ Define how this links to other
courses/overall curriculum

e Critical thinking analysis and definition of
ethical practice (see Figure 04-12).

The detailed steps are below in high-level
steps, along with the desired feelings to be
experienced during the activity. The inclusion
of the feeling was intentional, as emotions
strongly influence cognitive processes (Tyng
et. Al, 2017). During the process, the group
wanted the learners’ feelings to connect them
to the industry they were entering. The final
feelings were to connect the process to
alternative scenarios and empower the people
feelings to connect them to the industry they
were entering. The final feelings were to
connect the process to alternative scenarios
and empower the learner with a deeper
understanding of people, design, and practice
(see Figure 04-15).
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Figure 04-15 Learners Experience Diagram from May 2024 workshop

September 30

The second workshop also had three
participants, all from the same institution. Two
were from graphic design, one with a
bachelor's degree and one with a diploma,
and the third participant from interior
decorating, holding a diploma in the discipline.

The mind maps used during the second
workshop included the revised mind maps
from the first workshop and any relevant
comments from the September survey
responses. The participants of this workshop,
review the updated mind maps and were
asked to add any statements they felt were
essential or missing (see Figures 04-11 & 04-
12).

The participants in the second workshop
brought several topics to the bull's eye
diagram. The topics with the most statements
in the bull’s eye diagram were:

e Business
e Thinking by making/creativity
e Ethics

The topic with the least number of statements
was Research Design/Academia and visual
communication.

The group discussed how the mind maps
statements gathered in the diagram's centre
could relate to all six topics of the bull’s eye
diagram. Through discussion, the topic for the
round-robin activity was ‘Problem
seeking/solving’ (see Figure 04-18).

Participants created individual ‘how might we’
statements for the round-robin activity in the
second workshop. The three were:

o How might we experience problem-
seeking and solving

o How might we encourage problem-
seeking and solving

e How might we /nfluence a culture of
problem-seeking and solving within
our faculty?

The discussion at this stage focused on real-
life experience, gamification, and the need to
have a place to fail when problem-seeking and
solving. Again, no single theme from the
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round-robin was identified. In the group
discussion the participated modified the how
might we statement for the experience
diagram to “How might we introduce failures
as a teachable moment’”. During the
discussion, the following themes arose:

« Gamification of the experiences

« A time when someone experienced a
failure (the different expectations
from learners)

= What did | miss in the game

= Some want just to finish it (the
game)

= Others want to explore the
process (to do better next time)

As the group moved into the learning
experience diagram there was a keen desire to
explore the idea of failure as a real-world
experience. The participants discussed that
many learners do not experience that before
they arrive at post-secondary. The title of the

learning experience they developed was
“Welcome to the Real World.”

This group structured the activity, with four
high-level topics:

o Define objective

= Explain to participants what, how
and why of the activity

e Implementing process

= lIdentifying the stages of the
activity

o View/Discuss outcome

o Defined end (resolution of issue vs
end of time)

They then defined detailed steps of the
activity with individualized emotions for each
stage. The group acknowledged the potential
frustration, anger, and insecurity the learner
may experience. They also noted that in the
process, the resulting emotions of empathy,
pride, relief, and pleasure in learning (see
Figure 04-19).
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SUMMARY

In this section, a review of the results of the
research is presented.

Questionnaire

The demographics of the questionnaire
participants were varied, providing a glimpse
into the views of Alberta Design educators.

The guided questions indicated that ethics
and the real-world categories from Myers and
Norman's (2020) Module of Knowledge were
the most important to the participants. There
was a strong belief that change was needed
and could occur through collaboration.

The questionnaire’s results provided a diverse
collection of topics and ideas, which were

used to create the mind maps for the
workshop.

Workshops

The workshop provided an interesting
understanding of what is essential for Alberta
design educators. It highlighted the
importance of ethics and the real world, as
well as critical thinking and problem-solving
skills. It was also noted by participant that
learners did not need the more traditional
skills of drawing, sketching, or designing.

Overall, the questionnaire and workshops
provide significant points of discussion, which
will be followed up in the next chapter.
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05 — DISCUSSION & LIMITATIONS

This section will discuss the research along
with the limitations of the research. The
discussion will be based on the role of the
designer and professional design community
in Alberta.

ROLE OF THE DESIGNER

Figure 05-01 Topic needed in Design Education in
Alberta

The role of designers is evolving with design
education, as seen in recent books like
Situation Design in Alberta (2022) and
Contemporary Design Education in Australia
(2023). Designers increasingly collaborating
with colleagues, students, and industry
professionals to envision a future direction.
The DesignX Manifesto (2014) advocate
designers to move beyond the traditional
design skills for the 21%-century Designers in
Alberta

The DesignX Manifesto (2014) identifies the
20th-century approach of applying skills of
drawing, sketching, and testing, are the skills

needed in problem solving, in design and
other industries. Urging designers to leverage
these skills and that of analyzing clients' and
situations needs and wants, to uncover core
issues facing 21*-century society. While the
evolution of designers in Alberta may not be
as rapid as the DesignX Manifesto (2014), had
envisioned, change is occurring.

Alberta design educators see future designers
as more than creators of the human
environment; but also, businesspeople and
researchers, involving ethics in their
interactions with others and the environment.

What is a designer

My role as a draftsperson in the late 1980s
and early 1990s was well-defined. Working
with architects, designers, and engineers,
taking their ideas or content to create
drawings for manufacturing or building
purposes—nothing more and nothing less.
Even moving into the role of a designer in the
mid-1990s, the designer was defined through
their title—architect, interior, industrial, or
graphic. These titles told society about your
job and role in the design industry.

Regardless of the specialization, designers are
creators and innovators, blending artistic
vision with technical skills to create engaging
and meaningful experiences. They constantly
communicate with various project
stakeholders, using visual, verbal and written
communication to refine and enhance the
solution. Designers make decisions through
research and analyses of data-driven, user-
centred information. They never work for
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themselves. They are not just creators, but
also social and environmental stewards,
making ethical decisions that have a
significant impact on society and the planet.
The designer constantly learns while adapting
to new challenges, opportunities and ideas as
part of professional development.

Through the research, none of these concepts
of a designer were disputed. However, in the
exploration of the future of design in Alberta,
gaps appeared. The research indicates that a
subset of design educators identified gaps in
how students’ understanding of the role of
ethics and failure in creativity and business.

Based on Myers and Norman’s (2020) module
of knowledges, the data from the
questionnaire, (see Figure 04-09A & B)
indicated the most important modules of
knowledge were; design methods; core
principles of business; design research; ethics
and; real world. While from the workshops, the
bull's eye diagrams (see Figure 04-13 & 04-18)
noted the important topics of: business;
thinking by making/creativity; ethics and
design methods. To compare the topics from
the questionnaire and workshops, the
common topics are business, ethics, thinking
by making/creativity and design methods. The
traditional skills were noted as important,
however it did not become a point of
discussion. Myers and Norman (2020) state
that it is the traditional skills that make
designers primed to take on leadership roles.
Designers are the thinkers and doers of
problem-solving.

The aspects of ethics of the industry and how
failure is part of business became the themes
for the two workshops. These evolved from the

bull's eye diagram and the round-robin
activities.

Ethics

As designers, ethics are often a driving force
of a project. Designers are tasked with ethical
decisions that impact society and the
environment. However, ethics are not
universally consistent and can vary among
individuals, communities, and cultures.

The common principles of ethics are honesty,
fairness, respect, and responsibility. Yet, based
on human diversity, no single ethical rule can
be determined for all people. Many
organizations address this through a code of
conduct to identify the accepted professional
ethics.

Although designers have no agreed code of
conduct, many professional design
organizations have a code of conduct
prepared for the professional. The
International Council of Design is perhaps one
of the oldest design organizations that
encompasses most of the design disciplines in
its membership. Their code of conduct
includes:

e “A high standard of professional
performance - Ensuring personal
capacities to provide high standard
design services; this is based on initial
and on-going education, and on a
professional approach, mindset and
outlook.

o A high standard of professional conduct -
Integrity, honesty, transparency, etc.; this
relates to ethical practices and
relationships with clients, collaborators
and colleagues.
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o A high standard of professional
responsibility to society - This relates
to professional obligations to the
greater community, humanity and the
planet.” (International Council of
Design. 2020. p 01)

Codes of conduct remove unwritten
assumptions about a designer's role and
actions and the deliverables to stakeholders.

Respect

Human Experience
Delightful

Functional, Human Effort
convenient & reliable

Decentralised, private, open,

Human Rights
interoperable, accessible, secure & 9

sustainable

Figure 05-02 ind.je Ethical Design Manifesto

Aral Balkan and Laura Kalbag of ind.ie define
ethical design in their business manifesto;
human rights, human effort, and human
experience, which need to be met for a
project’s success. The only way for the project
to be successful is to work on and complete it
ethically, resulting in showing respect for the
stakeholders and outcome of the project
(ind.ie, 2024) (see Figure 05-02).

Participants in the May workshop explored
industry ethics in their learner’s experience
diagram. Including industry as the problem's
driver and discussing the solution's ethical
framework was essential. Looking at an issue
through the lens of ethics is not explicitly
covered in a post-secondary education. A
topic may arise during an activity or

assignment that requires an ethical lens.
However, explicitly adding ethics at the post-
secondary level to all projects would help
learners understand the reality of the industry.
Through exploration and analysis of solutions
and different codes of conduct, including that
of the institute, the learners can use their own
words to define ethics for themselves
concerning the industry they are entering.

Failure

Learning involves listening to information and
building an understanding of the topic.
Applying this understanding involves a series
of successes and failures, taking
understanding to knowledge (see Figure 05-
03). This occurs consistently in business, yet
in education, learners are only rewarded for
their successes—passing a course or getting
academic or financial awards.

>Hnou.lledge

Listen
/
f
“ >
& - \’T
// x \\“inilure \,\
: T ;1
\ ) J
Understand ﬂppl‘? 1L
“——7Success

Figure 05-03 Model for learning

The design process involves a series of
failures, which are essential for the creative
process. However, failure is often seen as a
bad thing, indicating that the idea or solution
is not correct or right. Failure only means that
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you tried and that you know what NOT to do
next time.

Failure is a learning opportunity, and it is a
part of the design process. It is a catalyst for
creativity and innovation; new ideas cannot
develop without it. Testing ideas allows for
exploring weaknesses in the solution and
provides opportunities to analyze the failure,
encouraging critical thinking.

Failure that is planned and structured is called
Productive Failure (PF). PF allows students to
generate solutions to a problem targeting a
concept they have not yet learned, followed
by consolidating the information gathered to
present the concepts they are learning. Since
the concept is unknown to the learner, and
they are asked to generate a solution without
support or scaffolds, the students cannot
generate or determine the correct solution to
the problem. Learners using prior knowledge
to generate the failed solutions are better
prepared to learn through the follow-up
instructions (Kapur, 2015).

Accepting failure in the design process
encourages creativity, resilience, and
confidence, fostering a growth mindset.
Celebrating failure alongside successes
fosters curiosity and new ideas. A sharing
culture of constructive criticism and feedback
promotes innovation and improvement.

During the second workshop, failure became a
key idea for the experience diagram. The
group explored embracing failure as a learning
process, building an assessment around
failure. Defining the objective and process,
including failure, at the start of the activity
was essential. The idea of failure is essential

in the design process, and by implanting
failure in the design process, feedback from
the stakeholders does not equate to
completing the project (see Figure 04-19). The
activity analysis then helps learners identify
the knowledge they have gained, providing
learners with a clear understanding of how the
failure builds knowledge to apply in other
activities or projects.

The Challenges of Prioritizing

During the bull’s eye activity and discussion,
participants in both workshops struggled to
limit the number of items positioned in the
innermost circle and to select the most
important statements. This task took longer in
both workshops than anticipated. The two
represent the extremes of prioritizing - the
May workshop had difficulty selecting, while
the September workshop wanted everything in
the center. The inability to prioritize when
everything is deemed necessary did not
become a stalling point for the groups, and
they could move forward through the round-
robin activities and refocus.

As a designer, every project is multifaceted.
There is never one most important item or
task; they are all needed for the project’s
success. The designer will have a variety of
stakeholders, each with unique needs and
priorities. Balancing the different perspectives
is challenging, as each stakeholder has
different views as to what is most important:
aesthetics, functionality, or budget. The
designer must consider and negotiate the
competing interests to create a successful
product.
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The design process constantly explores
different ideas as new information is gathered
in a project. Prioritizing which idea to pursue
can mean the loss of another idea, if only for
the time that the current idea is being
developed. However, a feeling of loss can
occur when you let go of an idea.

Design inherently has ambiguity and
uncertainty built into the process. It is the act
of designing where goals and parameters are
determined; they do not exist at the project's
introduction. New insights and changes can
shift the priorities throughout the project,
requiring the designer to reassess and adjust
priorities for the project's success.

In a project, short-term and long-term
goals need to be met. Working towards a
deadline is built into the workflow; however,
when the goals are in conflict, the priorities
and often the deadline are altered. It is a
delicate balancing act.

The designer is responsible for managing
various aspects of a project, including
stakeholder needs, creative exploration,
project ambiguity and uncertainty, and
balancing project goals. The designer
considers environmental and ethical factors
for every project, necessitating a unique
balance. This balancing act is constantly
changing throughout a project and a
designer's day.

The Role of Design Education

Defining the role of the designer will require
educators to work with industry. Design
education in the 21%-century is less “a process
of doing to them to turn them into
practitioners” (Scharoun et al., 2023, p. 36)

and is now more of “enabling them to become
professional lifelong learners” (Scharoun et
al,, 2023, p. 36).

Design instructors must go beyond the
industry's demands and consider its future
needs. However, not much will happen if
design educators are not involved in the
transformation.

Amabile’s (1983) componential theory of
creativity offers useful insight. In her model,
creativity sits at the intersection of expertise,
creative thinking and motivation; education
has the power to be the environment to house
such creativity. This is the educator’s role - to
be the environment that houses and cultivated
creativity among learners.

Expertise Creative
Thinking Skill
Creativity

Environment

Motivation

Figure 05-04 Amabile’s Componential Theory of
Creativity

As with all education, design education is a
foundation for students exploring a specific
discipline. Educators can use Amabile’s
Componential Theory to build an environment
of learning, with creativity as the core result.
The educators have expertise in the discipline,
sharing their passion and knowledge with the
learners. The activities and assessments
foster creative thinking skills to explore ideas
while the students and educators work
collaboratively to create motivation.
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As Fan and Cai (2020) report in their article,
“How does a creative learning environment
foster student creativity?” the creative
environment provides risk-taking, builds free
and open communication, and supports
creative solutions and ideas while allowing
more freedom for learners to complete their
assignments. This environment places value
on understanding concepts and emphasizes
effort or grade. The process becomes more
goal-orientated that is directed toward
creativity (pp. 4672-4673)

PROFESSIONAL COMMUNITY AND
CHANGE

Figure 05-05 - The connection for community.

Professional communities bring individuals
together from similar fields or industries,
creating platforms for sharing knowledge,
fostering collaboration, and supporting
professional development. Change can occur
through these communities’ engagement. In
this research, the participation from the design
educator community limited the results but
created a question as to why participation was
so low.

The actual number of participants was far
fewer than expected. Just 6.5% to 8% of

possible design educators completed the
questionnaire, and 2.5% to 3% combined
participated in the workshops. This limitation
restricts the study's findings.

The industry is comprised of passionate
people who want to do their best for their
clients and students. Design is a changing
process, so why would designers not want to
examine change within the industry? A
consideration is that although they have a
passion for their careers, there is less
enthusiasm about engaging in changing the
industry as part of our job.

The survey responses provide evidence for
this lack of enthusiasm. As outlined above,
respondents indicated that while they
supported change within the profession, they
were reluctant to take ownership of that
change. This raises the question of who
should take ownership of change and how we
get educators involved.

In this section, we have discussed that
educators are one of many stakeholders
necessary for change in design education. The
change can not happen without their input
and support. Design educators must become
engaged, if not the drivers, for this change.
The change will happen regardless of the
educator's engagement, but it will not be a
smooth transition without educators.

The engagement became more about
understanding the situation than the desire for
change. Even if the initial ideals are not
shared, it is through sharing the thoughts and
ideas that begin to build a community. It is
through community that change occurs. Dara
Frimmer, a Rabbi at Temple Isaiah in Los
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Angeles, emphasized in her TedX presentation
that statistics and individual desires are
insufficient for others to engage in social
change. Instead, listening to stories, passion,
and personal reasoning can lead to further
conversation and change (TEDx Talks, 2020).

Design educators need to share their own
stories of education and industry experiences
and how they are no longer the same as when
they started or were being trained. A new
design perspective is needed to support our
local economy and society.

CovViD-19

The COVID-19 pandemic has significantly
impacted the rebuilding of professional
communities, including design. The decline in
engagement and participation has been
attributed to health concerns and the
transition to in-person activities. Traditional
networking opportunities were disrupted, with
conferences, meet-ups, and workshops
cancelled or moved online. Current financial
constraints affect the ability to host events,
invest in professional development, and
support community-building activities.

The pandemic prompted many professionals
to reevaluate their career goals and work-life
balance, leading to shifting priorities. This
evolution has affected the dynamics within
professional communities, as members may
be less inclined to engage in community
activities or attend events that do not align
with their new outlook or commitments.

Rebuilding trust and confidence within
professional communities is crucial, as the
uncertainty and disruptions caused by the
pandemic left many professionals feeling

disconnected and cautious. Encouraging open
communication, transparency, and
collaborative efforts can help restore
confidence and foster a renewed sense of
community. Building or rebuilding a
community requires intentional effort and
strategies to foster a supportive, collaborative
and inclusive environment.

The designer community in Alberta and
several others have faced challenges in rising
from the shadows of the COVID lockdown. The
journey to reestablish these creative enclaves
has been both slow and arduous.

Can design educators drive change?

One reason for the low participation may
relate to the belief that they cannot create
change rather than a lack of passion for
change. The process indicated for changing
course content in this research was based on
the process of Bow Valley College (BVC) in
Calgary, Alberta.

The combined experience diagram (Appendix
B) shows the various stakeholders involved in
creating or changing a course/program in
Alberta. Each person is involved in different
aspects of the process, often coming in and
out of the process. Often no one person
participates in all stages. The development
can take years to complete. Institutes must
provide research on why the program has
value to the province; this typically takes at
least 12 months to complete. A course may be
approved through the deans or associate
deans, yet institutional reorganization can
delay the development of the course, or there
is no educational design support for the
instructor, or it was just forgotten by
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management. Dealing with humans with
different agendas can demoralize the
educator when trying to make effective
decisions and change.

In discussions with peers at other institutes,
what drives educational change more often is
money and executives, who may or may not
know the discipline of the educator. These
individuals often have a different agenda than
the design educator. A personal example is
the redevelopment of the AutoCAD course for
the interior decorating diploma program. The
direction of the change came from middle
management to make the course more
universal for other people to take the course.
A high ideal, yet the changes did not support
the interior decorating learners, creating gaps
in their learning. It has taken 5 years to
correct this change, frustrating instructors.

So, can the design educator drive the change?
Building a design educator community is not
just a possibility, it's a necessity. It can
strengthen the voice for necessary change in
the industry and create a sense of connection
and engagement. Building stronger
relationships with other educators and
professional designers can create trust and a
shared vision. As there is currently no defined
community, it will take leadership to show
others the levels of commitment to change
there are. We, as educators, can create the
necessary change in how and what we teach
so that new learners are prepared for the
workplace.

No one person or group can make any type of
change happen. Fostering an environment for
change requires closer collaboration with
industry and other design industries. The wins

that are found will be a win for everyone:
students, educators, and industry. It will
require gathering more data on what is
essential, holding more workshops with a
broader group of educators and professionals,
and examining similarities and differences
between the different design industries to
create a clear vision for the future. Patience
and persistence, the hallmarks of resilience
and commitment, are needed from the
grassroots to drive the change.

At present, the community we seek is not yet
in place. This research serves as a starting
point for understanding what's required in
Alberta to elevate the design industry to the
level needed within the province. Every
individual, regardless of their position, has the
potential to influence and contribute to
meaningful change through relationships,
leadership, collaboration, and persistence.
Change often begins with a single voice.

Addressing DesignX

When the Bauhaus started, the Weimer
Republic supported it. Many of the methods
used in the school were designed to help
Germany regain economic stability after WWI.
The first director, Walter Gropius, had a vision
for the school and the training required for the
next generation of artists and designers. He
was provided a platform for that vision through
the idea of modernism or Gesamtkunstwerk
(syntheses of the arts, unified work of art)
(Siebenbrodt & Schobe, 2015, loc 268) and
the Weimer Republic's desire to improve
Germany's economic situation.

This process was not as quick as it may
appear. Germany had a national designers'
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organization, Deutscher Werkbund (German
Association of Craftsmen), formed in 1907.
Most of the original members had known each
other for years, and their mutual feelings and
ideals drew them together. This state-
sponsored organization integrated traditional
crafts and industrial manufacturing to get
Germany globally competitive with England
and the United States. (Jarzombek, 1994)

The potential change asked through the
Design X manifesto has no defined structure

for achieving it, and no one organization
supports it. What was seen through the
Bauhaus in terms of the creation of change
was like-minded individuals who created a
community that grew into the Bauhaus. For
the type of change to occur, as expressed in
the Design X manifesto, it will most likely be
slow and steady.
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06 — CONCLUSION

"Never doubt that a small group of thoughtful, committed citizens can change the world.
Indeed, it is the only thing that ever has.”
~ Margaret Mead

The idea of the designer's changing role was
inspired by reading the DesignX Manifesto
(2014) and exploring design thinking methods.
Designer training has transitioned from skills
passed down within families to the practices
of guild societies. Today, the training methods
we use for designers are rooted in the
historical legacy of the Bauhaus.

Through this research, | aimed to explore the
role of designers in Alberta and how design
education might support this vision. The
findings indicate that while a subset of design
educators believes that understanding ethics
and embracing productive failure is essential
for the future of design education, a more
compelling insight highlights the role of the
community in facilitating change within design
education.

The design educators involved in this research
did not envision future designers in Alberta as
entrepreneurs poised to change the world, as
suggested by the DesignX Manifesto (2014)
and the Myers and Norman (2020) Module of
Knowledge. Nonetheless, the Module of
Knowledge provided a unique point of
conversation in response to the survey and
workshop participants. The research indicates
that the designer's role is evolving despite the
varying emphasis on this change. Design
educators are recognizing this shift, and there
is interest in further exploring the role of
designers within the province. However, the

lack of a unified community or vision poses a
significant challenge.

Ethics and failure are pivotal concepts that
guide designers toward innovation and
success as business professionals. Integrating
these two elements will be crucial for modern
designers and business practitioners. The
activities developed in the two workshops can
easily be adapted to existing courses, often
requiring no consultation from institutional
management. They become the grassroots
changes necessary to consider the more
prominent changes.

Ethics serve as a concept and a guiding
compass for decision-making and actions
throughout the design process and in
business practice. This moral responsibility
instilled by design ethics compels us to create
solutions that fulfill clients’ needs and
positively impact society's social, economic,
and environmental factors.

When failure is embraced, it becomes a
stepping stone to success. It encourages a
reflective mindset that enables routine reviews
of processes and ethics. Celebrating failure
fosters open communication among team
members.

Beyond the direct outcomes of the study, the
importance of community was highlighted. The
community of designers and design educators
in Alberta often operates in isolation. At the
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2024 Build Expo in Calgary, there were strong
calls to break down these silos. In today's
rapidly evolving technological landscape,
sharing information is more critical than ever.
We can no longer afford to keep our ideas,
processes, or knowledge to ourselves. This
openness creates new opportunities for
meaningful change in the future.

Design educators are positioned to spearhead
change within Alberta’s design industry. Many
educators have connections with industry
professionals who may not know each other,
which presents a meeting point for the
industry. While many educational institutions
have industry representatives to review and
evaluate course content, these groups might
only meet biannually. This is insufficient for
any institution to effect significant changes.
However, if educators leverage these
professional association meetings to discuss
collective insights, a new opportunity to
understand the design landscape in Alberta
can emerge.

A formal association of design educators is
needed within the province to achieve the
necessary change. This group would
strengthen ties with the industry and serve as
a powerful voice within educational
institutions, positioning educators as leaders
of change rather than mere followers. Much
like the Bauhaus movement, which arose from
a collective of individuals sharing ideas and
passions over several decades, this
association can drive meaningful progress.
The DesignX Manifesto (2014) may also assist
the province in identifying priority areas within
Alberta's design community.

Overall, this research highlights the necessity
of community in bringing about change. There
are existing platforms within Alberta's design
communities that can facilitate engagement
regarding the designer's role. Existing
associations hold the potential to foster a
more diverse design community where
designers can support each other and better
understand the changes needed to support
Alberta’'s design industry.
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APPENDIX A: STAKEHOLDER’S MAP

The stakeholder's map begins with identifying the
stakeholders in the process and their thoughts and
connections to design education. The following

Stakeholders

How can we

pages indicate the interconnection of the different diversity our local

economy

stakeholders through grouping government,
education, business/economics, society/" wicked"
issues and design.

Provincial

The diagram shows how stakeholder has a role in Government
multiple groups.

How would the
change in design

education help

our insiture
Post

Secondary
Admintration

What should
design education
be for the 21st
Century?

Design
Educator

The world is
changing and

designers have a
role in supporting
change

Design
Practitioner

There are so many
‘wicked' issues
that need to be
addressed

Local Society

How can we keep
our youth and our
knowledge in the
province

How will post
secondary
education support
a diverse

economy

Ministry of
Advance
Education

Can the industry
support the
number of learners

we generrate

Post Secondary
Dean/Associate
Dean

How will this
education help me

getajob

Learner

What can designer

do to help my

business?
Local

Economy
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APPENDIX B: COMBINED STAKEHOLDER’S MAP AND

EXPERIENCE DIAGRAM

Identify stakeholders in each stage of course development. Base on Bow Valley College process.

(Bow Valley College, 2023)

TOPIC

How might Alberta designers contribute to improving the
economic diversity of the province and how might we
reimagine design education in Alberta to deliver this
future vision of the design practice?

o | Steps
tix What are the stages
Skateholders 1
20

=18 Who is involved at this stage

Skateholders 2
SEN Who does it affect

Concept:

Is & new course or

program needed?

New process New codes or
introduced protacols introduced
Local
apportunity
Mew technology 0ld process are no
introduced longer used

+

‘What should
design education
be for the 21st
Century?

Design
Educator

The world is
changing and

designers have a
role in supporting
change

Design
Practitioner

How would the
change in design
education help

our insiture

How can we keep
our youth and our
knowledge in the
province

How will post
secondary

education support
adiverse
econamy

Post
Secondary
Admintration

What can designer

do te help my

How will this
education help me
get a job

Learner

business? Ministry of
Advance
Education
Local
Economy
The world is How can we
changing and diversity our local
designers have a economy
role in supporting
change
Design Provincial
Practitioner Government

Diagram continues on next page.
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Research
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APPENDIX C: MATRIX

The matrix looks at existing design courses offered in Alberta with Meyer and Norman's module of

knowledge (2020).
Institute Region Design studies Designation
Alberta University of the Arts Calgary-South Visual Communication Design BDes
University of Calgary Calgary-South Design DDes
Medicine Hat College Rural-South Art-design BAA
Red Deer Polytechnic Rural-Center Visual effects Diploma
MacEwan University Edmonton-North Theatre production BFA Theater Production

Northern Alberta Institute of
Technology

Edmonton- North

Landscape architectural technology,

Diploma

Table 03-2. List of institutes and designations selected for archival research.

Module of knowledge for designers (Meyer & Norman, 2020).

e Design methods
e Creativity - individual

and team

e Leadership - team composition +

management

e Core principles of business
e Design research- applied - rapid

e Basic principles of academic research -

how to apply the findings of others.
e Thinking by sketching and making
e Experimental methods and statistics

e Ethics
e The real world

ethnography.
= >~ o« c
5 E s s 5 ©°2 2
8 3 2s 3 S 8 83 =
INSTITUTE N YT T I i
x == £ . ©£ £ oo S w =
PROGRAM f ES c2s £ Tod 5E P, £488 S
& B- g88 ,c ®Ewm of =5E 528 g =
COURSE g SE 835 83 K£8¢ &5 F2T REE & 0 £
AU Arts: Visual Communication Design, BDe 4-year
CCST 323 Contemporary Discourses: v v
Situating Science + Technology
PPRL 201 - Professional Practices for v v v v
Designers
OBDF 110 - 3D Object Design v v v v v v
SOSC 303 - Art Science and the v v
Environment
University of Calgary, DDes 2-years
APLA 674 Design Innovation v 7 v
APLA 680 Design Practice Research v v v v v v
Project Definition
APLA 682 Contexts of Design Practice v v v v v

Research
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APLA 684 Strategies for Design v v v v
Practice Research
Red Deet Polytechnic, Visual effects, Diploma 2-years
ART 101 Visiting Artist v
ART 233 Visual Foundation Il v v
ART 341 Drawing i v v
ART 310 Professional Practice | v v v v
Medicine Hat College Art-design, Bachelor of Applied Arts, BAA 3-year
ARHI 309 Design History v
ARHI 300 Methods in Art History v v
ARDE 396 Applied Art and Design | v v v
ARDE 495 Applied Art and Design - v v v
Work Term |l
McEwen University, BFA Theatre production, 4-year
ENGL 102 Analysis and Argument v v
INTA 210 The Arts in Culture v v v v
THRP 324 Production VI v v v v
AINTA 414 Making a Career in the Arts v

Northern Alberta Institute of Technology, Landscape Architectural Technology, Diploma, 2-year
ENGL1250 Technical Communications I

ENDS1240 Presentation Applications v

ENDS2540 Facilities Planning and v v v
Product Representation

ENDS2520 Multi-disciplinary Design v v v

Studio

<
<

\
\



Radford University
MFA Thesis - N. M. Bosscha

APPENDIX D: QUESTIONNAIRE - PART 1

Part 1: Demographics of Participants. Once you complete his section, you will not be able to return.

1

Architecture

What design industry do you professionally identify |e
with? (More than one can be selected if applicable) |* Fashion
e Game
e  Graphic
e Industrial (product, furniture, cabinetry
accessories, appliances)
e Interiors
e Theatre (stage, lighting, sound)
o UX/U
e  Other - Please note.
2. How long have you been an instructor? e Less than 5 years
e 59 years
e 10 —14 years
e  Over 15 years
3. What is your highest level of education in the e 2-year diploma
professional industry you identify with? (only select |e 3-year applied degree
the highest level) o A4-year degree
e Masters (not including an MEd)
e Masters (including an MEd)
e PhD or DDes
4. What type of institute do you instruct at? e College
e Poly Tech
e University
5. Are you a member of a design association(s)?
Please list.
6. Are you familiar with the DesignX Manifesto? e No
e Maybe no
e Not Sure
e Maybe yes
e Yes
7. What is the DesjgnX Manifesto (please answer
regardless of your familiarity level)?
8 What do you think are the most important changes
that will affect design education for the 2I1%-
century?
9 What are the most important skills for designers to
have to be prepared for the 215-century?
10. Are you available to attend an in persons workshop |e In person workshop in Calgary

in Calgary or a virtual workshop via Zoom.

Virtually on Zoom
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APPENDIX E: QUESTIONNAIRE - PART 2

Part 2: The questionnaire is an inquiry into the skills, knowledge and understanding Alberta design educators
consider essential for learners and future designers. The first section references what students need in post-
secondary education, the second section refers to the skills designers need, and the third refers to
collaboration between design disciplines.

After answering each question, you cannot return to the previous question to modify your response.

Strongly disagree 1, Disagree 2, Neutral 3, Agree 4, Strongly agree 5.

Question

1
Strongly
disagree

2
Disagree

3
Neutral

Agree

5
Strongly
agree

What do students need to experience or understand in post-
secondary education?

1

!/ believe that creativity is a skill that can be taught.

2

| think that design students should learn the skills to
develop rapid prototyping within their disciplines.

! think design students at all levels should participate in
at least one community-driven design project before
graduating.

! think design students should participate in a multi-
disciplinary group project before graduating.

| think group work, projects and assignments are more
important in post-secondary education than individual
projects.

/ think design students should be exposed to real-world
/ssues related to culture.

[/ think design students should understand core business
principles, such as finance, sales and marketing, profits,
losses and margins, operations, distribution, and supply
chain.

| believe design students should understand the
principles of patents and intellectual property.

/! believe that all design students should have the skills
to make formal presentations for executives.

10.

[/ think design students should participate in at least one
academic research project before graduating.

11

All design students should understand design research,
both qualitative and quantitative.

12

! think design students should understand the principle
of statistics regarding research within their design
discipline

13.

| think that all design students should participate in
developing simulations to predict systems behaviours
under different conditions within their disciplines.

14

Participating in experimental methods of research is
essential for design students.

15

/| think design students should understand the ethics of
our design through its Iimpact on people, the
environment, and health and safety.
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! 2 3 4 >
Question j}trongly Disagree | Neutral Agree Strongly
isagree agree
16. /| think it is essential for design students to understand

Interpersonal relationshjps and work in person with
others.

17

/ beljeve it is essential for design students to understand
human psychology and sociology.

What skills, tools or understanding does a designer need to
function in the 21%-century?

18

Sketching and making are essential skills for the 21°-
century designer.

19

Designers should mentor non-designers on human-
centred design principles.

20.

| believe part of a designers responsibility is toward
societal good, the world's major societal issues, the
environment, and local communities.

21

/ believe that a designer's ethical consideration must be
balanced with policy, profit and law systems.

22,

! believe that designers must actively respect different
individual and group identities.

23

| believe that designers need to understand human
psychology and sociology to work successfully with
clients

24,

Designers should participate in business or academic
research as part of their practice.

25.

! believe that understanding anthropology and
ergonomics improves designers’ solutions.

26.

Designers should work in multidiscipline design teams to
resolve clients’ issues.

27.

Designers should work beyond their disciplines to resolve
business, social, economic, or environmental issues in
their community.

28

Designers should have business leadership roles in non-
design businesses.

Designer disciplines and educators’ collaboration

29,

/ believe it is time to develop a new design methodology
for the 2I°-century design learner in Alberta.

30.

! think that making changes in design education should
be left to individual design disciplines and associations.

31

/ think that making changes in design education should
be left to individual institutions or programs.

32

| believe the Alberta design community can collectively
address Alberta’s social, economic, political, and cultural
changes.

33

! believe that Alberta design educators can work
collectively to create change in design education that
works for Alberta.
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APPENDIX F: LETTER TO INSITUTE

©

Radford

UNIVERSITY

Department of Design
Title of Research: Creating Change in Alberta Design Education through the Design X Manifesto
Researcher(s): Dr. MargaretT. Konkeland NancyBosscha

Dear (Institute dean, associate dean or program chair)

I'm Nancy Bosscha, a design educator at Bow Valley College in Calgary and a current Radford University
MFA design thinking candidate. | am investigating the role of designers in Alberta and the contribution of
education to the creation and support of this role for my MFA thesis. This study defines designasthe
productionof 2D, 3D, or virtual objectsor environmentsfor human engagement.

I am reaching out to you today to ask you to forward this recruitment request to your full and part-time design
educators to take part in a questionnaire, a workshop, or both, using the following questions developed from
the 2014 Design X Manifesto,

e How might we reimagine a future vision of the design practice for Alberta?

o How might we reimagine design education in Alberta to deliver this future vision of this design
practice?

The links below are to the following:

Questionnaire Click Here: This will direct you to the consent form for the questionnaire and online research.
The questionnaire ends on September 13", 2024. At the end of the questionnaire, you will be asked if you
would like to participate in a workshop.

Attend a virtual workshop. Click Here. This will direct you to a form containing a consent letter and an
option to select possible dates for a virtual workshop. A link to the survey is also provided. Following that, the
student researcher will email instructions for the virtual workshop.

If you have questions, you can contact the primary researcher, Dr Margret Konkel, at mkonkel@radford.edu,
1.406.224.1912 or the student researcher, Nancy Bosscha, at nbosscha@radford.edu.

This research is intended to start a provincial conversation about the designer roles and how, as educators, we
can develop the understanding and skills needed for future designers.

Sincerely
Dr. Margret Konkel, MFA, PhD Nancy Bosscha, BDes, MFA Candidate
mkonkel@radford.edu nbosscha@radford.edu
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APPENDIX G: LINKEDIN AND D.TALK POST

CREATING CHANGL IN
ALBERTA DESIGN EDUCATION

MFA Design Thinking Thesis

Student researcher Nancy Bosscha is a design educator in Alberta and an MFA in
design thinking candidate at Radford University, Virginia.

This is a call for Alberta post-secondary design educators at provincially
regulated institutes to volunteer to participate in design thinking activities
(questionnaire and/or workshop) exploring the questions formulated from the
2014 Design X Manifesto:

How might we reimagine a future vision of the design practice for
Alberta?
How might we reimagine design education in Alberta to deliver this
future vision of this design practice?

Click on the questionnaire or workshop link below to be directed to details.
If you have any questions please contact the student or primary researcher.

Design is the preduction of 2D, 3D, or virtual objects or
environments for human engagement.

E QUESTIONNAIRE , WORKSHOP
- 15 MINUTES 2 HOURS

Student Researcher Primary Researcher
Nancy Bosscha Dr. Margaret Konkel

@ Radford

UNIVERSITY

Department of Design
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APPENDIX H: INFORMED CONSENT

©

Radford

UNIVERSITY

Department of Design

Informed Consent

Title of Research: Cr eat i ng Change in Al berta Design Educati on
Researcher(s): Dr . Mar gar emk o Mk e K@n kle. F4p0r6d..2e2d4u. 1 9 1 2

Nancy Bmolsssshaha @ adford. edu

You are asked to volunteer in a research study designedt 0 research the future role c
how t o educ atYe wdremalectetl 483 4 psssible pagi¢ipannbecause you are a current part- or full-

time design instructor in an Alberta government-regulated post-secondary institute. This study definesd e si gn as
the production of 2D, 3D, or Vi rt ua.lWeaskbhptgocrtagthio r env
form and ask any questions you may have before agreeing to be in the study. Participation is completely

voluntary.

Purpose:

The purpose of the workshop is to determine how design educators might imagine a future vision of design in
Alberta and how might design educators reimagine design education to deliver this future vision of the design
practice. The workshop is based on the 2014 Design X Manifesto.

Procedures:

You are being asked to participate in an interactive design workshop. Each workshop is intended to take 120

minutes (2 hours). During this time, you will be directed through three design thinking activities.

The guiding questions for the workshop are:

> How might we reimagine a future vision of the design practice for Alberta?
> How might we reimagine design education in Alberta to deliver this future vision of this design practice?

In agreeing to participate, you agree to be recorded via audio and photographs. All recordings and data collected
throughout the workshop, along with the physical artefacts (sticky notes, learning experience diagrams) you
generated. No identifying information will be collected along with the data — all results will be reported generally
and in aggregate to protect your privacy and identity.

Risks or Discomforts:

This studyhasn 0 mo r e yduim®y Kind in daidy fife.
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Compensation to You:

Therei S comgensation for you to be in this research.
Benefits:
Participation has two advantages: expanding the network of multidisciplinary design educators and considering

alternative approaches to developing learning activities or assessments.

An infographic displaying the outcomes of the workshops will be available for acquisition by providing the
student researcher with your contact information at the end of the workshop.

Confidentiality:

The data collected in this research study will be kept confidential, but total confidentiality cannot be guaranteed
due to the collaborative nature of the workshop. We will request that you respect the confidentiality of the group
and not share any other participant’s responses outside of the group. However, we cannot guarantee your privacy
or confidentiality because there is always the possibility that another member of the group could share what was
said. Sharing information may occur if required by law.

Photographs and audio recordings will be collected during this study and used to support the student researcher in
evaluating the proceeding. The recordings will be kept throughout the study on a password-protected cloud server.
The recordings will not be shared with the general public or other researchers. The research team will work to
protect your data to the extent permitted by technology. You do have to agree to be recorded to participate in the
main part of this study.

If you choose not to participate or decide to withdraw, there will be no impact on your future relationship with
Radford University or student researcher Nancy Bosscha. If you decide to be in this study, you may choose not to
answer certain questions or not to be in certain parts of this study.

If you decide to be in this study, what you say or do will be kept private unless required by law to tell. You may
participate in the study without sharing your contact information. If we present or publish the results of this study,
your name will not be linked in any way to what we present.

While the information and data resulting from this study may be presented at conferences or published in an
academic journal, your name or other personal information will not be revealed. Participants will be assigned
pseudonyms, and direct quotations will only reference their pseudonyms.

Costs to You:

There is no cost for your participation in the virtual workshop.

Therear e e x p e n s e dorbying ih thavin-gerson workshop. Participants will need to pay for parking or
public transit. There are several public parking lots near the location of the in-person workshop, with various

costs. The student researcher will provide a map and cost for each lot in a confirmation email. For public transit,
the cost is $3.70 for a 90-minute ticket.
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Questions about Your Rights as a Research Participant:

If at any time you want to stop being in this study, you may stop participating without penalty or loss of benefits
by contacting Dr. Margaret T. Konkel, at mkonkel@radford.edu or 1.406.224.1912., or Nancy Bosscha at
nbosscha@radford.edu.

If you have any questions about this study, ask before signing this form.

If you have any questions later, you may talk with Dr. Margaret T. Konkel at mkonkel@radford.edu or
1.406.224.1912.

This study was approved by the Radford University Committee for the Review of Human Subjects Research. If
you have guestions or concerns about your rights as a research subject or have complaints about this study, you
should contact Dr. Jeanne Mekolichick, Institutional Official and Associate Provost for Research, Faculty
Success, and Strategic Initiatives, jmekolic@radford.edu, 1.540.831.5114.

You will be given a copy of this information to keep for your records.
I provide consent to participate in this study and to be video recorded in this session:

Participant Name (printed):

Signature: Date:

I/We have explained the study to the person signing above, have allowed an opportunity for questions, and have
answered all of his/her questions. I/We believe that the subject understands this information.

Signature of Researcher(s) Printed Name(s) Date
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APPENDIX I: IRB APPROVAL LETTER

LR Radford

UNIVERSITY

Institutional Animal Care and Use Committee / Institutional Review Board

April 08, 2024

TO: Meg Konkel

RE: Exemption Determination

STUDY TITLE: Creating Change in Alberta Design Education Through the DesignX Manifesto
IRB REFERENCE #: 2024-063

SUBMISSION TYPE: IRB Initial Submission

ACTION: Determination of Exempt IRB Review

DECISION DATE: April 08, 2024

THREE-YEAR CHECK-IN April o7, 2027

The above-referenced study has been determined by Radford University's Institutional Review Board (IRB) to be
exemnpt from review. Your study has been determined to be exempt under Exempt Category 2: Educational tests,
surveys, interviews, or observation of public behavior. Detailed explanations of the exempt review categories are
available on the Research Compliance Office webpage.

Please note that if your research includes stamped materials, they will be provided with this letter and must be used
when conducting your research. A copy of your approved IRB protocol is available for your records in IRBManager under

your dashboard of active protocols.

You are approved for the enrollment or review of 300 participants.

Note: The number approved is the number of study participants is defined as the number who enroll in the project and
MNOT the number of subjects with usable data for analysis. If this should change, you must submit an amendment to
increase the number of study subjects.

While your project does not “expire,” the Radford University IRB asks that you submit an "“/RB Three-year Check-in:
Continuation of Expedited and Exempt Approved Protocols” to let the IRB know your project remains active.

Should you need to make changes in your protocol, you must submit a request for amendment for review to determine
it the application remains in an Exempt review category before implementing the changes. Amendments must be
subrmitted via the IRBManager system. Please contact our office for assistance, if needed.

Asthe principal investigator for this project, you are ultimately responsible for ensuring that your study is conducted in
an ethical manner. You are also responsible for filing all reports related to this project.

If you have any questions, please contact the Research Compliance Office at 540.831.5290 or jrb-iacuc(@radford.edu.
Please include your study title and reference numberin all correspondence with this office.

Good luck with this project!

Radford University Institutional Review Board (IRB)
Research Compliance Office

540.831.5290

Irb-iacuc(@radford.edu

Radford University IRB
Approval Date: April 08, 2024
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APPENDIX J: WORKSHOP INFOGRAPHIC

The infographic will be forwarded to workshop participants after the research and defence

completion.

C#'ea-\'mg Ghange in Albeyta
Deslgn cation

The DesignX Manifesto was created in 2014 by designers and educators on the new
Tongji Univers

y Design School advisory board. It urges 21st-century designers to
redefine their roles. It advocates for moving beyond traditional croft-making to opply
these skills to address complex socio-technical issues in society

As part of an MFA in Desing Thinking study, | asked two key questions
1.How can design educators envision the future of design practice in Alberta?
2.How can they reimagine design education in Alberta to achieve this vision?

Questionnaire

@ e The first question of the research was used to formulate a Likert scale
\ﬁ questionnaire aimed at understanding the perceptions of design
h educators in Alberta regarding the role of designers within the
“ province. The outcomes of this questionnaire were then employed to

create mind maps that served as a foundation for the work conducted
during each workshop.

mind. map
1.What do students need to experience or 2. What skills, tools or understanding does o
understand post-secondary education? designer need to function in the 21st century?

fi

workshops ( \49{3 ) )

The workshops advanced from the questionnaire, focusing on the initial research question. During

this phase, participants reviewed and contributed to the existing mind maps. Each group then
identified their primary priorities through a bulls-eye activity. In this phase, they formulated "how
might we.." statements to explore ways educators can implement this new vision for Alberta
designers, utilizing round-robin and learner experience diagram activities.

ODQO

(PR Topic 1: &thics
The first workshop, held in Moy 2024_ focused on the role of ethics within design and explored
how to integrate ethics formally within design education. Participants completed the round-

robin activity, introducing and evaluating 3 activities. They then combined the 3 activities for
the learner experience diagram.

Throughout the workshop, porticipants focused on the question:
"How might we deal with ethics throughout design education?”

Round Robm

A round-robin »
{ bra ed

Participants evaluated three
activities, which were analyzed
The Ethics of Design: )~ N\ | and combined to focus on four

A Case Study Approach topics for the learner experience:
vil Structure the inclusion of Al

and ethical practice into the

* Relatives to learners

B g ronTicuieT S e * Communication standard
ing curriculum to inclu
< « Collaboration

e ging el o chokenges Ju ‘-/ * Reflection and discussion.

curriculum

technology and design

(\

A learning experience

Leamey E€Xpevrience

The uniqueness of this learning experience diagram lies in its inclusion of ethics within a real-
world design scenario. A guest speaker from the design field introduces a design challenge
and, through engaging discussions and resolutions, encourages a shift in the focus of the
activity to explore the how and why of ethical considerations. This approach allows learners to
understand ethics better and define its role within their discipline.

r—_]@ D o == | B | e B

Topic 2: Failure 4
The participants of the September workshop focused on e ('_)
encouraging problem-seeking and solving within the design f Y
process, which evolved into how failure creates successful -
design solutions. @ ﬁ ’

Round. Robin
How might we encaurage problem
During the September workshop, each o secking and solving 5 \
participants created "how we might"
statements that guided activity ~N ;7‘”* ”"?“ Z;‘ "'n"':“ o J
development. Discussions revealed valuable o b it et o dl proviem sae ”‘5 -
: gk 108 e soking with our faulty?
insights on the important yet often problem-secking and solving?
overlooked role of failure in the design =

process in design education.

H ht troduce fail i
low might we infroduce ‘n lure as Leamey Expen ence

a teachable moment?

Participants in the September workshop designed a learning experience that provides learners
with a real-world design scenario, emphasizing that failure is a natural part of the solution
process. The focus was on the process rather than just creating a solution. Follow-up
discussions highlighted the learners’ understanding of failure's role in design, considering its
application as a standalone activity or within larger tasks.

G O d ({ﬁ 5
Reflection O QA
(O
The ideas explored in the workshops regarding the importance of ethics and failure in
design paves the way for deeper discussions. It wasn't the activities themselves but the
integration of essential topics used by successful designers into design education that
stood out:

* R izZil

cultural and disci y ethics. Ethics play a crucial role not only in
professionalism but also in shaping solutions and understanding their impacts
beyond the design field.

« Embracing failure as a component of learning and creativity. Traditional
education often rewards success over failure; however, failure is integral to exploring
the uncharted, necessary for achieving success and fostering creativity.

@ Radford | Department of Design

UNIVERSITY

© 2024, Nancy M. Bosscha
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