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ABSTRACT

Since time immemorial, the space where teachers and students assembled for traditional learning was
the classroom. But the internet has changed how people think about place, time, and space. The physical
dimension no longer confines space; it also includes the virtual domain. Futuristic methods of teaching
and learning have emerged based on improved cognitive understanding. As a result, the concept of a
classroom has expanded and evolved. Spaces are no longer defined by their physical notions but identi-
fied by their intangible usefulness. Today, though technology and the internet have drastically reduced
the importance of distance, space is still a crucial determinant for collaborative creative work. Building
on the premise that the physical environment influences learning, this research intends to identify spa-
tial characteristics that play a role in facilitating creativity and innovation, especially in the context of
design education.

INTRODUCTION
Design

A specification of an object specified by an agent that aims to achieve a goal in a particular environ-
ment using a set of primitive components that meet the set of requirements subject to constraints. Here,
specifications can be manifested as plans or finished products, and primitives are the elements that make
up a design object (Broadbent, 1973).

Designis an interdisciplinary profession that meets several needs. Designers work in multidisciplinary
teams, the type and composition of which vary from project to project. This makes it challenging to
discuss a range of abilities or even particular knowledge areas. On the educational side, these will vary
depending on the location and focus of the program and curriculum (Friedman, 2012).
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Objectives

e  Recognizing the needs (physical, social, and contextual) of a design process in creative education
to foster creativity.

o  Identifying the role of the space in learning environments (design education institutes and design
studios) to facilitate the design process in the context of creative education.

Methodology

e  With the help of systematic empirical and theoretical investigation, we determine the pedagogical
framework and methods and ascertain a design process’s needs (physical, social, and contextual).

e  Based on qualitative research, identifying the typologies and qualities of spaces conducive to cre-
ativity and facilitating student learning in the context of creative education.

Design Process

“You cannot hold a design in your hand. It is not a thing. It is a process. A system, a way of thinking.” Bob
Gill, Graphic Design as a Second Language. Design as a system, a method for structuring the thinking
process. Therefore, design is a process-oriented activity. The design process follows a schematic phase
structure. Information and decisions made in one phase of the design process form the basis of subse-
quent steps. It typically goes back and forth between phases so that you can generate and solve ideas to
develop creative solutions that meet the specified goals of your assignments. Each design area follows
a specific process. The design process is inevitably cyclical. The design process helps ensure that the
design meets all activities that serve both economic and design goals. This process creates several pos-
sible solutions and uses various techniques and mechanisms to encourage participants to think outside
the box when looking for creative or innovative solutions.

Stages of the Design Process
The design process can be identified in the following seven steps:

1. DEFINE: First, one must define the design issues and the target audience. An accurate understanding
of the problem and its boundary conditions can lead to the development of more accurate solutions.

2. RESEARCH: The investigation step reviews information such as design problem history, end-user
investigations, and opinion-led interviews to identify potential obstacles.

3. IDEATE: Ideate is the phase in which end-user motivations and needs are identified and, perhaps
through brainstorming, ideas are generated to meet them.

4.  PROTOTYPE: Prototyping is a solution or modification of these ideas, submitted for review by
user groups and stakeholders and then presented to customers.

5. SELECTION: Selection sees the proposed answers reviewed toward the design brief objective.
Some answers are probably realistic however won’t be the fine ones.

6. IMPLEMENT: Implementation includes design development and final delivery to the customer.

231



9 more pages are available in the full version of this document, which may be
purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/review-of-the-research-on-design-education-and-

practices/318214

Related Content

Using Google Translate as a Tool to Improve L2 Writing: A Case Study of Primary-Level Writing
in Hong Kong

Paul Stapleton (2021). International Journal of Computer-Assisted Language Learning and Teaching (pp.
92-98).

www.irma-international.org/article/using-google-translate-as-a-tool-to-improve-12-writing/2796 20

Chinese English Teachers' Perspectives on “Distributed Flip MOOC Blends”: From BMELTT to
BMELTE

Marina Erica Orsini-Jones, Bin Zou, Yuanyan Huand Li Wei (2017). International Journal of Computer-
Assisted Language Learning and Teaching (pp. 1-14).

www.irma-international.org/article/chinese-english-teachers-perspectives-on-distributed-flip-mooc-blends/198470

Learner Engagement in Computer-Mediated Chinese Learning
Zhiyan Guoand Zhizhuo Guo (2013). Computer-Assisted Foreign Language Teaching and Learning:
Technological Advances (pp. 104-117).

www.irma-international.org/chapter/learner-engagement-computer-mediated-chinese/73261

Integrating Chinese Community into Canadian Society: Podcasts, Technology Apprehension,
and Language Learning

Yuping Mao, Martin Guardadoand Kevin R. Meyer (2014). Cases on Communication Technology for
Second Language Acquisition and Cultural Learning (pp. 459-483).

www.irma-international.org/chapter/integrating-chinese-community-into-canadian/82588

A Review of Research on Telecollaboration in English as a Foreign and Second Language
Learning Contexts

Saliha Toscu (2023). Telecollaboration Applications in Foreign Language Classrooms (pp. 1-22).
www.irma-international.org/chapter/a-review-of-research-on-telecollaboration-in-english-as-a-foreign-and-second-

language-learning-contexts/321927



http://www.igi-global.com/chapter/review-of-the-research-on-design-education-and-practices/318214
http://www.igi-global.com/chapter/review-of-the-research-on-design-education-and-practices/318214
http://www.irma-international.org/article/using-google-translate-as-a-tool-to-improve-l2-writing/279620
http://www.irma-international.org/article/chinese-english-teachers-perspectives-on-distributed-flip-mooc-blends/198470
http://www.irma-international.org/chapter/learner-engagement-computer-mediated-chinese/73261
http://www.irma-international.org/chapter/integrating-chinese-community-into-canadian/82588
http://www.irma-international.org/chapter/a-review-of-research-on-telecollaboration-in-english-as-a-foreign-and-second-language-learning-contexts/321927
http://www.irma-international.org/chapter/a-review-of-research-on-telecollaboration-in-english-as-a-foreign-and-second-language-learning-contexts/321927

