Tasarim Studyolari ve Hesaplama

Editorden

JCoDe'un yedinci sayisi, tasarim egitiminin temel bileseni olan tasarim
studyolari ile hesaplama iliskisine odaklanmaktadir. Tasarim studyolari
en genel anlamiyla kuram ile pratigin, deney ile deneyimin, elestiri ile
arastirmanin farkli igerik, bicim ve soyutluk dUzeylerinde karsilastigi
arayUzler sunmaktadir. Bir tasarim studyosunun yUurGtulUs bigimi, icerigi,
aktorleri, temposu, ritmi, yontem ve araglari gibi degiskenler g6z énidnde
bulunduruldugunda, her defasinda bilesenlerinin etkilesimi ile yeniden
kurulan bir deney alani olma &zelligi on plana ¢ikmaktadir. Bu baglamda
tasarim stUdyolari glndelik hayat, cevre, doga ve yapili gevreyi anlama
noktasinda getirdigi genis perspektif ile tekil bir dgrenim c¢iktisi ve/veya bir
tasarim nesnesine indirgenemeyecek niteliktedir.

Hesaplama ise, kavramsal, dUsUnsel ya da uygulama eksenlerinde tasarim
pratiklerinde uzun vadede paradigma kaymalarina yol agabilecek krizlerin
birikimini tetiklemektedir.  Sadece bilgisayar ve/veya dijital araglarla
degil, hesaplamanin temel kdkenlerine vurgu yapacak analog hesaplama
duzlemlerinide igcerenteknik,yontemve yaklasimlar sunmaktadir. Biryandan
tasarimci-tasarimci, tasarimci-arag, tasarimci-sUreg, tasarimci-tasarim
nesnesi, tasarim nesnesi-baglam iliskileri cesitlenmekte, diger yandan
etkilesim sUreglerinin saydamlasmasi ile birlikte tasarim studyolarinin
kapilari diger disiplinlere artan bir ivme ile agilmaktadir. Bir baska ifadeyle
tasarimin kuramsal, kilgisal ve deneysel birikimlerini ortak bir laboratuvarda
bulusturan tasarim studyolari, hesaplamanin olanakliligrile birlikte gecmiste
oldugundan daha kuvvetli bir sekilde diger disiplinleri kurucu aktor
olarak bu ortama davet etmektedir. Bu anlamda tasarim igin hesaplama,
hesaplama ile tasarim, hesaplama araciligiyla tasarim, tasarim yonelimli
hesaplama/hesaplama ydnelimli tasarim gibi tasarimin sezgisel kdkenleri
ile saydamlasmis ve yordamsal stregler arasinda sarkaglar olusturabilecek
yaklasimlar studyo i¢i tasarim pratiklerini de zenginlestirmektedir.

Bu baglamda JCoDe'un yedinci sayisinda, tasarim studyosu igerisindeki
etkilesimin  karmasik sistemler perspektifinden okunmasi; tasarim
studyolarinda hesaplamay! arag/yontem/model duzlemlerinde ele
alan deneysel yaklasimlar; hesaplamali yaklasim araciligiyla stUdyo
degerlendirmesi ve hesaplamali yaklasimlarin tasarim stUdyolarina etkisine
iliskin gelecek projeksiyonlari tartismaya sunulmaktadir.



BolUmler

ilk bolimde, Gulbin Lekesiz ve Ethem Gurer, Mimari Tasarim Studyolari'nin
dinamik yapive isleyisini, Karmasik Sistemlerin davranigs modelleri Uzerinden
nitel bir analiz ile gorinur kilmaya c¢alismaktadir. Gelecegdin Mimari Tasarim
Studyolar’nin etkilesim modellerini tartismaya acan c¢alisma, gUnumuz
studyolarinda verimlilik Uzerine studyo bilesenleri ve bu bilesenlerin farkli
baglamlardaki6rgttlenme bigimleri Uzerinden 6nemlitespitler sunmaktadir.

ikinci bolimde, Muhammet Ali Heyik ve Meral Erdogan, Covid-19 Pandemisi
ile yeniden sorguya acilan tasarimda 6grenme ekosistemlerini tartismaya
agmaktadir. Arastirma kapsaminda gevrimici ve hibrit 6grenme ekosistemi
icerisinde tespit edilen temel gUglUklere karsl kolektif zekd (KZ) modelinin
gelistiriimesi ve tasarim sureglerinin iyilestiriimesi amaglanmaktadir.

Tasarim egitiminde enformel egitim yaklasimlarinin yansimasi olarak,
glnumuz populer medyalarindan bilgisayar oyunlarinin kullaniminin
tartismaya acildigl UgUncU bolumde, Emirhan Cogkun ve Gulen Cagdas,
etkilesimli bir arac olarak oyunlari kullanarak, tasarlama eylemini 6grenme
deneyimi Uzerinden sorgulatan bir &grenme c¢ergevesi olusturma
hedeflemektedir.

Dorduncu bolumde, Mert Ulusavas ve Ethem Gurer, kaynagi 19. ylzyila
dayanan ve gunumuzde hala sanat, mimarlik ve tasarim ekollerinde
yaygin bir kullanimi olan Charrette’lerin (Tasarim Maratonu), gagimiz dijital
tasarim c¢aginin bilesenleri ile spontan, isbirlik¢i, Uretken ve yaraticiliga
donuk bigimlerde yeniden yorumlanmasina odaklanmaktadir. Arastirma
dogaglamanin yoruma dayall (hermendtik), pragmatik ve demokratik
yonleri Uzerinden bir post-fenomenolojik cerceve sunar ve tasarim
egitiminde kullanilabilecek Hesaplamali Charrette fikrinin temel kosul ve
gereksinimlerinisaglayabilecekortamintasarlanabilmesive uygulanabilmesi
icin ilk adim olarak kuramsal bir cerceve c¢izmeyi amaglamaktadir.

Besinci bdlimde, Selin Oktan ve Serbulent Vural, gelisen teknolojinin
mimarlik alanina etkilerinin egitim sdreclerinde yer almasi gerektigini
onermekte ve buna yodnelik cisim acilimi, teselasyon, dilimleme, katlama
ve dokme asamalarinin bulundugu egzersizleri sure¢ ve sonuglariyla
beraber irdelenmektedir. Egzersiz asamasindaki basariyl dlgebilmek igin
portfolyo degerleme ydnteminin kullanildigi ¢alismada, ogrencilerin
sayisal Uretim asamalarina dair bilgi sahibi olabildigi gdzlemlenmistir.



Altinci balimde, Nese Cakici Alp ve Dilan Oner calismalarinda etkilesimli
kinetik  sistemlerini  olusturan otomasyon teknolojilerinin  tasarim
stldyosuna entegrasyonunu arastirmislardir. Kinetik sistem tasariminin
mimari tasarim egitimine entegrasyonu gelistirilen egitim metodolojisi
ile prototipler Uzerinden deneyimlenmistir. Stidyo dersi kapsaminda
ogrenci calismalari Uzerinden kinetik ve otomasyon gibi diger disiplinlerin
tasarim dersine entegrasyonundaki uyumu, potansiyelleri ve égrencinin
yaraticiligina etkisi sorgulanmistir.

Yedinci bolimde, Elif Okstiz Uncu ve Gilen Cagdas, mimarlik egitiminde
hesaplamall distinme kavraminin Z kusagina yonelik pedagojik uyumunu
tartismaktadir. Tartisma, hesaplamali dUsUnce kavramina dair guncel
yaklasimlari mimarlik odaginda inceleyerek, zihinsel bir arag olarak bilissel
katkilarini ortaya koymaktadir.

Sekizinci bolimde, Can Mduezzinoglu, Kinetik yapi tasarimi 6nerisiyle,
biyolojik strecleri ve hesaplamali tasarim araclarini mimari Uretim surecine
entegre etmek Uzerine calismaktadir. Tasarim asamasindaki bir binanin
glnes 1s1g1 ve rlzgar gibi dis etkiler altinda optimum formunu elde etmeyi
hedeflendigi calismada, secilen bir alanin modellenmesi ile baslayan
tasarim sureci, Ladybug araciligiyla toplanan veriler sayesinde birim
elemanlarin kullanildigi yeni bir statik form ortaya koyar ve son asamada
dis etkenlere gore degisimler gdsteren birim parcalardan olusmus kinetik
sistem Onerisiyle tamamlanmaktadir.

Dokuzuncu bolimde Tugce Gokcen ve Belinda Torus calismalarinda
kamusal mekanlarda sel vakasi 6rnegdi Uzerinden acil durumlarda 6nemli
tesislere erisimde mudahale sUrecini etkileyebilecek insani faktorleri en
aza indirecek karar destek sistemi dnerisi sunmaktir. Acil durum yonetimi
calismalari icin calisma hizli, kolay uygulanabilir ve uyarlanabilir bir karar
destek sistemi modeli olusturmaktadir.



Design Studios and Computation

Editorial

The seventh issue of JCoDe focuses on the relationships between design
studios, which is a core component of design education, and computation. In
the broadest sense, design studios offer interfaces where theory and practice,
experiment and experience, criticism and research meet at different content
levels, forms, and abstractions. Considering the variables such as how a design
studio is run, its content, actors, tempo, rhythm, methods, and tools, it stands out
as an experimental space reconstructed with the interaction of its components.
In this context, design studios cannot be reduced to a singular learning outcome
and/or a design object; with a broad perspective, they bring to understanding
everyday life, environment, nature, and the built environment.

On the other hand, the computation triggers the accumulation of crises that can
lead to long-term paradigm shifts in design practices on conceptual, intellectual,
or practical axes. It offers techniques, methods, and approaches that include
computer and/or digital tools and analog computing planes that will emphasize
the fundamental origins of computation. On the one hand, the relations between
designer-designer, designer-tool, designer-process, designer-design object,
and design object-context are diversifying; with the transparency of interaction
processes, the doors of design studios are opening to other disciplines with
increasing momentum. In other words, design studios, which bring together
the theoretical, practical, and experimental knowledge of design in a joint
laboratory, invite other disciplines to this environment as founding actors more
strongly than in the past, with the possibility of computation. Approaches that
can create pendulums between the intuitive origins of design and transparent
and procedural processes such as computation for/in/within the design, design
by computation, design through computation, design-oriented computation/
computation-oriented design enrich in-studio design practices.

Inthis context, the seventhissue of JCoDe discussesinteraction within the design
studio from the perspective of complex systems; experimental approaches in
design studios that deal with computation in tool/method/model aspects; studio
evaluation through the computational approach, and future projections of the
impact of computational approaches on design studios.



Parts

In the first part, Gulbin Lekesiz and Ethem Gurer try to make the dynamic
structure and operation of Architectural Design Studios visible through
a qualitative analysis of the behavior models of Complex Systems. The
study, which opens the interaction models of the Architectural Design
Studios of the future for discussion, presents important determinations
on the efficiency of today’s studios through studio components and the
organizational forms of these components in different contexts.

In the second part, Muhammet Ali Heyik and Meral Erdogan discuss
the learning ecosystems in design, which have been re-examined with
the Covid-19 Pandemic. The research aims to develop the collective
intelligence (QC) model and improve the design processes against the
main difficulties identified in the online and hybrid learning ecosystem.

As a reflection of informal education approaches in design education,
in the third part, Emirhan Coskun and Gulen Cagdas discuss the use
of computer games in today's popular media. The study aims to create
a learning framework that questions the act of design through learning
experience by using games as an interactive tool.

In the fourth part, Mert Ulusavas and Ethem Gdurer focus on the
reinterpretation of Charette with digital design elements in collaborative,
generative, and creative ways. The paper conceptualizes a theoretical
framework for Computational Charrettes by examining improvisations’
interpretive, pragmatic, and democratic aspects. The aim of this research
is two. The first aim is to present a post-phenomenological framework
through the hermeneutic, pragmatic, and democratic aspects. The
second aim is to draw a theoretical framework for the initial design
stage that implements the primary conditions and requirements of the
Computational Charrette idea in design education.

In the fifth part, Selin Oktan and Serbulent Vural suggest that the effects
of developing technology on architecture should be included in the
educational processes. They examine the exercises that include the
stages of object operations (such as expansion, tessellation, slicing, folding,
and pouring) together with the process and results. In the study in which
the portfolio valuation method was used to measure the success in the
exercise stage, it was observed that the students could have information
about the digital production stages.



In the Seventh part, Elif Okstiz Uncu and Gulen Cagdas discuss the pedagogical
adaptation of the concept of computational thinking in architectural education to
the Z generation. The discussion examines current approaches to computational
thinking focusing on architecture and reveals its cognitive contributions as a
mental tool.

In the eighth part, Can MUezzinoglu works on integrating biological processes
and computational design tools into the architectural production process with
his proposal for Kinetic structure design. In the study, which aims to obtain the
optimum form of a building under external effects such as sunlight and wind, the
design process, which starts with the modeling of a selected area, reveals a new
static form in which unit elements are used, thanks to the data collected through
Ladybug. In the final stage, it shows changes according to external factors. It is
completed with the proposal of a kinetic system consisting of unit parts.

In the ninth part, Tugce Gokgen and Belinda Torus present a decision support
system proposal that will minimize the humanitarian factors that may affect the
intervention process in accessing critical facilities in emergencies through the
example of flooding in public spaces. The study creates a fast, easily applicable,
and adaptable decision support system model for emergency management
studies.



