Hesaplama Caginda Tasarimda Temsil

Editorden

JCoDe'un sekizinci sayisi, hesaplamali tasarim dUsUncesi ve dijital olanaklar
ile tasarim sUrecindeki rolU &nemli donusumlere ugrayan “Temsil’e
odaklanmaktadir. Tasarimda Temsil, tasarimcinin gerek tasarim Urund,
gerek tasarim sUrecinin farkli paydaslar, gerekse de isveren ve diger
insanlar ile kurdugu &6zel bir iletisim yoludur. Tasarimci temsil araciligiyla,
bir yandan fikirlerinin uygunlugunu ve olanaklarini farkli tanim ve tasvirler
ile ¢ozUmlerken; diger yandan, fikirleri ile olusturdugu tasarim bilgisini
sUrecin oteki paydaslarina aktarmaya cabalar. Temsil karmasik tasarim
problemlerini daha tanimli, yonetilebilir ve ¢ézUmlenebilir alt problemlere
indirgenebilir kilar. Geride biraktigimiz yUzyilin baslarina kadar agirlikli olarak
tasarim dUsUncesi ve onun uygulamasi (Uretimi) arasina sikisan tasarimda
temsil, 20. yy.in baslarindan itibaren tasarimcinin tasarim surecinde
tasarim nesnesi ile girdigi iliskinin ufkunu genisletmeye donuk daha esnek,
muglak ve fikirsel yaklasimini yansitan bir karaktere kavusmaya baslamistir.
Bu islevsel donusum, tasarimda temsilin icerik, kurgu ve bilesenlerini de
zenginlestirmis ve o6zgunlestirmis olup, bunun yaninda tasarim nesnesi
ve temsili arasindaki bUtunldgu de kuvvetlendirmistir. Bu zengin temsil
peyzajl, veri ve bilgi donlUsUmUnu desteklemekte ve temsiller arasi gegis
olanagi ile yenilikgi tasarim bilgilerinin turetilmesine de olanak vermektedir.

Hesaplamali yaklagimlar ve dijitallesme, tasarimda temsilin bu ¢ok katmanli
dondsumune onemli katkilar sunmaktadir. Dijital ¢agda temsil, tasarim
UrdnUnun sUreg igerisindeki “donuk/statik” bir gdérdntlsd olmanin gok
Otesinde; sUrecin ve Urunun butunu ile strekli iliskide (zamansal), dinamik
(esnek), cok degiskenli (bUyuk veriyi isleme olanagdi sunan) bir kurgu sunar.
Farkli dil, mantik ve arayUzlere sahip dijital ortam ve araglar, tasarimcinin
sUre¢ igerisinde tasarim urunu ile farkli katman ve boyutlarda iligkiler
kurmasinin yolunu agar ve bu sayede tasarim Grinunun geometrik, yapisal,
iliskisel, zamansal ve performatif dzelliklerinin bdtuncdl sorgusuna firsat
verir. Kesinlik ve muglaklik skalasinin olabildigine genisledigi dijital temsil
ortamlari bu anlamda, tasarim surecinin farkli kesinlikler/muglakliklar
gerektiren farkli alt streglerine etkin yanitlar verebilmekte ve dolayisiyla
tasarimda iletisimi de zenginlestirmektedir.

Bu baglamda JCoDe'un sekizinci sayisinda, “Temsil’in tasarim sUreg ve
Uretimlerinde kullanimlari; tasarim problemlerinin ele alinmasindaki rold;
bicim, straktdr ve performans arastirmalarinda kullanimlari, hesaplamali
tasarim arastirmalarindaki farkli kullanim olanaklari ve tasarim egitimindeki
yeri tartismaya acilmaktadir.



Tasarim pedagojileri ve kuram agirlikli ilk bolimde, Orkan Zeynel GUZELCI,
Asena Kumsal SEN BAYRAM ve Sema ALACAM, sayisal arag ve ortamlarin
tasarim pedagojilerindeki dinamik rolUnu, enformel 6grenme yontemleri
ekseninden tartismaya agmaktadir. Calismada, sayisal tasarim, yontem
ve modellerinin uzaktan ve enformel 6grenme ile deneyimlenmesine
odaklanan pedagojik modelleri  kurgulamak igin veri olusturacagl
dusunulen bir calistay serisi gergeklestiriimis olup, calistay tabanli
enformel 6grenme sUreglerinin kritik bilesen ve iliskileri sunulmaktadir.
Zeynep BIRGONUL ve Merve OKSUZ, ileri Temsil Teknikleri segmeli lisans
dersi kapsaminda ogrenciler ile Uretilen tanimli bir proje gercevesinde
kullanilan bilingli farkindalk ydntemlerinin, tasarimda gorsel dlUsUnme
becerisini yaraticiliga dontk bicimde nasil destekleyebilecedi sorusuna
yanit aramaktadir. Zeynep Sena SANCAK, mimarlik ve dijital temsil iligkisini
tarihsel bir kurguda degerlendirirken, ayrik mimarinin kavram, yaklasim ve
ornekleriisiginda mimari temsilin donUsUmUnu sorguya agmaktadir. Hanife
Stimeyye TASDELEN ve Leman Figen GUL, mimarlarin dijital farkindalik,
bilis ve sorumluluklarinin dnemini, meslegin gelecegdi agisindan tartismaya
agmaktadir. Erken mimari tasarim sureclerinde mimarlarin gorsel temsil
arama ve bilgi toplama davranislarinin incelenmesi Uzerine kurulu
calismada, Pierre Bourdieu tarafindan ortaya konan alan teorisinden
yola cikarak, mimarligin genel bir dijital habitusu c¢ergevelenmektedir.

ikinci bolum, temsilin sayisal tasarim arastirmalarindaki 6zgin ve odakli
kullanimlarina yonelik calismalari igermektedir. Betdl UYAN ve Seuvil
YAZICI, dijital oyun ortamlarindaki uzay-zaman fikrine dayanan dort
boyutlu (4B) temsil yaklasimlarinin, mimari temsile dontk kullanim
potansiyellerini vaka c¢alismalari Uzerinden ortaya koymaktadir. Nur
SIPAHIOGLU ve Ethem GURER, mimari tasarim streclerinde gérsel temsil
ve anlati arasindaki butunltgu, algisal ortakliklar savi ve protokol analizleri
Uzerinden yurittikleri calisma ile desifre etmektedir. Cagin CETIN, egrisel
gizgilerin Uretiminde kullanilan arag, yol ve yordamlari tartisarak, tasarim
sUreclerinde kullanilan 6zgUn ara¢ ve ortamlarin, tasarim dusuncesindeki
bilissel farkindaliga ve vyaratici olanaklara etkisini sorgulamaktadir.

Uclinct ve son balimde, Ozlem CAVUS, Sehnaz CENANI DURMAZOGLU
ve Gulen CAGDAS, farkli tercihlere sahip coklu kullanici gruplari
icin, zaman ve mekanla ilgili bireysel deneyimleri temel alan,
0zgun bir karar destek sistemine dayall bir ydntem 0onermektedir.
Sosyal ve bireysel verilerin, kisiye 06zgl yon bulma deneyimlerini
gelistirmedeki katkisini inceleyen calismada, karar alma sUreclerinde
kullanilan yogun verinin nitelikli organizasyonu da sorgulanmaktadir.



Representation in Design
in the Age of Computation

Editorial

The eighth issue of JCoDe focuses on computational design thinking
and “Representation”, whose role in the design process has undergone
significant transformations with both computational design thinking
and digital possibilities. Representation in Design is a unique way of
communication that the designer establishes with the design product,
the different stakeholders of the design process, the employer, and other
people. Through designer representation, while analyzing the relevance
and possibilities of her ideas with different definitions and descriptions,
the designer tries to transfer the design knowledge she has created to
the other stakeholders of the process. Representation reduces complex
design problems to more defined, manageable, and solvable subproblems.
Representation in design, which was mainly stuck between design thinking
and its application (production) until the beginning of the last century,
has gained a new character that reflects a more flexible, ambiguous,
and intellectual approach of the designer to broaden the horizon of the
relationship she enters with the design object and the process. This
functional transformation has also enriched and customized the content,
composition, and components of design representation and strengthened
the integrity between the design object and its representation. This rich
representational landscape supports the transformation of data and
information and enables the generation of innovative design knowledge
with the possibility of transition between representations.

Computational approaches and digitalization contribute to this multi-
layered representation transformation in design. In the digital age,
representation is far beyond being a “frosty/static” image of the design
product in the process; it offers a structure that is in constant relationship
with the whole process and product (temporality), dynamic (flexiblity),
multivariate (which offers the opportunity to process big data). Digital
media and tools with different languages, logics, and interfaces pave
the way for the designer to establish relationships with the design
product in different layers and dimensions in the process, thus allowing
a holistic questioning of the geometric, structural, relational, temporal
and performative properties of the design product. In this sense, digital
representation environments where the scale of precision and ambiguity
expands as much as possible can provide adequate responses to different
design processes that require different certainties/ambiguities and thus
enrich communication and novelty in design.

In this context, in the eighth issue of JCoDe, the use of “Representation”in
the design process and production; its role in addressing design problems;
their use in form, structure, and performance research; different usage
possibilities in computational design research and its place in design
education are discussed.



In the first part, which focuses on design pedagogies and theory, Orkan Zeynel
GUZELCI, Asena Kumsal SEN BAYRAM, and Sema ALACAM discuss the dynamic
role of digitaltoolsand environmentsindesign pedagogiesfrom the axis of informal
learning methods. In the study, a series of workshops were held, which are thought
to create data for constructing pedagogical models focusing on the experience
of digital design, methods and models with distance and informal learning, and
the critical components and relationships of workshop-based informal learning
processes are presented. Zeynep BIRGONUL and Merve OKSUZ seek an answer
to the question of how mindfulness methods used within the framework of a
defined project produced with students within the scope of the Advanced
Representation Techniques elective undergraduate course can support the
visual thinking skills in design in a creative way. Zeynep Sena SANCAK, while
evaluating the relationship between architecture and digital representation in a
historical setting, questions the transformation of architectural representation in
light of the concepts, approaches, and examples of discrete architecture. Hanife
Stmeyye TASDELEN and Leman Figen GUL discuss the importance of digital
awareness, cognition, and architects’ responsibilities for the profession’s future.
In the study, which is based on examining the visual representation-seeking and
information-gathering behaviors of architects in the early architectural design
processes, a general digital habitus of architecture is framed, starting from the
field theory put forward by Pierre Bourdieu.

The second part includes studies on original and focused representation uses in
digital design research. BetlUl UYAN and Sevil YAZICI reveal the potential of using
four-dimensional (4D) representation approaches based on the idea of space-
time in digital game environments for architectural representation through case
studies. Nur SIPAHIOGLU and Ethem GURER decipher the integrity between
visual representation and narrative in architectural design processes through
the study they conducted through the thesis of perceptual partnerships and
protocol analysis. By discussing the tools, ways, and procedures used in the
production of curvilinear lines, Cagin CETIN questions the effects of original
tools and environments used in design processes on cognitive awareness and
creative possibilities in design thinking.

In the third and final chapter, Ozlem CAVUS, Sehnaz CENANI DURMAZOGLU,
and Gulen CAGDAS propose a method based on an original decision support
system for multiple user groups with different preferences, based on individual
experiences related to time and space. The study examines the contribution of
social and individual data in developing personal wayfinding experiences. The
qualified organization of the big data used in decision-making processes is also
questioned.



