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		Preface

		
			SIDe Project Team

		

		Design contributes to social innovation due to its potential to frame and solve complex problems. However, because of the multi-dimensional nature of the problems that the world encounters today, designers require to collaborate with various stakeholders and develop new skills to trigger, support or manage social innovation. In this respect, inclusivity is an important phenomenon to focus on, because designers’ responsibility is to provide equity that results in social integrity through the participation of diverse communities within the society. Therefore, today’s design inevitably requires more collaborations to build capacity to respond to future challenges effectively. This also puts emphasis on design education, which requires new approaches to educate responsible designers of the future.

		With these intentions, “Sustaining inclusive design collaborations through co-design platforms (SIDe programme)” has been carried out in collaboration with the School of Design and Creative Arts of Loughborough University (UK) and the Faculty of Architecture of Mimar Sinan Fine Arts University (TR). The project is supported by the British Council through Newton Fund, Research Environment Links UK-Turkey Programme, and aims to create a mechanism which will support collaborations on inclusive design research and education that can be carried out sustainably. It covers stakeholders from many different areas, including non-governmental organisations, policymakers, local governments, private sectors, design educators and students. The project objectives included:

		
				To increase awareness of inclusive design by creating a comprehensive resource.

				To create a collaborative design mechanism and introduce a curriculum approach for university students to engage with inclusive design.

				To develop an online platform to encourage the communication and share of inclusive design knowledge and good practices.

		

		There are five associate partners of this project from Turkey and the UK; i.e. the Six Dots Foundation for the Blinds, The Spinal Cord Paralytics Association of Turkey, FixEd, Cambridge Engineering Design Centre and the Design Research Society, which cover different types of organisations from education to research, as well as organisations that work in the disability sector. The project resulted in a collaboration model between universities and NGOs and a web-platform to build and sustain effective collaborations, making their process and results visible to other stakeholders.

		This book embodies the unique perspectives of different types of partners involved in the SIDe project and presents its outcomes. The first four chapters provide academic perspectives on inclusive design, co-creation, social innovation, and social responsibility by distinguished authors from four universities, i.e., University of Cambridge, Kingston University London, Brunel University London, and Mimar Sinan Fine Arts University. Chapter 5-7 focus on the SIDe project, its collaboration model that links Universities and NGOs for effective partnership on inclusive design projects through design education, and the reflections of the partners involved with whom the framework was tested. The last part of the book presents 14 inclusive design projects, as the design outcome of the SIDe collaboration framework, which involved 56 design students and four tutors with different backgrounds (industrial design, interior architecture, architecture, and city and regional planning), and two partner organisations in Turkey (the Six Dots Foundation for the Blinds and the Spinal Cord Paralytics Association of Turkey). At the end of this book, a comprehensive list of resources on inclusive design can be found focussing on different aspects of inclusive design and accessibility.

		As the SIDe project team from the UK and Turkey, we hope this book will provide a case and method suggestion to build capacity for social innovation through sustaining effective inclusive design collaborations with different types of stakeholders and will inspire readers and help raise awareness on the importance of inclusive design spanning different scales.
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		On Inclusive Design

		
			John Clarkson
University of Cambridge, Engineering Design Centre

		

		Twenty years ago I first met Roger Coleman, then Professor of Inclusive Design at the Royal College of Art, at a meeting at the Design Council in London. We were discussing an upcoming call for research proposals for EQUAL (extending quality of life) from the Engineering and Physical Sciences Research Council (EPSRC), and Roger was saying “we are doing it better”, referring to inclusive design, while I was asking “how do you know you are doing it better?”. Our letters, each asking the other if we could collaborate, crossed in the post (literally, in the days of paper mail), and so began an extraordinary decade of research, learning and transformation – bringing together the fine artist and the engineer (Clarkson & Coleman, 2015).

		The rational for the initial programme of research was well meaning – “New technology and products have the potential to improve quality of life. However, unless the technology is made available to everyone then it also has the opportunity to alienate. As many products continue to be designed to appeal to the younger generation, the lucrative and growing older market sector is being ignored and large sections of the population are being excluded.” – and sought to provide industrial decision makers, and in particular those involved in the commissioning or managing of design with mechanisms to understand the significance of age and capability related factors, and the guidance required to respond appropriately at all stages of the product development process.

		The focus here was very much on exclusion, and during these early years we: (1) drafted a definition for inclusive design that became enshrined in British Standard 7000 Design management systems – Part 6: Managing inclusive design “The design of mainstream products and services that are accessible to, and usable by, as many people as reasonably possible … without the need for special adaptation or specialised design” (BS7000, 2005); (2) proposed a simple model of exclusion which stated that when the demand made on the user by a product or service exceeded their capability to respond, exclusion would result; (3) searched for data on disability to see whether we could identify specific mechanisms for exclusion and begin to quantify likely levels of exclusion within the population; (4) challenged designers to demonstrate their ability to design inclusively through the Design Business Association (DBA) Inclusive Design Challenge (Cassim & Dong, 2015)); (5) initiated a biennial research/practitioner INCLUDE conference at the Royal College of Art and restarted the biennial CWUAAT workshops at the University of Cambridge; and (6) collated books to capture the current state-of-the-art thinking on Inclusive Design (Clarkson et al., 2003; Keates & Clarkson, 2003). All this to begin to identify where we were doing it better and how we might quantify how we were doing it better. Above all else we rediscovered that “it is normal to be different”, and yet we were not advocating one design fits all, rather one design, inspired by the desire to minimise exclusion, that was as good for as many people as possible.

		The next two programmes of research focused on providing the necessary tools, techniques and data to the users of such information, be they designers, service providers or carers, to promote an ethos of ‘design for all’ in the delivery of all new products and services acknowledging their potential to improve quality of life. In particular, there was (and still is) a growing market sector of older adults who have real needs that these products and services can provide for and many of whom have the money to spend on them. Shifts in dependency ratios point to escalating welfare and pensions costs which require radical and imaginative responses from Government and industry. Key to this is maintaining a healthy population that is able and willing to work longer before retirement and can remain independent for as long as possible afterwards. However, barriers remained to industry uptake in the form of: (1) the lack of a perceived justifiable business case to support inclusive design; (2) the lack of knowledge and tools to practice inclusive design; (3) a better understanding of the difficulties experienced by the majority of users of new technology products; and (4) access to appropriate user sets and descriptions of users (Langdon et al., 2015).

		A key turning point was the shift in focus towards inclusion. We were inspired by the realisation that exclusion could be measured not only as the extreme imbalance of demand and capability, but also as a measure of difficulty or frustration (Microsoft, 2003; Philips, 2010). Yet switching the focus to inclusion enabled knowledge of the mechanisms of exclusion, and their potential elimination, to drive creativity and improvement that would have a wider benefit to product and service users. This switch in perspective, coupled with ongoing conversations with designers and commissioners of design, led to the realisation that the business case was not only about reaching out to those who might have been excluded, but also about increasing the experience of those experienced any level of exclusion. What had been seen as an important ‘minority’ interest was now acknowledged as a ‘majority’ interest that made for an easier business case – “inclusive design was simply better design”. This view was supported by the emergence of new products, such as the Ford Focus Mk1 and BT Big Button Phone (Chamberlain et al, 2015), that showed how the requirement to design a product for the older or less able user led directly to a better, award-winning product for all – “better design was good business”.

		There was also a growing awareness that we needed to work with the design community to develop better mechanisms for knowledge transfer (Dong et al., 2015), enabling better design through the sharing of good practice and tools. Design consortia were formed with major companies to challenge designers to reimagine their products and services, and to challenge us to find better ways to communicate the benefits of good design. Training courses were delivered, web resources, such as Designing with People (designingwithpeople.rca.ac.uk/) and the Inclusive Design Toolkit (inclusivedesigntoolkit.com/) were created, physical (gloves and glasses) and online (Clari-Fi and SEE-IT) simulation tools were developed, and the Exclusion Calculator helped designers to estimate the proportion of the British population who would be unable to use a product or service (Clarkson et al., 2015). We felt very strongly that informed designers would deliver more inclusive products and services – the message was simple: explore, create, evaluate and manage, with a focus on needs-driven design.

		The subsequent transformation of industrial training courses into teaching resources for schools was facilitated by working with education experts and co-designing lesson schemes of work with teachers and pupils. Explore, create and evaluate became the mantra for good design, and became embedded in the UK National Curriculum. Pupils can be extraordinary creative, with their easy empathy with potential product users and minds not cluttered with the normal constraints (Nicholl et al., 2013a). Design challenges, when targeted at solving ‘real’ problems, could yield amazing results, particularly when the inclusive design resources gave teachers the confidence to support open-ended projects (Nicholl et al., 2013b).

		More recently, the research has moved on to focus on understanding cognitive interaction challenges, the timely evaluation of effective visual prompts and the particular difficulties arising within an increasingly complex and digital work. Yet, even as the knowledge required to design with new technologies and networks of systems is constantly changing, the need to explore, create and evaluate remains. The inspiration afforded by considering exclusion, and then inclusion, is often profound, leading to a better understanding of user needs and, consequently, better design solutions.

		It is normal to be different and inclusive design, with its focus on appreciating and understanding such differences, is simply better design; and better design, leading to the delivery of better products and services, is good business. Future success, where we design for our future selves, will only come about when inclusive design is design, when sustainable design is design, and when designing with people is design. We must encourage and enable such excellence in design from an early age, where the principles of explore, create and evaluate remain constant, punctuated by practical and accessible tools that are part of the ‘normal’ way to do design.
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		Notes on Co-creation

		
			Daniel Charny
Kingston University London, Kingston School of Art

		

		Reflections on why, when and how to use co-creation

		A changing world and a changing discipline

		The process of designing is changing. The dominant model of the designer as author is receding; the designer as facilitator is on the rise. Collaborative practices, which include inclusive design and co-creation, are increasingly mainstream to the discipline. The perception of what a design process can bring to big issues, from business strategy to government policy, is shifting.

		At its best co-creation promises and delivers not only innovation and new ideas, or quality of the end product as per its popular business usage. It inevitably questions hierarchies and relationships; it delivers agency to stakeholders and end-users; it creates social connection between those involved and their environments; it holds the possibility (not always delivered on) of addressing questions of social justice, inclusion and equity.

		One barrier to achieving the promise of co-creation is basic: its very definition. How is co-creation different from cooperation and collaboration and even its subsets, co-design and co-production? The term has become more popular and appears in mainstream communications around design, research, education, management and marketing. It has inevitably come to mean various things in these interrelated contexts. It is also used along other buzzwords such as ‘Open source’, ‘Open innovation’ and ‘Mass customisation’.

		Popular definitions of co-creation are broad, for example: ‘Any act of collective creativity where more than one individual is involved, resulting in something that is not known in advance’(Sanders & Simons 2009). Design being a flow of structured activities the successful wider adoption of the term within design relies on a more granular understanding of meaning; only then can designers adapt their processes and methods to fit the end purpose. Designers who facilitate such a process need to understand the relationship to purpose, process and products in order to use specific skills and tools and enable individuals to create together.

		By definition, co-creation processes can be initiated or led by non-designers. In a recent series of workshops on Co-creation in Makerspaces by Crafts Council of England, designed and facilitated by From Now On (From-Now-On, n.d.) a negligible number of the 45 participants said they were clear about the definition of co-creation, while all were responsible to some degree for initiating collaborative and/or co-creation projects. Without clarity, confidence is a stretch; a lack of basic shared knowledge limits the potential, increases the possibility of failure, thereby undermining the possibility of repeat use.

		Co-creation has twin roots, on the one hand social and on the other commercial, which might account for some of the lack of clarity, and the tensions in application. On the one hand lies the tradition of North European Cooperative design, where in the 1970s workers fought to co-design IT systems that impacted their jobs, prompting a workplace democracy movement. Seen as radical then, perhaps obvious now, the involvement of end users in research and insight gathering and collective decision making, evolved into Participatory Design as a distinct set of practices. The use of Participatory Design by urban planners for collaborative placemaking or collaborative planning is now considered best practice.

		In parallel in corporate spheres the ideas of user-centred design (Norman, 1988) shifted traditional design practice away from the focus on requirements and tasks toward human needs and holistic systems. A new design mindset emerged through the 1990s as human-centred design and design-thinking emerged as a broader movement, in which participatory design is seen as a subset. In the business world co-creation appeared as a term in a Harvard Business Review article Co-opting Customer Competence (Prahalad & Ramaswamy, 2000) making it clear that the focus of these practices is on competitive advantage, not the wellbeing or agency of the customer. In all of these spheres of activity, whether social, commercial or both, the interest is in breaking down barriers for value creation, and co-creation is seen to serve that process.

		
			“Co-creation is a mainstream term that encompasses prior concepts such as participatory design. Some define it strictly as co-design between enterprises and consumers, others also apply co-creation to the inside of organizations, including the collaborative design of strategy, process and culture.” (Gioia, 2015)

		

		Reflections on practice 

		When considering co-creation as part of a design process the first and foremost stage is to ask why co-create? and what is going to be co-created? Only then comes a stage of selecting how to do it.

		It is key to consider in what way the people and communities involved will benefit from co-creation. Different tools or approaches within the umbrella of co-creation can then be selected as better suited or more effective in the specific context.

		Being explicit about the purpose and desired benefits of using co-creation will support this process of decision making around tools and approaches. For example, co-creation could be harnessed as in order to:

		
				Create relationships

				Drive for innovation

				Achieve quality

				Enable social justice

		

		This leads to the question what about the project is open and what is the focus of the co-creation process? Is it about:

		
				Co-creating a goal

				Co-creating the process

				Co-creating the product or service

				Facilitating others’ co-creation

		

		To this end, and at this stage, it is important to delineate between co-creation, collaboration, cooperation or co-production.

		A clear elaboration for what co-creation is suited to can be seen in the ‘Concept of collaboration’ from the “Encyclopedia of Networked and Virtual Organizations” (Camarihna-Matos & Afsarmanesh, 2008). It is relevant for when joint strategy, joint identity, joint responsibility and joint goals are on the agenda, and logically less so for achievement of complementary goals or information exchange.

		
			[image: Figure 1: “Concept of Collaboration”. The figure shows an upward trend both horizontally and vertically. It writes "Integration Level" at the end of the vertical arrow of the graph, and "Activity Models" at the end of the horizontal arrow. The third arrow starts from the zero points of both arrows in the chart and indicates a steady increase with an angle. This third arrow is drawn with a thicker line divided into four sections with written explanations from the beginning zero point to the tip. From the lowest point of the arrow towards the highest end,  it writes: firstly "Networking - Communication and information exchange", secondly "Coordinated networking - Alignment of activities for mutual benefit and achievement of complementary goals", thirdly "Cooperation – Loose coordination of activities of individual identities for the achievement of compatible goals", and lastly "Collaboration – Joint activities (co-creation) based on joint strategy, joint responsibilities and joint goals. This is the end of the description of Figure 1.]
			Figure 1. Concept of Collaboration
Ref. Camarihna-Matos L. M. & Afsarmanesh H., 2008.
		
		When considering co-creation it is helpful to think about when not to collaborate. The HR Magazine’s Richard Watkins (2018) writes about ‘the common conflation of collaboration with working together positively’ and the need to assess when it should not be the default and when it is better to negotiate and cooperate. He offers the conditions as follows: when it is not a priority; when there is no need for alignment; when an answer is already clear; when there are competing agendas.

		The adoption of a co-creation approach automatically questions ‘normal’ processes and being clear about the focus of any effort or initiative should enable the establishment of a toolkit for co-creation tailored for that project. This may include decisions about methods and approaches to successfully achieve basic tasks such as raising awareness; extending invitations; managing meetings; selecting platforms; gathering insights; considering duration; decision making; rewarding contributions; recognising ownership and capturing research.

		Our experiences through FIXPERTS

		
			[image: Figure 2: “Fixperts”. In the figure, there is a photograph of 3 people sitting on a sofa in the house. A woman aged between 18-20 on the left and a man of the same age on the right are sitting and smiling and looking at the person in the middle. In the middle, an older woman with a headscarf raised her right hand, smiling and looking at the needle threader product she held between her fingers. She is holding the box of the product with her left hand on her knees. This is the end of the description of Figure 2.]
			Figure 2. Fixperts, design students, Maya Alvarado and Jake Rich meeting with Fix Partner Alena Korbel to test a prototype of a needle threader. Still from  ‘A Needle Threader for Alena’  2017. Filmmakers: Barbara Ryan, Propella Woodward Gentle. Kingston University, UK. Image from FixEd film archive. youtube.com/watch?v=Jqz_l117eU0
		
		Questions of collaboration and co-creation have been central to the Fixperts programme we at FixEd initiated and have developed since 2013. The repeat iterations of this programme are evidence that our knowledge has been hard won.

		At its core Fixperts is a simple framework for teaching a human-centred design process (Charny 2013, Micklethwaite et al., 2020) which can be adapted to a range of learning settings and age-groups. Taught in 40 universities across 25 countries, over 5000 students have participated. Over 1000 projects have been shared in short films which are available online as an open resource. It has given us an opportunity to consider the varying models and uses of co-creation, the depth of interactions and degrees of engagement which result.

		In a Fixperts project, participants (Fixperts) team-up with an insight provider (Fix Partner) to identify a daily issue in the Fix Partner’s life that becomes the focus of their project. Following a process of teamwork, empathic modelling, and rapid prototyping the collaborators improve and resolve an optimal solution through iterative real-life testing. On completion of the project, a working prototype is presented and gifted to the partner.

		
			[image: Figure 3: “The New Economics Foundation’s Ladder of Participation”. The figure shows seven different participation processes grouped into three sections from bottom to top. From bottom to top, the first two rungs write “coercing and educating” and are grouped under “doing to”. From third to fifth rungs, write respectively “informing, consulting and engaging”, and are grouped under “doing for”. The sixth and seventh rungs write “co-designing and co-producing” and are grouped under “doing with”. There is an upward arrow on the left side of the figure. This is the end of the description of Figure 3.]
			Figure 3. The New Economics Foundation’s ‘Ladder of Participation’ Ref. McMillan, 2019.
		
		As experts in their lived experience the Fix Partners are advisors and collaborators that can become co-creators depending on their level of involvement in the process. In some projects we have seen Fix Partners act in a teaching role, as mentors to the student project.

		It is the principal relationship with the Fix Partner that makes Fixperts an inclusive design practice. Co-creation is a possibility and often a positive outcome, but requires a clear understanding on both sides as to the social contract and creative process.

		When there is direct engagement with the Fix Partner (not mediated) there can be a mutually transformative encounter, involving a degree of openness that has been described as vulnerability and uncertainty on both sides.

		
			[image: Figure 4: “Arnstein’s Ladder of Citizen Participation”. The figure represents a ladder consisting of eight rungs, and each having a type of engagement in citizen participation processes. There are eight engagement types divided into three concept groups on the left side of the figure. On the right side of the figure, each rung is numbered from 1 to 8 from the bottom to the top. Starting from the lowest level, "Manipulation and Therapy" rungs are grouped under the concept of "Non-participation". Above, the rungs of "Informing, Consultation and Placation" are grouped under the concept of "Tokenism". Above, the rungs of "Partnership, Delegation and Citizen Control" are grouped under "Citizen Control". This is the end of the description of Figure 4.]
			Figure 4. Arnstein’s Ladder of Citizen Participation
Ref. The Citizen’s Handbook, n.d.
		
		Benefits of participation in a Fixperts project share much in common with the benefits of co-creation. For students participation develops agency, empathy, storytelling skills and pride in applying their skills for positive change in someone’s life. On the way they have acquired a collaborative and inclusive design toolkit. For Fix Partners it enables greater independence, engagement with young creative people and shared authorship. For universities it generates enhanced relationships with their local community as well as a place in a global collaborative network. For wider society it creates potential for scalability and entrepreneurship. The Fixperts vision is to ensure more people are more capable of responding creatively to change so they can live better lives.

		For the designers involved it becomes critical to be aware of the difference between ‘doing with’ to ‘doing for’ or ‘doing to’. The New Economics Foundation (Slay & Stephens, 2013) illustrated ‘Ladder of Participation’ sets these out showing co-designing alongside co-producing as a positive process for involving and integrating end users and communities as part of service delivery or in tackling inequalities of health and social care.

		Types of engagement as framed in Arnstein’s Ladder of Citizen Participation 1969 (Arnstein’s Ladder of Citizen Participation) help understand the use of co-creation as a positive tool for partnership and sharing control.

		While Arnstein’s Ladder highlights the negative potential of the tokenistic or manipulative conditions of non-participation, there is also a down side of co-creation which should be considered, clearly set out in the table below adapted from earlier work by Alain Thomas Consultancy.

		The engagement model below helps to identify the key levels of engagement.

		
			Figure 5. Levels of engagement. Ref. Monmouthshire Engagement Framework, 2014, pp.3; adapted from Alain Thomas (2014) and Oliver Escobar (2012).
			
				
						Negative Context:
Negative Motivation
Limited Capacity
Poor Implementation
						Level of Engagement
						Positive Context:
Positive motivation
Sufficient Capacity
Effective Implementation
				

			
			
				
						Abdication of power
						Control
						Decision making power
				

				
						Tokenism
						Shared power
						Co-operation
				

				
						Blame
						Dialogue
						Work together
				

				
						Appeasement
						Consultation
						Influence
				

				
						Manipulation
						Communication
						Information
				

			
		

		The negative context of co-creation can be avoided; this requires not only understanding and skills on the part of the design team, but also the right levels of commitment from the commissioning body, participants and the designers themselves.

		A brief conclusion

		Co-creation has clear benefits. It can be taught as a skill based on listening, questioning, decision making, sharing control and iterating. FixEd learning programmes have embedded these skills into the framework, but the degree of co-creation is up to the individuals involved with the intention that it becomes part of their future practice.

		But understanding why it is being used, which elements are involved and how it is conducted are key to its successful application. The underlying assumption that co-creation is intrinsically good should be questioned according to the purpose, the context and the skills available. It is not always the right tool, but when it is, designing becomes better for it.
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		The ‘Sustaining Inclusive Design Collaboration through Co-Design Platforms’ (the SIDe Programme) has brought together the knowledge of inclusive design, social innovation and sustainability.

		The SIDe collaborative model (Cifter and Dong, 2020) is based on the Cambridge EDC’s inclusive concept design process (EDC, n.d.), and its co-design process follows the Fixperts community model (Micklethwaite et al, 2020). The original contribution from many stakeholders (e.g. users, NGOs, design students and tutors) has triggered and supported the 14 SIDe projects ranging from product, communication, environment, social innovation solutions.

		Design disciplines have moved away from “design for people” to “design with people” (Sanders and Stappers, 2008). Whilst the former approach suggests that designers would study people and create solutions accordingly, the latter emphasises the need for co-creation between designers and key stakeholders. In the future, design practices may even shift towards a new approach “design by people”, where design disciplines will facilitate the creative process rather than leading it (ibid), design will become a vehicle for social innovation and an integral part of the process.

		Social innovation has been studied by various disciplines for a long time. The core principles of social innovation can be summarised as follows (European Commission, 2017):

		
				It is a way of understanding a wide range of activities and practices oriented to addressing social problems or meeting human needs.

				It involves changing relations through the adoption of new social practices, institutional arrangements and/or forms of participation.

				It has effects that improve society. At the least, social innovations improve long term opportunities for individuals and/or communities, or produce more efficient, effective and/or sustainable means for society to deal with its challenges.

		

		Mulgan et al (2007, p. 8) defined social innovation as “innovative activities and services that are motivated by the goal of meeting a social need and that are predominantly developed and diffused through organisations whose primary purposes are social.” Ezio Manzini, the founder of the DESIS (Design for Social Innovation towards Sustainability) network, regards social innovation as the most dynamic field of action for both expert and nonexpert designers in the coming decades (Manzini, 2015). He adopts social innovation to deal with sustainability and emphasises that “design activity is not defined by the products to be designed, but by a specific body of knowledge that can be applicable to a multiplicity of objects and in diverse nodes of the design processes.” (Brooks, 2011). The Stanford GSB Center for Social Innovation defines Social Innovation as “the process of developing and deploying effective solutions to challenging and often systemic social and environmental issues in support of social progress” (Soule, Malhotra & Clavier, 2020).

		Murray, Caulier-Grice & Mulgan (2010) observed that social innovations were driven by key trends, such as blurred boundaries between production and consumption and digital connectedness fuelled by social networks. They proposed that social innovations contain six steps (ibid). Firstly, the process was initiated with prompts or factors that highlight the need for innovation (e.g. poor public services). Subsequently, proposals and ideas will be generated in response to the need. Next, prototypes will be created to test the feasibility and viability of the ideas in practice. If the ideas have proven to be successful, a variety of strategies should be explored to sustain and scale up the proposed solutions so that they could benefit the wider audience. Lastly, these ideas could lead to systematic change, which involves many elements, such as business models and infrastructures. Notable examples of social innovations include the men’s shed movement, which was originated in Australia as a means to improve health and wellbeing of old men. This concept has been widely adopted. According to the UK Men’s Sheds Association (2019), this movement has helped reduce isolation and loneliness among old men significantly. Having started in 2013, the association has up to 500 sheds across the UK in 2019 (ibid). It was estimated that there were 1,800 sheds around the world serving up to 100,000 men (International Men’s Sheds Organisation, n.d.).

		Key players in social innovations come from various groups ranging from activists to social entrepreneurs and designers. A number of centres and research networks are dedicated to studying social innovation, e.g. the Design for Social Innovation and Sustainability Network1 and Cambridge Centre for Social Innovation2. Moreover, the International Social Innovation Research Conference3 (ISIRC) has been organised consecutively since 2009. Journals, such as Stanford Social Innovation Review4 (SSIR) and Social Innovations Journal5 (SIJ), provide open access to publications in related areas for a wide range of audience, such as scholars, social enterprises, not-for-profit organisations, businesses and governments. Design schools also started to integrate social innovation into their curricula, e.g. MA Design for Social Innovation and Sustainable Futures at University of the Arts London (UAL) and MDes Service Design, Social Innovation and Design Leadership at Ravensbourne University London. Inclusive design and social innovation are also taught to undergraduate and postgraduate students at the Brunel Design School, through projects such as Fixperts in Year 1 and Sustainable Design in Year 3 and Postgraduate levels.

		Design has been playing a key role in supporting social innovation. Brown and Wyatt (2010) explained that design thinking can help frame questions, generate solutions, as well as provide suitable means to prototype and test these solutions. Design research methods, such as ethnography, can help identify real needs and contextual issues. The design process and tools can also be used to support the social innovation process. For example, IDEO’s Human Centered Design Toolkit (2009) organises design activities under three clusters: Hear, Create and Deliver. While design activities in the first cluster (e.g. observations) concentrate on getting a better understanding of people and the context, the activities in the second cluster focus on ideation (e.g. concepts and scenarios). The last cluster concentrates on prototyping and creating implementation plans.

		The Design Council UK has been running a number of social innovation programmes covering a wide range of topics6 – for example: Design in the Public Sector and Transform Ageing. Korea Institute of Design Promotion7 (KIDP) and the Danish Design Centre8 also promote the use of design in social innovation through comparable projects. As design contributions to social innovation are increasingly recognised, a number of international design awards have recently introduced a special category to celebrate design for social innovation – for example: iF Social Impact Prize9.

		The SIDe Programme has been imbedded in the ‘Social Responsibility Practices’ course, with input from the UK and Turkish partners. The aim of the course is to increase the awareness of student designers (majored in Architecture, City and Regional Planning, Industrial Design and Interior Architecture) towards various social needs and also to provide students a vision on social responsibility and volunteering (Ergonul, 2020). The design activities fall into the IDEO’s “Hear, Create and Deliver” clusters (IDEO, 2009) and they have addressed the first three steps of the social innovation process, i.e. Prompts, Proposals and Prototypes (Murray, Caulier-Crice & Mulgan, 2010):

		
				Prompts: Understanding the real needs through dialogues with users and user orgnisations.

				Proposals: Developing concepts with design partners’ input.

				Prototypes: Building digital prototypes and simulating use scenarios and present them to all stakeholders involved.

		

		The online co-design platform (inclusivedesignside.org) has been created to facilitate the remaining three steps, i.e. Sustain, scale-up and systematic change.

		
				Sustain: Providing guidance and a web platform for universities, NGOs and designers to continue collaboration in the inclusive design and social innovation fields.

				Scale-up: Making projects widely visible to attract potential sponsorship for implementation and scale-up.

				Systematic change: Promoting collaboration between universities and NGOs and generating impacts on society to push systematic change to happen.

		

		As reflected by participating students, tutors and NGO partners, the SIDe Programme has enabled an ‘equal’ participation and original contribution of different stakeholders in the process of creating solutions to challenging problems and meeting user needs, and it has featured a ‘designing with people’ approach. In this sense, we regard it as a step towards social innovation for sustainability.

	
	
		1  desisnetwork.org/
		2  jbs.cam.ac.uk/faculty-research/centres/social-innovation/
		3  isircconference2020.com/
		4  ssir.org/
		5  socialinnovationsjournal.org/
		6  designcouncil.org.uk/social-innovation
		7  first.kidp.or.kr:8087/user/main.do
		8  danskdesigncenter.dk/en/frontpage
		9  ifworlddesignguide.com/design-guide/get-inspired/social-impact?
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				Evolving Inclusive Design - A Short Film.

				http://www.inclusivedesignside.org/evolving-inclusive-design%E2%80%93a-short-film
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		1. Introduction

		Universities have a mission beyond being research and education oriented. In addition to playing a critical role in developing the region where they are located, they have an important impact on society’s economic, social, political and environmental development.

		Universities are social institutions that perform strategic functions for society’s development, remaining the main providers of higher education. However, the new understanding of universities requires the redefinition of its mission and function, reinvention of itself if necessary so it can continue to serve as a space for reflection and creativity, and the provision of the tools needed for social analysis, critical thinking and sustainability (Cruz, 2009).

		Social responsibility is that individuals have a good sense of acting in the best interest of the environment and society. In this sense, behaving sensitive and ethical to cultural, social, economic and environmental issues fall in the scope of social responsibility. Social benefit is, in fact, the most crucial goal in social responsibility. Regardless of personal interest, all issues targeting society’s needs and problems can be an actual social responsibility. There is no profit aim in social responsibility issues, and it is mainly realised through non-governmental organisations.

		It is very valuable that universities revise their strategic structure regarding social responsibility and has socially responsible graduates. Further, students must be provided with proper environment and conditions to enable them to use knowledge and skills acquired during their vocational education within the scope of social responsibility, benefit society, and gain awareness.

		2. Social Impacts in Universities

		Vallaeys et al. (2013) state four university impacts; i.e. “Organizational Impacts”, “Educational Impacts”, “Cognitive Impacts”, and “Social Impacts” (Figure 1). In the organisational impacts, universities also have impacts on the life of internal publics (staff, professors, and students), and specific impacts on the environment regarding how campus operations are performed (waste, deforestation, transportation, contamination, etc.). In this case, universities must ask themselves how they are fulfilling everyday operations around campus. The educational impacts involve teaching-learning processes and the development of the curriculum. Universities must ask themselves what kind of professionals are educating and how they can restructure teaching and training in order to educate responsible citizens. Cognitive impacts include epistemological and ethical orientations, theoretical approaches, research, and production and diffusion of knowledge. Universities must ask themselves how to generate and manage knowledge. Finally, in social impacts, universities should participate in the development of local communities and social capital.

		
			[image: Figure 1: “Impacts of Universities”. The figure consists of five orange circles: one is in the centre and the others are at the top, bottom, left and right. Inside the central circle, it writes: "University". Inside the left circle, it writes: "Educational Impacts (academic formation)". Inside the top circle it writes: "Organisational Impacts (work and environment)". Inside the right circle, it writes: "Cognitive Impacts (research and epistemology)". Inside bottom circle, it writes: "Social Impacts (community outreach)". The four outer circles are shown concerning each other with lines in between them. This is the end of the description of Figure 1.]
			Figure 1. Impacts of Universities. 
Ref. Vallaeys et al, 2013.
		
		Munk et al. (2017) argue the new era of universities for social innovation. They have identified five ways that universities embrace social innovation; Creating spaces and changing structures internally, Embracing a network approach, Redefining their strategy, Preparing students for the real world, and Building shared knowledge. They further state that societal readiness and real social impact requires new ways of educating. This encompasses new and cross-disciplinary training opportunities and real-life engagement for students. Universities are increasingly transforming their student programmes allowing closer interaction with real-life experiences and cases as part of their curricula. This transformation is about changing the way education is taught and how knowledge is created. Simultaneously, it is about building a stronger bridge between students and their future work-life, providing them with the opportunities to engage in practice and equipping them with skills to act in a cross-disciplinary way.

		Giuffré and Ratto (2014; p.233) define social responsibility in universities as “the ability of the University to disseminate and implement a set of general principles and specific values, using four key processes: Management, Teaching, Research and Extension, through the provision of educational services and transfer knowledge following ethical principles, good governance, respect for the environment, social engagement and the promotion of values”. Parsons (2014) emphasises the importance of social responsibility in higher education and states that social responsibility in higher education encompasses many themes such as the role of the higher education institution in society, higher education institution partnerships, or general discussions about morality, ethics and the responsibility of higher education institutions to contribute to human and social development.

		In UNIBILITY Project (2017) which is co-founded by Erasmus + Programme of the European Union, it is expressed that each university has its own approach to social responsibility, which generally provides the following benefits;

		
				Increasing the university’s impact within society and contributing to tackling societal challenges,

				Increasing public understanding of the university’s research,

				Increasing cooperation with industry or public bodies,

				Increasing the impact of university research on the social and cultural life of the local community

				Promoting university participation in policymaking,

				Potential helping to align the university with trends in policy and funding.

		

		Recently universities pay more attention to the social responsibility issues and take actions to carry out projects with NGOs and businesses. World university ratings system, QS Stars, in their report published in 2019 mentions the importance of social responsibility for the higher education sector because universities play an important role in a social and strategic function in society. Further, it is said in the report that social responsibility also has an essential role in the higher education sector to strengthen its place within society as a catalyst for innovation, progress, and social and economic development. Therefore, universities should be committing that they have a curriculum teaching social responsibility and encourage charitable projects. Both the global and local level universities should consider their local community’s role, alongside their role on the global stage (QS Star, 2019).

		According to the survey carried out by the Community Volunteers Foundation (TOG, 2013) in Turkey, three different methods promote social responsibility in universities in the world:

		
				Participation of students in voluntary activities outside of their lessons,

				Participation of students in social responsibility activities through the university’s community engagement programs,

				Students engage in social responsibility activities as part of the academic education program.

		

		The survey results show that although the most common practice is the first method, these three volunteering methods are used at certain rates in many universities in the world. In Turkish universities, the students’ participation in the process of social responsibility is realised through various organizations and structures located within the university and outside the university. Non-university structures include non-governmental organizations, studies carried out by citizen organizations and corporate social responsibility projects. The structures within the university consist of student clubs/societies, student council, social awareness projects and community service practices courses and various projects implemented within the university (TOG, 2013).

		Universities should give great attention to social responsibility and include courses in the education curriculum to raise students’ awareness in this context. For instance, lecturing on social responsibility issues in design education will help students understand the integrity of society and design.

		3. Social Responsibility in Design Education

		Designers have a great responsibility in urban, building, space and product design. The design that is made to cover everybody is also undeniably important to provide a good life for society. In this sense, Inclusive Design is a concept that emerged in line with the design of the space, product, environment, equipment and so on that everyone can access and use under equal conditions.

		Designing according to the user wants and needs still leaves some part of the society outside, and today many places and facilities are far from accessible to everyone. Making the physical environment accessible and legible for everyone and organising the urban space barrier-free are requirements of making cities more liveable. The issue is not just to focus on the physical environment, but also to ensure everyone has access to all the information they need. Nowadays, with the advancement of technology, we have come to the point that we make almost everything online from where we sit. Most of us have the comfort of one-click access to any article, product, and information we require. Visuals used on web pages can make the products or the site we visit attractive. Unfortunately, we do not even think about how a person with a visual disability would benefit from these web pages. Because everyone is happy when their expectations are met, and they do not think of anyone else. There are some web pages designed for the use of persons with visual disabilities as well. For instance, the web page of the Association for Living Without Barriers in Turkey is a successful example (Url-1) enabling persons with visual disabilities to access information.

		In UIA Report (2011), it is emphasised that to prepare architects for professional life, architectural education should pay attention to social, cultural, political contexts; professional, technological, industrial contexts; the World: local, global, ecological contexts; academic contexts including science and knowledge in general and international contexts. In the report, it is also said that architectural education should have two basic purposes:

		
				to produce competent, creative, critically minded and ethical professional designers/builders,

				to produce good world citizens who are intellectually mature, ecologically sensitive and socially responsible.

		

		It is also said in the report that it is in the public interest to ensure that architects are able to understand regional characteristics and give practical expression to the needs, expectations and improvement to the quality of life of individuals, social groups, communities and human settlements (UIA, 2011).

		Krimer (2012) states that as designers of the built environment, architects have a tremendous opportunity to make a positive impact on the lives of the ‘bottom billion’. However, in order to be effective, designers must understand and appreciate the concept of social responsibility in architecture, and learn to implement it in their own work. Therefore, including social responsibility subject in the standard architecture curriculum becomes very important. In searching current state of social responsibility training in architectural education, Krimer (2012) focuses on four particular aspects of socially responsible architectural practice; Sustainability, Responsibility to consider the needs of communities and the wider public, Ethics, and Civic engagement through public service. According to Krimer (2012) architects serve as important contributors and leaders within society; however, civic engagement and public service in architecture is still significantly underdeveloped. Therefore, the integration of civic engagement and public service into the practice of architecture can help architects to apply their professional skills to the benefit of society. Focusing on these four aspects in architectural education through responsible practice will significantly improve the society’s quality of life.

		Socially responsible education will enable design students to challenge design solutions for a better society and a more sustainable environment.

		4. Social Responsibility Approaches in MSFAU

		Universities play a vital role in the development of society and the city. In this context, courses and projects on social responsibility issues are encouraged at universities to have more liveable environments. Council of Higher Education in Turkey asks a ‘monitoring and evaluation’ report from the universities each year and attaches great importance to the subject of “service to society and social responsibility” provided by the universities.

		Faculty of Architecture in Mimar Sinan Fine Arts University (MSFAU) has four departments as Architecture, City and Regional Planning, Industrial Design and Interior Architecture. In the Faculty of Architecture, a social responsibility practices’ course has been running since 2018. The course is an elective course conducted by the lecturers from four departments, and it is open to taken by the students of the four departments mentioned above within the Faculty.

		The course aims to increase the awareness of students towards various social needs and provide students with a vision on social responsibility and volunteering. Some of the top topics that can be addressed within the scope of the course are: “Disability and accessibility”, “Social and economic equality”, “Gender equality”, “Environmental sustainability”, “Needs of elderly”, “Social peace”, “Disaster studies”, and “Volunteering in NGOs”.

		In this scope, experts from various organisations participate in the course and give presentations on social responsibility projects and volunteering works. Several NGOs are contributing to the course. However, the main and important contributors have been the two NGOs, namely, ‘Six Dots Foundation for the Blinds’ and ‘Spinal Cord Paralytics Association of Turkey’ that shared their experiences with the students and provided all kind of support. During the course, regarding the discipline field, students are required to develop a voluntary project and gain social responsibility awareness by cooperating with partnering NGOs under their lecturers’ supervision throughout the semester. At the end of the semester, students submit a report on their work, prepare a presentation and share their outcomes and experiences with other students. The relationship between the Faculty and NGOs within the Social Responsibility Practices course is shown in Figure 2, following the UNIBILITY Project’s approach (2017). The Faculty has the responsibilities of providing educational and research services, taking part in solving problems, preparing an environment for students to work with NGOs, and defining population groups for research. NGO’s are required to provide skilled contributors, take part in problem-solving, to provide a workplace for students, and enabling access to focus groups. There is no doubt that funding is an important issue, and both sides try to get support from local governments and possible funding institutions and research centres where possible.
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			Figure 2. Relationship between the Faculty and NGO’s.
		
		In addition to this course, a variety of projects and workshops have been conducted with the aim of making the life of every individual in society better regarding urban, building, space, and product design, in the framework of the concept of inclusive design.
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			The presentation of Spinal Cord Paralytics Association of Turkey, Mimar Sinan Fine Arts University, 2020.
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		1. Introduction

		Design-related professions have an important role in sustainable development for Turkey. Design covers a broad range of areas from products to the built environment to services, and due to its indisputable effect in our lives, designers need to provide inclusive solutions to ensure social integration and equity within society. Inclusive design “…is based on the principle that appropriate access to information, products and facilities is a fundamental human right (BSI, 2005; pp.1), and we can see its impact on the design environment in Turkey. There have been important regulatory developments in Turkey to integrate the philosophy of inclusive design in its legal system, however, unfortunately there are problems in its implementation in practice, which points to the lack of awareness of the importance of this concept in society, and as a result, “no adequate level of improvement has been achieved” (Sirel & Sirel, 2018, pp.18). Similar implementation issues were seen in the UK resulting in the establishment of The Equality and Human Rights Commission in 2007 to safeguard and enforce the laws that protect people’s rights to fairness, dignity and respect (Equality and Human Rights Commission, 2020).

		A further issue is that although there are several local researchers in different universities dealing with inclusive design, covering legal requirements (Caglar, 2012) to the design of urban landscapes (Uslu & Shakouri, 2014), public spaces and buildings (Ayatac, 2018; Evcil, 2009), school yards for children (Sensoy & Sari, 2019), and transportation systems (Goren, 2018), there is a lack of established community or infrastructure linking these researchers to initiate a bottom-up change from increasing awareness within the society to supporting policymaking on inclusive design. This is also emphasised by Manzini (2014) as a way of bottom-up social innovation through the design-led process, in which designers take different roles to collaborate and co-design with communities. In the context of Turkey, Sirel and Sirel (2018) recommend cooperation between universities, non-governmental organisations (NGOs) and local authorities through projects, and transferring the results of research through shared platforms for raising awareness of inclusive design within the society. Universities can play an important role as an initiator and co-ordinator of such collaborations, which is also likely to result in the development of new knowledge through research projects, as well as in supporting design education from a social perspective, thus producing socially aware designers for the future.

		On the other hand unfortunately, the available studies in the relevant literature suggest that there is not enough incorporation of inclusive/universal design in design education in Turkey (Helvacioglu & Karamanoglu, 2012; Sirel & Sirel, 2018; Usal & Evcil, 2019), even though this is of utmost importance, because this is the stage in which students gain awareness of using their skills to provide impactful solutions for society. It is vital that in addition to generic discipline-based knowledge, designers need to develop new skills to respond proactively and responsibly to the complex needs of today’s world.

		In this respect, University-NGO collaborations within the scope of design education can be a useful strategy and leverage students participation and engagement with real challenges, enabling raised awareness amongst future designers of these important issues. Besides, NGOs working on disability issues have their own experience-based knowledge, and when it is combined with academic perspectives, this can constitute a new area of unique knowledge for all parties. In a way, this can be considered as a strategy for capacity development both at the micro (individual level, such as the capabilities of design students) and meso (small systems and formal organisations, such as Universities or NGOs) levels, which are interconnected with the macro level in essence (e.g. an infrastructure in a national scale) to provide a widespread positive impact (Baser & Morgan, 2008; O’Rafferty et al., 2012), and may trigger a design-led social innovation, as well as policymaking in the long term. It is based on these intentions that the SIDe project has been initiated, which is detailed in the following sections.

		1.1. SIDe Programme

		The UK has been leading inclusive design research and created the world’s first Inclusive Design Standard BS7000-6; its knowledge has been transferred to many countries, but the UK-Turkey link on inclusive design was weak. In the UK, inclusive design has been an important research area and principle for policymaking in the last 25 years, for example, London Olympics and New London Plan both followed inclusive design regulations and guidance. Loughborough University’s School of Design and Creative Arts’ link with Digital Government has revealed that Gov.UK is a successful inclusive design implementation at the national level. Inclusive design has been incorporated in design education (Dong, 2010) and continuing education for design professionals (Design Council, 2018).

		“Sustaining inclusive design collaborations through co-design platforms (SIDe programme)” is a collaboration project between the School of Design and Creative Arts of Loughborough University (UK) and the Faculty of Architecture of Mimar Sinan Fine Arts University (TR). The project is supported by the British Council through the Newton Fund, Research Environment Links UK-Turkey Programme, and aims to create a mechanism which will support collaborations on inclusive design research and education that can be carried out sustainably. The project not only focusses on the development of a collaboration model between universities and NGOs within the scope of design education but also aims to provide a platform to increase communication and sustainable interaction between all stakeholders, including non-governmental organisations, policymakers, local governments, private sectors, design educators and students, to raise awareness of and contribute to the practice of inclusive design. Although the project has been initiated by focussing on the requirements in Turkey, the mechanism developed as an outcome of this project is likely to be applicable elsewhere. The project objectives are:

		
				To increase awareness of inclusive design by creating a comprehensive resource.

				To create a collaborative design mechanism and introduce a curriculum approach for university students to engage with inclusive design.

				To develop an online platform to encourage the communication and sharing of inclusive design knowledge and good practice.

		

		Specialist expertise was represented within the project through its five associate partners drawn from Turkey and the UK; i.e. the Six Dots Foundation for the Blind, The Spinal Cord Paralytics Association of Turkey, FixEd (a co-design learning programme linking students with a challenged user), Cambridge Engineering Design Centre and the Design Research Society, thereby covering organisations in the education, research and disability sectors.
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		2. The Collaboration Mechanism through Co-Design

		Effective collaborations go beyond participatory approaches to provide a positive impact and collective movement in increasing the awareness and practice of inclusive design in different scales. In this direction, the collaboration mechanism developed as an outcome of the SIDe programme is composed of two interlinked components, i.e. the University-NGO collaboration framework for using co-design as a part of design education, and a web-platform that connects different stakeholders of inclusive design and makes University-NGO collaborations visible. The overall mechanism and its phases are presented in Figure 1. There are three main stages in the mechanism which are to: build up the partnership (University-NGO), carry out the co-design work, and promote the outcomes. The phases shown in light toned circles represent the co-design stage involving design students and their project development, where the dark toned circles represent the phases utilising the web-platform. The collaboration framework uses the “Concept Design Process Model” of the Inclusive Design Toolkit by Cambridge EDC (2020) as the basis, which is located in the middle of the diagram.

		
			[image: Figure 1: “The SIDe Co-Design Model”. The Figure is divided into three sections: right, middle and left, with dashed lines in-between these sections. There are five circles in total, one on the left, 3 in the middle and one on the right. In the left area, under the heading "Stage 1: Formulate the partnership", it writes inside the dark blue circle: "Phase 1: Match". To the right of the circle is an arrow pointing at the middle section of the Figure. In the middle area, under the heading "Stage 2: Carry out a co-design process", there are three pink circles placed as left, right, and bottom sides. Inside the left circle, writes: "Phase 2: Explore". Inside the right circle, writes: "Phase 3: Create". Inside the bottom circle, writes: "Phase 4: Evaluate". These pink circles are connected with arrows expressing a clockwise cycle. At the centre of the cycle, "The Concept Design Process Model" diagram of the Engineering Design Centre of the University of Cambridge is quoted. This middle section of the Figure points to the right area with an arrow. In the right area of the Figure, under the heading "Stage 5: Make the results visible" writes inside the dark blue circle: "Phase 5: Promote". This is the end of the description of Figure 1.]
			Figure 1. The SIDe Co-Design Model
*The “Concept Design Process Model” of Inclusive Design Toolkit 
Ref. Cambridge EDC, 2020.
		
		2.1. A Co-Design Framework

		The Cambridge EDC’s “Concept Design Process Model” within its Inclusive Design Toolkit has four main stages: “manage”, “explore”, “create” and “evaluate”. Although this model was not developed specifically for design education, its phases and their cyclical relations both clarify the requirements expected throughout the process and highlight the development of a new knowledge area through a co-design approach.

		The SIDe co-design framework particularly focuses on the “Phase 2: Explore”, “Phase 3: Create” and “Phase 4: Evaluate”, and it involves universities (tutors and students) and NGOs (representatives and users). The students work in interdisciplinary groups (3-5 people) and focus on real-life design requirements identified in collaboration with university tutors and NGO representatives. As inclusive design requires empathy and understanding of all potential users, user involvement is key in the design process to identify the real needs and desires they expect from the final design outcome, and in certain cases, the process starts with addressing specific problems of people with disabilities, but the final design outcome may provide a better solution for many others (Dong, 2010). In this respect, during all these three phases, one disabled volunteer of the participating NGO joins each student workgroup as their partner and co-designs with them throughout the design process. Table 1 summarises the content of these phases.

		The framework involves the participation of different actors in the process throughout the collaboration and results in new knowledge generation, which will increase the effectiveness of future sustainable collaborations. The process also shares similarities with the “Fixperts” approach of the FixED (Micklethwaite et al., 2020), which is one of the associate partners of the SIDe project.

		
			Table 1. Phases of the collaboration framework regarding inclusive design project development stages.
			
				
						PHASES (Cambridge EDC)
						WHAT IS INVOLVED?
				

			
			
				
						EXPLORE.
This phase is about gaining a deeper understanding of the criteria that the design solution needs to fulfil.
						In this phase, design students focus on the design briefs prepared by NGO and University representatives. These design briefs outline the real-life requirements from a broad perspective and should also reflect the course requirements. Students should work in groups and together with their design partner explore these design briefs in an effort to understand the problem area to respond with their design skills in the following stages.
				

				
						CREATE.
This phase is about creating possible solutions to meet the needs and criteria identified by ‘Explore’.
						In this phase, students work on the design briefs which were identified in the Explore stage. NGOs provide volunteers who will actively take part in the design process as ‘design partners’ and work with students throughout. Tutors provide feedback to students on a regular basis.
				

				
						EVALUATE.
This phase is about examining the concepts to determine how well they meet the needs.
						It is not always possible to test the design outcomes in education-based practices. However, it is important to evaluate the design outcomes of the students in a meeting where all the partners and students come together and share their unique experiences with each other. This stage is necessary to build new knowledge as a result of the collaboration. It also enabled students to reflect on their outcoming design solutions, as well as their learning process.
				

			
		

		“Fixperts is a learner-centred, creative-problem-solving and project-based learning programme”, which was developed by Prof. Daniel Charny (Kingston University London), and incorporates students in partnership with a fix partner (the person in need of the design solution) throughout the design process (Micklethwaite et al., 2020). The SIDe approach is consistent with the “partnership model” of the Fixperts, because the tutors build a partnership with NGOs (Figure 1, “MATCH” stage) prior to the co-design work involving design students. The main difference between Fixperts and our approach is the scope and the scale of the projects. Due to the diversity of the departments under the Faculty of Architecture of Mimar Sinan Fine Arts University, SIDe projects cover designs of kitchen products, public spaces or even campaigns, and it is not always possible to deliver the final design outcome as a realised solution. In addition, the design briefs reflect the issues that the NGOs deal with, rather than their design partner’s own requirements. However, the visibility of the partnership is also an important aspect of the SIDe framework. Similar to Fixperts, we adopted filming as a tool for communicating the design process and encourage students to upload their films to the SIDe web-platform (Figure 1, “PROMOTE” stage) to share the outcome.

		2.2. Inclusive Design SIDe Web-platform

		The Inclusive Design SIDe web-platform (Figure 2) aims to:

		
				“MATCH” universities, NGOs and other stakeholders of inclusive design for collaboration projects. “PROMOTE” design students and their projects, who contributed to the collaboration with a volunteering and social responsibility intention.

				Raise awareness of inclusive design by providing a comprehensive resource of inclusive design and project examples that focus on real-life requirements from a design perspective.

		

		Different stakeholders of inclusive design can visit the web-platform and find information about participating Universities, NGOs, design students and tutors teaching inclusive design in universities. Other organisations who are interested in building collaborations can also register on the platform and seek suitable partners. In this respect, four different roles can be selected while registering, i.e. “University/NGO”, “Designers”, “Tutors” and “Other”. In addition, there are three unique open-access guidance documents available on the homepage (Figure 2), which provide role-specific information and recommendations regarding the University-NGO collaboration framework tailored for universities, NGOs and design students. These documents clarify the requirements of the framework and provide step-by-step recommendations for each actor.

		
			[image: Figure 2: “The Location of the Downloadable Guidance Documents on SIDe Web Platform”. The figure shows the homepage of the “www.inclusivedesignside.org” website. The buttons of "For universities", "For NGOs", "For students" located in the middle of the main page are marked with an ellipse. This is the end of the description of Figure 2.]
			Figure 2. The location of the downloadable guidance documents on SIDe Web Platform
		
		After building the partnership (Figure 1, “MATCH” stage), University tutors and NGO representatives work together to develop design briefs that both focus on real-life requirements that the NGO deals with and meet the course requirements in which the design students enrolled. Visitors of the web-platform can make comments on the design briefs, and the University/NGO representatives can make updates about the progress of the collaboration project. Design briefs also make the problem area visible to visitors, therefore, they also work as a medium to communicate the issue from a different (design) perspective and attract other solution providers’ attention.

		Once the projects are completed, they can be uploaded to our web-platform as “completed projects”. NGOs can create a corporate profile by signing up to the web-platform, and if they wish, they can share information about their organisations under the “University / NGO” page. In this way, they will be visible for the development of new design-oriented collaborations. Design students and tutors from different universities teaching inclusive design can also create profiles and share information about themselves under the “Participants” section. The uploaded projects can be seen in the gallery section (Figure 3). At the moment, 14 completed projects are available in the Gallery section that responded to 10 design briefs through co-design (Figure 1, “PROMOTE” stage).

		
			[image: Figure 3: “Gallery Section of the SIDe Platform”. The figure shows the "Gallery" page on “www.inclusivedesignside.org” website with posters of student projects. This is the end of the description of Figure 3.]
			Figure 3. Gallery section of the SIDe Platform
		
		The SIDe web-platform aims to promote inclusive design by making the process and outcomes of effective collaborations, as well as the information about collaborators on the different design projects, visible. The platform also incorporates a comprehensive inclusive design resource and informative videos to raise awareness of inclusive design among its visitors. These contents will be updated regularly to sustain the visitors’ engagements as not only a hub for collaboration but also a reliable information source. Until the time this paper is written, the SIDe web-platform has already received 146 registrations in an international scale, where their selected roles are: 14 “University/NGO”, 74 “Designers”, 27 “Tutors”, and 31 selected the “Other” option covering other stakeholders.

		In summary, the collaboration framework and the web-platform attracted the attention of the design environment not only in Turkey, but also in an international scale, which is in line with the aim to increase the awareness of inclusive design through effective collaborations between stakeholders, in particular, Universities and NGOs, and making the results visible.

		3. Conclusions

		Although NGOs and other charity organisations dedicate their efforts to raise awareness of the issues of exclusion, sustainable solutions can only be achieved by effective collaboration among different stakeholders. Through the SIDe programme, we propose a new model of university-NGO collaboration through inclusive design projects, which will also attract the attention of other stakeholders through visible outcomes and the interactive platform. The matching service of the SIDe web-platform aims to contribute in the application of inclusive design sustainable over time by utilizing its unique collaboration model. This model also enables students to use design to address real-life issues within the scope of social responsibility, which is in line with the call of Margolin & Margolin (2002) for educating the future designers who will promote the social model of design.

		The students’ role has also changed from a passive learner to an intermediator and reflector, because they need to use design representations to reflect on what they have learned from their disabled design partners and further improve their design ideas according to the feedback provided by their tutors. The framework is tested in the Faculty of Architecture of MSFAU, and 14 design projects were completed, all focusing on real-life needs, designed together with real-users and from an inclusive design perspective. The project is exhibited in the “Gallery” section of the SIDe web-platform (www.inclusivedesignside.org). By making the collaboration visible on the web-platform, this mechanism has advanced the collaboration between universities and NGOs. It has enhanced the students’ understanding of diverse user needs and inclusive design, and has taken the student project outcomes beyond an education effort to collaborative development of sustainable impact. In this respect, the project covered both designing “with communities” and “for communities” to exemplify a design-led social innovation process (Manzini, 2014) that brought new dimensions of inclusive design, and provided a new model for its integration to design education curricula, as well as its effective management to benefit all the stakeholders involved in the process. In this respect, the SIDe project also enabled capacity development at different levels.
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		1. Introduction

		Design is a continuously evolving field covering various disciplines in different scales, and today’s designers need to deal with various complex situations to provide solutions than before, as well as responding to the diverse needs of people responsibly. This shifting role of design and designers were previously highlighted by Victor Papanek in his book “Design for the Real World” in 1972 (1984), as we require socially and morally responsible designers to cope with the market-oriented side effects that result in irresponsible designs. Similarly, Margolin and Margolin (2002) take this discussion further and propose the “social model” of design to draw the attention to the power of design in providing social interventions that can positively impact populations sustainably. However, as these discussions continue for three decades, designers’ challenges continue to become more critical, and our understanding of design evolves too.

		On the other hand, “there is an increasing awareness of the impact design has on understanding and framing problems and finding solutions in collaboration with communities, influencing societies and the wider environment”, and therefore the concept is linked with “social innovation” even though its potential is still being underestimated in this field (Deserti et al, 2018, p. 66). In this respect, Manzini (2014) recommends a new concept as “design for social innovation” and discusses designers’ capabilities in starting, boosting, supporting, strengthening and replicating social innovations for meaningful social changes. Manzini also outlines the similarities between social innovation and participatory design, and argues that they are both creative and proactive activities where designers can take roles of mediators between different interests and facilitators for supporting ongoing initiatives (Manzini, 2014).

		All these discussions above on the evolving field of design also point out the requirement of new skills and competencies of future designers and new strategies in design education (Margolin & Margolin, 2002; Melles et al. 2011; Easterday et al., 2018). In this respect, it is fundamental to adopt co-design and co-creation approaches and integrate them with socially responsible design processes in design education to avoid students’ remote position to the design need, leading to unsuccessful design solutions (Melles et al. 2011). These strategies cover the development of co-design projects of the students on real needs and result in the development of an effective method for sustainable partnerships between universities and various other stakeholders. This chapter presents a teaching model that encompasses socially responsible and interdisciplinary teaching in design, developed as a part of the SIDe project.

		SIDe Model in Teaching Socially Responsible Design in Design Education

		SIDe Project highlights the importance of providing an interactive environment to enable co-design in design education. This interaction aims to raise social awareness, develop professional knowledge and ethics, and allow learning from different disciplines with inter-scale studies. In this context, MFA 300 - Social Responsibility Practices Course takes part as the interface of this platform in education. The course is an interdisciplinary elective course, conducted as a joint elective course for the departments (Departments of Architecture, City and Regional Planning, Industrial Design and Interior Architecture) in the Faculty of Architecture of Mimar Sinan Fine Arts University (MSFAU). The course is instructed by one tutor from each department of the Faculty and is open to students from all the departments. The content of the course includes a wide range of themes regarding social issues such as disability and accessibility, environmental sustainability, age population and its related needs, volunteering in NGOs and so forth. Because of these themes’ multi-dimensional and multi-layered characteristics, it is required to look from a broad perspective and develop approaches that derive from different disciplines’ knowledge. The course framework is designed to encourage students to develop projects to increase their social awareness by improving their skills by taking part in socially responsible design projects voluntarily, increasing their sensitivity about the needs of society, and examining different approaches. Both in theoretical and applied parts of the course, the tools as lectures, project studies, discussion/evaluation sessions, tutors’ / students’ / NGOs’ presentations are utilised for learning.

		
			[image: Figure 1: “The Conceptual Characteristics of the Social Responsibility Practices Course”. In the Figure, a circle is divided into four parts, represented as puzzle pieces, and with text inside each piece. Around this circle, there is a ring with text inside, divided into four parts. A clockwise cycle is shown by arrows between the parts of the ring. "Social Awareness" is written on the upper left circle piece shown in red. "Professional Knowledge and Ethics" is written on the upper right circle piece shown in blue. "Interdisciplinary Studies" is written on the lower right circle piece shown in green. "Co-Design Process" is written on the lower left circle piece shown in yellow. As for the ring surrounding the circle: "Share, Listen, Insight" are written on the ring piece connecting the circle pieces of "Social Awareness" and "Professional Knowledge and Ethics". "Research, Consider" are written on the ring piece connecting the circle pieces of "Professional Knowledge and Ethics" and "Interdisciplinary Studies". "Exchange, Develop" are written on the ring piece connecting the circle pieces of "Interdisciplinary Studies" and "Co-design Process". "Collaborate, Discuss" are written on the ring piece connecting the circle pieces of "Co-design Process" and "Social Awareness". This is the end of the description of Figure 1.]
			Figure 1. The conceptual characteristics of the module - MFA 300 Social Responsibility Practices Course, MSFAU Faculty of Architecture
		
		The basic concepts that reveal the characteristics of the course can be defined as “social awareness, professional knowledge & ethics, interdisciplinarity, and co-design” (Figure 1), and each concept serves to achieve the goals of the course and provides the expected results.

		The concepts of the course can be grouped into two parts as being related to “theoretical” and “applied” studies’ backgrounds. While the concepts of “social awareness” and “professional knowledge & ethics” are supporting the theoretical background and/or professional education/application; the “interdisciplinarity and co-design” concepts are being directly correlated with the design project study and its process.

		2. Conceptual Characteristics of The Course in Detail

		The interactive process of MFA 300 – Social Responsibility Practices Course works as a medium to share and listen to all actors, as tutors, NGO representatives, students, to understand each other, to gain insight into the issues, real needs/demands, and to discuss-develop-collaborate together. The important gains of the course are to increase the social awareness of design students and enable using their design skills to interpret real-world challenges, and to use inclusive/universal design as an essential part of their design works, rather than perceiving it as an optional approach, and thus developing professional ethics within that scope. As remarked by Frascara (2017) within the framework of teaching in real-projects, studying real-world challenges provides an environment with all levels of learning (explicit, implicit, tacit knowledge). By studying with real users on their real-needs/ expectations/ demands, students can improve their knowledge by observing, listening, analysing and doing.

		Another element that will support social and professional development is the expansion of professional knowledge with the experiences from different disciplines. By providing an interdisciplinary environment, which is also recommended by Papanek (1984) for socially responsible design, it is aimed to increase students’ skills in learning from each other, exchanging ideas and developing new ideas or projects together. In this respect, the course is considered neither focused solely on volunteerism nor a discipline-specific that aimed only at one department. Interdisciplinarity has been particularly important to allow an environment that will provide interaction among the departments that are under the umbrella of the design area.

		Co-designing is another key factor for the design process to understand each other, consider real needs/ expectations, learn how a design can be developed within the framework of users’ experience, and how feedback can affect/ improve design studies outcomes. It is a process that proceeds directly through practice and is based on social relationships and social learning. Having said that the tutors’ position is also vital in the process. In collaborative co-design efforts, tutors hold two roles as being an educator and a professional designer; however, these two roles are intertwined with each other throughout teaching. In this respect, as suggested by Carla and Cipola (2014, pp.92), rather than absolute commandments, design tutors should carefully maintain “the line of demarcation so as to remain in inclusive relations with all those involved” and manage the process to find a middle way.

		When all these conceptual parts come together, the process that begins with personal development on social awareness spreads the effects on the field of profession and allows all actors to develop new forms of approach for their future works. As also highlighted by Easterday et al. (2018), such sustainable collective efforts can help build a network-hub, promoting social innovation via improved communication and management. Interaction has a key role in the process carried out within the course in this framework, as well as in the SIDe web-platform (inclusivedesignside.org), which intends to provide a medium to make co-design works and their results visible. Teaching approach developed in the SIDe Project is outlined in the following sections.

		
			[image: Figure 2: “SIDe Framework for University – NGO Collaborations through Co-Design”. The figure shows a 3-step cycle, where the Cambridge University Engineering Design Centre’s "Concept Design Process Model" diagram located at the centre. On the left-hand side of the cycle writes: "Explore: Co-development of the design briefs". This step is linked to the "Create: Co-design with real users" step on the right side of the cycle, through an arrow. On this arrow, writes: "Prepare the students for the process by providing introductory information on the necessary concepts". This step is connected to the "Evaluate: Evaluating the final design outputs together with the target audience" step at the mid-below, through an arrow. On the arrow, writes: "Organise process evaluation meetings between the tutors and NGO partners". This stage is connected to the beginning of the loop again, which was "Explore" stage, through an arrow. On the arrow, writes: "Reflect on the collaboration process for increasing the efficiency of the future collaborations". This is the end of the description of Figure 2.]
			Figure 2. SIDe framework for University-NGO collaborations through co-design
		
		3. SIDe Co-Design Framework for Interdisciplinary Social Design Education

		As argued by Easterday (2018, p. 70), “social design learning and impact occurs via projects that solve real-world social challenges”. In this context, SIDe framework (Figure 2) particularly focuses on collaborations between universities and non-governmental organisations on co-design efforts through interdisciplinary design education. The framework adopts the EDC’s Inclusive Design Toolkit “Concept Design Process”, the 4-phased structure (Engineering Design Centre, University of Cambridge, 2017) as a base. In this regard, following the “manage” phase, the “explore, create and evaluate” phases have been the main stages that guide the project and course process. Here, it is necessary to emphasise that these three stages are not decoupled stages; the intermediate processes and actions that combine these stages are just as important. Therefore, the process can be defined as a virtuous circle.

		Tutors, design students (students from the Departments of Architecture, City and Region Planning, Industrial Design and Interior Design) and NGO design partners are the main actors for each part of the study. This framework was tested in the Spring Term of 2019-2020 Education Year, in which two important NGOs working on disability in Turkey (i.e. “Six Dots Foundation for the Blinds” and “The Spinal Cord Paralytics Association of Turkey”) contributed in the process as collaborators.

		“Explore” is the stage where design briefs are co-developed and real needs are put forward. Within the framework, real needs, experiences and expectations are shared and defined by NGO representatives, and theoretical knowledge about design processes and inclusive design approaches are shared by tutors. The stage is crucial because of being the first meeting point for Tutors and NGO design partners, in which the design briefs are co-developed in their collaboration and afterwards shared with students in a meeting day. The collaboration among tutors and NGO representatives is not only important for exchanging of professional and experience-based knowledge, but also for developing a different perspective and experiencing new teaching-learning approaches together. The outcomes of this first interaction constitute the basis of the design briefs. The stage of “explore” and its interactive co-developing process directly impact the following stages and the whole design process. The presentations about theoretical background and real needs and demands link this stage to the “create” stage. The most important thing that allows and supports the connection between the stages “explore” and “create” is the interaction between the tutors and NGOs. The interaction can be expanded along with processes of sharing with and listening to each other.

		“Create” is the stage that can be defined as the process by which the interaction begins to become visible as project ideas. Knowledge comes from theoretical backgrounds of particular professions and research of design students interact with NGOs’ sharing about real needs and then transformed into design solutions. Consideration of the needs that comes from real users and exchanging ideas with students from other disciplines is crucial for supporting developing a design project/ idea open to different thinking and creation approaches. Within the scope of providing a platform for sharing, exchanging ideas, discussing through a project theme and collaborating a study and creating an interdisciplinary environment have significant roles. White and Deevy (2020, pp. 500-501) underlines the intent of interdisciplinary approaches as “to lead researchers to think differently and to find novel ways in addressing problems that are seen to be difficult to previously surmount”. Therefore, the interdisciplinary working environment defined in the conceptual structure of the course is provided by tutors from different departments, and their students coming together to discuss and carry out project work in interdisciplinary workgroups. Also, the co-design experience, which is another important part of the course, is one of the other critical elements of the “create” phase. A design partner from the NGOs is included in each design group, so the projects are developed on the axis of students-tutors-NGO(s) relations. This has been a new experience for each student, NGO(s) and tutors within the scope of a co-design work in the Faculty of Architecture of MSFAU. The mutuality of learning and understanding provided by the co-design process supports not only to compromise but also to gain a different point of view to explore design problems and create innovative solutions.

		“Evaluation” is the stage in which design outcomes are evaluated together with the target audience. A poster, a short video and a report including detailed information about design projects are the final expectations of the course. All three formats of the outcomes are defined to create an opportunity for students to explain their ideas and projects comprehensively. A presentation session where all the projects are shared by students and evaluated by all actors supports the interactive process. This interactivity serves to sustain co-design and collaboration among all actors. Besides being indispensable for the whole project process, the evaluation stage is fundamental for the possible future projects and collaborations of all actors.

		4. Creating an Interdisciplinary Co-design Environment

		Design is a multidisciplinary field that requires knowledge and experience from many different fields and has a wide range of target audience. It is seen that design is in our lives at different scales from a kitchen item to a vehicle, from furniture to space, from structures to cities. At every moment of our lives, we interact with design from different areas. It is unlikely to mention a borderline between the areas of disciplines. We cannot think that a product does not affect a city, or a piece of furniture does not affect an architectural space. This variety, borderless and transdisciplinary nature of design requires to develop a comprehensive approach. The intersection of areas is so intertwined with each other that at some point, they will provide significant advancements, developing a collaborative study. As mentioned by White and Deevy (2020), when it comes to a complex and/or multifaceted issues, interdisciplinary approaches have crucial importance and encourage students to produce novel outputs. Co-design can be defined here as a tool for revealing the inherent relationship between interdisciplinarity and innovation. In this respect, “Social Responsibility Practices” is a course open to all departments under the Faculty of Architecture, and is structured with the aim of providing a platform for interdisciplinary interaction and co-design. Associated with the interdisciplinary studies of both students and tutors to establish their professional knowledge and support them by offering new insights are also among the course goals. While boundaries between disciplines have been disappearing, the exchange of ideas has been increased, and new approaches from different perspectives have started to appear on stage. This interdisciplinary environment also has a key role in supporting the co-design process.

		In the course, the co-design process has been integrated into teaching with the SIDe project, which improved the process by the participation of design partners from NGOs in the students’ design groups. The impact of knowledge and experience coming from real-life design has been witnessed in the project outcomes and personal acquisitions throughout the process. Previously implemented research and theory-based knowledge are promoted and supported by listening, understanding, observing others, and directly obtaining experience from users. Figure 3 shows the interaction map of the project work executed among students, tutors and NGOs design partners in the process. As can be analysed from the mapping study, there has been a mixed and multi-layered process of interaction among departments, NGO partners & students, NGO partners & tutors and tutors & students.

		
			[image: Figure 3: “Mapping about Interdisciplinary and Co-Design Process of the Course”. The Figure presents the complex interaction network, via lines between students and tutors from the departments of Interior Design, Industrial Design, City and Regional Planning and Architecture, and the NGO design partners from The Spinal Cord Paralytics Association of Turkey and the Six Dots Foundation for the Blinds. This is the end of the description of Figure 3.]
			Figure 3. Mapping about Interdisciplinary and Co-design Process of the Course 
(The mapping was prepared by using data of the course via using QSR NVivo Qualitative Data Analysis Software)
		
		As shown in Figure 3, 56 students have chosen the course, and five design partners from two NGOs took place in the course. The students were divided into 14 multidisciplinary teams according to the themes (the design briefs) that they prefer to study. Each team has collaborated with (at least) one of the NGO design partners, and through the process of the course, each group developed their projects with their in-group studies as students and NGO design partners while they were receiving comments of tutors by weekly discussion sessions.

		The collaborative in-group studies of students from different departments and NGO design partners, weekly discussions with tutors from all departments and the feedback loop characterised the main parts of the structure (as shown in Figure 4, one of the groups’ process mapping). The structure revealed by this interdisciplinary co-design environment enables all actors to arrange the experiences as an assemblage within weeks. Thus, a unique, non-repetitive and qualitative process of experience emerges.

		
			[image: Figure 4: “Focused mapping of Group 4”. The Figure presents the complex network of interactions, via lines between the tutors, NGO Design Partner from the "Six Dots Foundation for the Blinds", and students of "Workgroup No.4" that consists of one student from each department of Interior Architecture, Industrial Design, City and Regional Planning, and Architecture. This is the end of the description of Figure 4.]
			Figure 4. Focused mapping of Group 4 as a case of in-group study and its interdisciplinary co-design relations (The mapping was prepared by using data of the course via using QSR NVivo Qualitative Data Analysis Software)
		
		5. Covid-19 Pandemic as an Unexpected Situation: How did it change the process and the experiences?

		The educational life is one of the affected parts of our lives due to Covid-19 pandemic, as many others. In order to ensure the necessary health measures, the use of new tools such as digital technologies, virtual meeting platforms has been requisite. In parallel with these conditions, the project process had to be carried out through online platform tools. As the crucial parts of “create”, the co-design process and the interdisciplinarity require for all participants to be in communication with each other, due to the COVID-19 pandemic conditions, it was transferred into a digital and a distant interaction type. The transition of studies from a multi-sensory atelier environment to a visual-oriented digital environment has caused certain difficulties relating to the co-design process for visually impaired individuals and also for design students. Despite the negative influence of the COVID-19 pandemic, which unexpectedly evolved the process into a challenging online and digital experience, it also contributed to developing new coping strategies and a different interaction experience for all the actors involved. Tools such as physical prototypes and scaled models, which are vital for tactile perception, have been replaced by virtual prototypes and audio descriptions.

		6. Student Reflections:

		The feedback received from the students through questionnaires at the end of the semester when the co-design work was completed, was significant in terms of understanding their learning outcomes. While the students gave mostly positive feedback for the course held online under extraordinary conditions due to the pandemic, certain feedbacks stating that their expectations were not met sufficiently due to the difficulties caused by the process in question, were also received.

		On the other hand, very positive evaluations were given regarding the co-design process in the group projects carried out in collaboration with the University-NGO, which constitute the most important part of the process. Students who are prospective designers stated that developing a one-on-one approach to the project from the perspective of the user creates a creative ground that eliminates the boundary between the user and the designer. In their answers to the questionnaire, the students stated that while the findings based on the source research, which constitute the basis of the academic studies in general, were insufficient to reach a solution, their NGO design partners’ experiences provided a more objective perspective.

		
			“When I chose the course, I wanted to be a part of a project that will make life easier for people with disabilities and contribute to their living. I wanted to know more about the problems of disabled people and their lives. I wanted to learn more about how to or how not to treat them, and what they feel. In this respect, I think the course has met my expectations. At the same time, working with group friends from different departments who have different perspectives on dealing with design problems and meeting needs were other important factors that met my expectations.” (Student in the Department of Interior Architecture)

			“As a result of our discussions with our design partner, I realized that the designs we used in our daily lives are not universal and cause problems for some people. Now, I approach more sensitively to ordinary situations that I did not pay attention before.” (Student Department of Architecture)

		

		Receiving positive feedback about students’ course experiences despite COVID-19 pandemic, can be evaluated in relation to their gains from the design partnership approach as a part of the co-design strategy. However, some students stated that their project works could not reach the desired level of qualitatively because they could not carry out field research and observations. Besides the lectures could not be held face-to-face, and inability to conduct one-to-one meetings with their NGO design partners has made the concept development stage harder.

		
			“My expectation from the course was to be in more fields, which would reinforce my perception of the concept of volunteering. This expectation was not met due to online teaching. I would like to be able to participate in this project more concretely.” (Student in the Department of Industrial Design)

		

		Even though some of the students expressed that working with group mates from different disciplines decreased efficiency, most of them expressed their satisfaction in this respect. Providing them with an area for the understanding of the different approaches used in different design disciplines were found positive by them. Students also stated that the course showed them the beauty and power of making barrier-free designs more clearly.

		
			“The course was very efficient in terms of gaining social responsibility awareness. I wanted to take part in a social responsibility project, and I am very happy to be a part of this one. I believe I have improved my knowledge of many subjects in this process. The most important thing that met my expectations about the course was that I have been able to witness both the processes and the discussions on different design projects of other student workgroups. In this way, I gained knowledge not only about our project but also about many other project topics.” (Student in the Department of City and Regional Planning)

		

		7. Conclusion

		As emphasised by Papanek (1984, p. 287), design education is an interactive process “in which the environment changes the learner, and the learner changes the environment.” As the final words, the crucial role of creating an interactive platform as a part of formal design education can be highlighted as a way of broadening students’ (specifically, students of design departments as architecture, product design, urban planning, communication design and so forth) visions with real users and with their real needs, allowing them to learn in a social environment. Based upon the experiences gained from this process, they can be acknowledged that the variety of the tools used in the course -for both developing studies and formats of the expected outcomes- have a notable role for students in gaining new communication and design skills. The framework presented in this chapter was also received very positive feedback from the NGO partners involved in the process, as both NGOs emphasised that their involvement enabled them to formulate a new area of knowledge on design.

		To summarise, the SIDe framework enables a socially responsible design experience for design students through a co-designing approach; provides a perspective to NGOs about the potential of design on the issues they cope with; and outlines an interdisciplinary approach for tutors to teach socially responsible design in design-related faculties.
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		1. Introduction

		There is an increasing awareness on the value of design and its potential to influence social interventions both in local and global scales. Thanks to many global challenges we have recently encountered, today we become more aware that the world demands ethical and sustainable solutions, and this reality necessitates transformations in design education too (Leerberg et al. 2010). As argued by O’Rafferty et al. (2014), design-related disciplines require to adopt more interdisciplinary and participatory approaches to meet new requirements, and design education needs to transfer new competencies in terms of ecodesign, sustainable innovation and responsible design. In parallel with this idea, it can be seen in the relevant literature that many universities in the global scale focus on new approaches to implement the socially responsible design in their generic design curricula (Leerberg et al., 2010; Amatullo, 2010; Ramizer, 2011; Vere et al., 2011, Cipolla & Bartholo, 2014; Easterday et al., 2018).

		The attention on social design is also increasing in Turkey. According to the recent research carried out by Akdur & Kaygan (2019), in which they reviewed 27 social design practices carried out between 2006-2017, most of the projects are “undertaken mostly under the leadership of non-profit actors”, and adopted participatory approaches. They also indicated that the higher-education institutions’ engagement is high in these projects. However, in the context of Turkey, there is also a need for extensive, deeper, and well-evidenced collaborations with the beneficiaries of the design outcomes (Akdur & Kaygan, 2019). This is also important in the design education environment of Turkey because such collaborations are likely to greatly increase the understanding of the social model of design of future designers (Margolin & Margolin, 2002).

		The Faculty of Architecture of Mimar Sinan Fine Arts University (MSFAU) is one of the leading institutions in Turkey providing design education from micro to macro scales under its departments of “Industrial Design”, “Interior Architecture”, “Architecture” and “City and Regional Planning”. With its mission of educating tomorrow’s designers who are highly sensitive to and capable of providing solutions to real social challenges both locally and globally, the Faculty of Architecture has been running its interdisciplinary “Social Responsibility Practices” course since 2018. This is a common elective course, which means that all the students from different departments of the Faculty of Architecture take the course together in a mixed classroom. The unique aspect of this course is the collaborations established between the Faculty and the local non-governmental organisations (NGOs) to provide students with the real-world context to utilise their design skills for providing design solutions to real everyday problems. With the SIDe project, which is a collaboration project between Mimar Sinan Fine Arts University (Turkey) and Loughborough University (UK) and supported by the Research Environment Links UK/Turkey Programme of the British Council’s Newton Fund, the education approach used in this course has been improved by the implementation of co-design within the scope of socially responsible design projects. As Er & Kaya (2008) underlines the importance of building links between local and global contexts to empower the Turkish design community, the SIDe Project enabled the knowledge exchange and established a strong link between these two institutions.

		This paper clarifies how the educational method in Social Responsibility Practices course has been improved and how this affected the overall effectiveness of university-NGO collaboration in this course, through the reflections of NGOs involved in the SIDe Project.

		2. Information About The Partner NGOs

		“Six Dots Foundation for the Blinds” and the “Spinal Cord Paralytics Association of Turkey” are two of the recognised NGOs on disability in Turkey who took part in this research, as well as supported the socially responsible design projects in the “Social Responsibility Practices” course. As both NGOs contributed to the course both before and after the SIDe Project, they have their own experiences and reflections on the changes and improvements in the method. The following subsections provide background information about these NGOs.

		Six Dots Foundation for the Blinds

		Six Dots Foundation for the Blinds (SDFB) is a non-governmental organisation established on 13 March 1972. It aims to ensure education, rehabilitation, employment, and productivity in the workplaces, form public opinion in line with the prevention of blindness and awareness of problems faced by adults with visual disabilities.

		The rehabilitation training given to adults with visual disabilities consists of two parts called “Basic Training” and “Vocational Training”. The Basic Training covers the areas of Orientation and Mobility Training, Braille Training, Self-Care Training, Abacus (Mathematics) Training, Computer Training, Job Workshop, and Central Training. Vocational Training covers the areas of Call Centre Operator Training, and Massage Training.

		Many projects related to the education and employment of the individuals with visual disabilities, and form public opinion have been carried out by the SDFB since 2006. The last two projects that have been carried out focused on designing materials that will support the education of the children and adults with visual disabilities.

		“I am Learning through Touch Project” began in 2016, which was supported by Lahey Clinic Foundation, is a research project aims to improve the tactile perceptions of the children with visual disabilities and has a nature of pilot work with the aim of benefiting visually disabled children between the ages of 5-9 from the tactile material intensity in the maximum level.

		The second project carried out according to the successful results of “I am Learning through Touch Project”, is called “The Tactile Material Workshop/Library Project”. It was supported by Istanbul Development Agency 2018 Children and Adults Financial Support Programme. The project was aimed to contribute to the creativity of the children and adults with visual disabilities by helping them benefit from the tactile materials in different areas, and to make the education more accessible. The Project was carried out in three different areas; developing tactile educational materials that are appropriate for the curriculum of Science courses, conducting tactile map reading works to increase the orientation and mobility skills and organising tactile map workshops, and lastly, organising workshops to create awareness by introducing the typically developing children and adults with the learning styles of their peers with visual disabilities.

		The Spinal Cord Paralytics Association of Turkey

		The Spinal Cord Paralytics Association of Turkey (SCPAT) was founded in 1998 to contribute to the solutions of medical, vocational, financial, and social problems of people with spinal cord paralysis. However, SCPAT serves not only spinal cord paralysed people but also all people with orthopaedic disabilities in national and international scales.

		SCPAT has initiated and applied many projects for the precise and effective participation of disabled people in social life. One of the primary objectives is to prevent the occurrence of permanent disabilities and give information about this topic to society.

		On the other hand, SCPAT is also a member of the European Spinal Cord Injury Federation (ESCIF) and represents Turkey. Due to its successful and widespread works with high impact, SCPAT has been classified as a “Public Benefit Association” by the Council of Ministers’ decision dated 03.05.2004 and numbered 2004/7252. There is a limited number of associations in Turkey having this title.

		Besides SCPAT’s wide services to the target group, the Association also aims to work in each part of society with complementary aspects. In this regard, the Association carries out projects on sports, art, employment, culture, education, health, etc. Those activities do not only serve for spinal cord injured people but also all physically disabled people and their relatives. All these services are free of charge, and some examples of our fundamental national projects are:

		
				Art and Culture: Dreams and Mask (dance show), White is the Colour of Darkness (theatre show), flash mobs, short movies

				Sports: Charity runs, archery, Pilates, arm wrestling

				Education: Dream TV (for children), first-aid seminars, basic self-care courses, social responsibility classes

				Academic: Literature studies, applied courses

				Awareness: School-company seminars, social media contents, experiencing wheelchair events, safe traffic and sea campaigns

				Fund Raising: Textile, embroidery, plastic cap campaign, digital design and print studios

		

		SCPAT also regularly collaborates with different groups in its efforts, such as local government, students, and academicians from kindergarten to university, public institutes, private corporations, and individuals. The Association has more than 2100 members and more than 1350 members with spinal paralysis in various degrees.

		3. Social Responsibility Practices Course: Before And After The SIDe Project

		At the beginning of the SIDe Project, the Social Responsibility Practices course tutors and representatives of SDFB and SCPAT visited Loughborough University. During this visit, they attended the lectures on inclusive design given by the researcher partners from the School of Design and Creative Arts and planned the improvements on the new approach for the Social Responsibility Practices Course together (Figure 1). In one of these meetings, Prof. Dr. Daniel Charny (Kingston University London), the developer of the “Fixperts” method also joined online and provided his insights and feedback on the proposed changes, which enabled further planning of the expected deliverables of students.

		
			[image: Figure 1: “A picture from the planning meetings”. The picture shows a meeting environment held in a classroom. On the right side of a rectangular table, eight people including seven women and one man, sit on chairs. To the left of the picture, a man who also sits on a chair, approaches the computer screen on a small table in front of him and talks to a man online. This person is seated with his back facing those sitting behind him. The image of the person speaking online has also been projected on the wall in front of the table. This is the end of the description of Figure 1.]
			Figure 1. A picture from the planning meetings in the School of Design and Creative Arts of Loughborough University (February 2020) 
		
		This stage of the Project allowed identifying the areas of improvement and enabled NGOs representatives to develop an area of knowledge on inclusive design and provided them with the voice through their active participation in the development of a new educational approach. During the meetings, NGO representatives pointed out the weak aspects of the existing approach based on their previous experience on the course and made suggestions on how to increase experience exchange and communication with students throughout the process. As the outcome of these meetings, a new co-design approach reinforcing NGO participation and partner communication was developed, and roles for all the actors were clarified. These discussions also provided a common ground for the project partners to better understand each other for sustainable and efficient collaboration in the future. In this respect, Table 1 compares the approach used in the Social Responsibility Practices Course before and after the SIDe Project.

		
			Table 1: The comparison of the education method changed before and after the SIDe Project
			
				
						Before The SIDe Project
						After The SIDe Project
				

			
			
				
						There were no clear design briefs identified for students. The design topics were mostly identified during the discussions between students and the tutors. NGOs had a more passive role at the beginning of the collaboration.
						The design briefs are identified in collaboration with NGO representatives and course tutors before the term starts. In this way, the briefs provided a real-world context.
				

				
						At the beginning of the term, NGOs were only introducing their organisation to the students, not providing clear evidence on the design requirements.
						At the beginning of the term, NGOs present their organisation and then introduce and discuss the design briefs with students by sharing their unique experiences.
				

				
						To get feedback on the ongoing projects, students were visiting the NGOs’ offices and speaking with the people who were available at that time. Therefore, the people involved the process and providing feedback were changing on different visits.
						NGOs provide “design partners” who join the student workgroups that enabled a co-design opportunity throughout the term. In this way, students have built direct relations with their design partners which supported efficient dialogue and sharing of experiences during the design process.
				

				
						Most of the students’ workgroups comprised of their peers from the same department.
						Students were grouped in interdisciplinary workgroups combining students from different departments under the Faculty of Architecture. NGOs’ participation in the design processes played an essential role in the emergence of holistic ideas, while the interdisciplinarity of the workgroups enabled the development of solutions in inter-scales.
				

				
						There was no interaction between the NGOs and course tutors during the term because the roles and responsibilities of the actors were not clarified.
						NGOs provided a representative who facilitated communication between the “design partners” and “course tutors” to provide consistent feedback to the students. This also enabled tutors to identify problems experienced during the co-design activity promptly.
				

				
						At the end of the term, the students were presenting their project outcomes only to their tutors on a presentation day.
						All the actors involved in the process (NGO representatives, NGO design partners and tutors) are invited to the final evaluation event and they all provided feedback to the student project outcomes and shared their experiences.
				

			
		

		4. Reflections Of The NGOs On The New Educational Approach

		The developed new collaboration model and the co-design approach were tested in the Social Responsibility Practices Course in Spring Term of 2019-2020 Education Year. In this section, the reflections of the ‘Six Dots Foundation For the Blinds’ and ‘The Spinal Cord Paralytics Association of Turkey’ regarding their involvement in this process are provided with their own words. Their comments are extracted from the papers they contributed to the special issue on the SIDe Project of the Design For All Newsletter [Arıkan & Çam Yücel, 2020 (SDFB); Alyanak & Akgün, 2020 (SCPAT)]. This section provides only the statements with a consensus between NGOs, and there are more reflections in the actual papers.

		It was highlighted by the organisations that their involvement to the SIDe Project provided them with a new area of knowledge on inclusive design.

		
				Attending the training event and listening to different studies during this visit brought us a very effective perspective on our issues. SCPAT has increased its skills with the collective knowledge pool on inclusive design. (SCPAT)

				As Six Dots Foundation for the Blinds, sharing our experiences about the needs of individuals with visual disabilities and benefiting from the savings of the academics of the university, provided us combining our experiences with the knowledge. (SDFB)

		

		Their involvement in the development of the new educational approach provided them with an equal voice and improved the effectiveness of their participation throughout the process. The NGOs think that this has increased the efficiency of the project.

		
				The experiences and sharing in England, contributed us to create the road map that we can follow from the planning stage to the implementation stage of the project. So, the works are continued in collaboration from the beginning to the end of the project. Both the non-governmental organizations and the academics having equal right to speak from the beginning to the end of the project, have increased the productivity of the project. (SDFB)

				After we visited Loughborough University, our Association’s involvement during the Social Responsibility Practices course has also increased thanks to the new planned approach. (SCPAT)

		

		It was also interesting to see that the project has also provided an environment for the NGOs to share experiences and learn from each other. In this respect, it can be said that the Project initiated a multifaceted collaborative network between all partners.

		
				Participating the training activity and on-site visits together with the representatives from the Six Dots Foundation for the Blinds, which is another NGO partner of this project, has provided a different perspective and opportunity to see that universal design actually produces common solutions for different target groups. (SCPAT)

				As a foundation which has been working with visually disabled individuals for 48 years, seeing the works of the Spinal Cord Paralytics Association of Turkey with the students that also take place in the Project as another non-governmental organization, has provided us with rich knowledge about the needs and wishes of the individuals with physical disabilities. (SDFB)

		

		The NGOs think that the co-design approach strengthened the students learning from real-life experiences and direct interaction with the target audience. The University-NGO collaboration on identifying the design briefs resulted in students dealing with real-challenges experienced by a community and increased their understanding of the importance of inclusive design.

		
				Our members involved in the project as the design partners of the students and have found the chance to share the difficulties in the area of accessibility in their educational lives, daily life, social life and during their vocational experiences, and to share their own needs directly with the students. (SDFB)

				The design briefs for the students to work on were determined in a consortium between SCPAT and MSFAU, which made a very serious contribution to the development of the students because in this way their project topics reflected real-life requirements. Besides, with the new strategy of the university, students met with the target audience directly, and developed their projects in a one-to-one working environment with a systematic consultancy and participatory approach throughout their work. (SCPAT)

		

		The final collective evaluation of the student project outcomes provided a ground for sharing of experiences and reflecting on the process for all the actors involved in the process. During this stage, the student project outcomes worked as a medium for partners to understand each other’s experiences. This allowed all partners to see the positive impact of the collaboration on the students.

		
				At the end of the term, the students presented the outcoming designs in a presentation event and received feedback from both the tutors and our Association representative. This clearly shows the positive impact of changes in both the course and our involvement because we believe working closely with university students, who have the great responsibility to shape the future inclusively, is of great importance. (SCPAT)

				The students have presented their works in detail in the jury meeting. Our Project “design partners” have evaluated the last versions of the works in detail. The academics have evaluated the posters and reports of the works from an academic perspective. By this way, all the Project stakeholders have had the equal right to speak and handled the works from their own perspectives. (SDFB)

		

		5. Final Words

		As stated by Margolin & Margolin (2002) “A ‘social model’ of design practice is needed more than ever”, and accordingly, designers, design researchers, helping professionals and design educators need to develop new approaches to respond. The SIDe Project provided a framework for Universities and NGOs to collaborate within design education effectively and socially responsible design project development processes. From the reflections of the NGOs, it can be inferred that the overall project supported the collaboration efficiency in five unique ways:

		
				Initiated building a new knowledge area within the NGOs on inclusive design

				Provided equal voice between partners and increased their participation

				Provided a multifaceted collaboration network between all partners who involved in the process

				Strengthened learning of students from real-life experiences and direct interaction with the target audience

				Provided an environment for all the partners for sharing of experiences and reflecting on the process

		

		Even though the framework has only been tested in one education term, the positive impact can be seen from the feedback received from all the actors involved in the process, including NGOs, design students and the tutors. Students cannot sufficiently experience the participation processes during their generic design curriculum while determining the design needs. However, during this one-semester course, the students had the opportunities to work with NGO design partners and receive different actors’ opinions. These shares contributed to students’ understanding of the importance of participation, who are likely to adopt this approach in their professional lives too.

		As the next step, the framework will be tested with different NGOs who have not experienced a co-design process before; with the same NGOs again to understand how the accumulated experience affects the efficiency of new collaborations, and; in other universities to see the frameworks’ applicability to contexts of other higher-education institutions. The main intention is to provide not only a framework to promote inclusive and socially responsible design in design education in Turkey but also creating a growing network that will sustain effective collaborations to benefit the whole society.
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			John Clarkson is Professor of Engineering Design at the University of Cambridge, Director of the Cambridge Engineering Design Centre and Professor of Healthcare Systems at Delft University of Technology. His research interests are in the general area of engineering design, particularly the development of design methodologies to support healthcare design and inclusive design. He is currently leading a team with the Royal Academy of Engineering, the Royal College of Physicians, The Royal College of Anaesthetists and the Academy of Medical Sciences to develop ‘Engineering Better Care’, a systems approach to health and care redesign and improvement, and an accompanying toolkit for ‘Improving Improvement’.
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		Daniel Charny is a creative director, curator and educator with an inquiring mind and an entrepreneurial streak. He is co-founder of the creative consultancy From Now On, where clients include British Land, the Design Museum, Google, Heatherwick Studio and Nesta. His most recent initiative is the creative education think-and-do-tank FixEd.

		Charny is best known as curator of the influential exhibition Power of Making at the V&A, which drove him to found the award-winning learning programme Fixperts, now taught in universities and schools worldwide. Other projects include the Aram Gallery, the British Council’s Maker Library Network and the Central Research Laboratory accelerator.

		Charny is active internationally as a speaker and expert advisor, advocating his vision of design, creativity and making as essential tools to unlock a better future. He is Professor of Design at Kingston University. In 2019 Charny was awarded the London Design Festival Design innovation Medal.
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		Dr. Busayawan Lam is a Reader and the Director of Teaching and Learning at the Brunel Design School, Brunel University London. She was trained in industrial design and practiced as a product designer in a small-to-medium-size exporting company in Thailand. She later obtained research degrees in design management. Busayawan has many years of experience studying user requirements, ascertaining design trends, and recommending strategic design directions for a variety of organizations, ranging from an equipment producer for domestic general hospitals to a global electronics company. Her current research interests include co-design and community-led design.
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			Hua Dong is Professor and Head of Brunel Design School at Brunel University London. Her research interests relate to inclusive design and she has published more than 200 papers in design and engineering journals, conferences and books. She was the guest editor for the Design for All Newsletter in India (2010), the ‘Alldesign’ special issue on inclusive design in China (2011), and the Chinese ‘Design’ magazine Special issue on inclusive design (2020). She has edited six books, including “Design for Inclusivity” (2007) and “Inclusive Design: Chinese Archive” (2019). Hua has been an organiser and editor of the Cambridge Workshop on Universal Access and Assistive Technology (CWUAAT) since 2014. She is the convenor of the Inclusive design research special interest group (InclusiveSIG) of the Design Research Society (DRS), and was elected DRS Fellow in 2019. Hua has collaborated with researchers and industries in the UK, China, Japan, Italy, Finland, Belgium, the Netherlands and Turkey. She has helped Ant Financial, part of the Chinese Alibaba Group to launch their first inclusive design guidance.
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			Sema Ergönül is a Professor in the Department of Architecture at MSFAU, in Istanbul. She holds a BSc in Architecture-Istanbul Technical University, an MSc in Building Science-Middle East Technical University, and PhD in Construction Project Management-MSFAU. She was the Dean of the Faculty of Architecture between May 2015- July 2020. She is still working as the Director of Construction Engineering Postgraduate Programme and Building Research and Practice Centre in MSFAU. She also served in many boards and commissions in the same institution and took an active role in organising events such as symposiums and conferences. Her academic area focuses on Time Management, Quality Management, Cost and Risk Management, Building Economics, Value Engineering, Sustainable Project and Construction Management and Built Environment. She has published articles and papers in the field of project and construction management and sustainability. She has worked as a coordinator of a few research projects such as “Development of Sustainable Energy Efficient Green Building System/SEEB-TR” supported by Istanbul Development Agency; “Erdek / Yukarıyapıcı Neighbourhood Renovation Project” supported by Erdek Municipality and MSFAU; “Developing a Sustainable Assessment System in Neighbourhood Scale” supported by TÜBİTAK. She also took part in the project team of “Development of Urban Spatial Standards” and “Prestige Axes and Focuses / Urban Design Atlas” projects supported by the Ministry of Environment and Urbanisation. She has recently taken part in social responsibility projects and events.
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			Abdusselam Selami Cifter received his bachelor’s degree in Industrial Design from Mimar Sinan Fine Arts University, Istanbul/Turkiye. In 2008, he received a Postgraduate Study Abroad Grant from the Turkish Board of Higher Education, and joined Brunel University’s (London/UK) Human-Centered Design Institute as a Ph.D. researcher. After his Ph.D., Abdusselam returned to the Department of Industrial Design of the Faculty of Architecture of Mimar Sinan Fine Arts University and currently working as an Associate Professor. He has been involved in several research/design projects in the areas of medical devices, inclusive design, the collaboration with university and civil society organisations, and design education. His research interests are focused on home-use medical devices, the design process of medical devices, inclusive design, and human centred design.
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			With her background in Human Factors/Ergonomics, Sharon Cook is concerned with meeting peoples’ needs through design. Her work has resulted in amendments to European design regulations and also a licence, and has been recognised through a ‘Queens Anniversary Prize’ as well as the ‘President’s Award’ and ‘Ergonomics Design Award’ both received from the UK Chartered Institute of Ergonomics of Human Factors. She has undertaken research projects in Inclusive Design for the European Union and for the UK government and has developed highly innovative Inclusive Design tools in the form of wearable simulations of health conditions which have achieved international impact. She teaches Inclusive Design at undergraduate, postgraduate and PhD levels and also offers industry training.
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			Aylin Ayna graduated from Mimar Sinan Fine Arts University (MSFAU), Department of Architecture in 2008. Since 2009, she has been working as a member of MSFAU - Faculty of Architecture. She got her master’s degree in 2011 in MSFAU with the thesis on “Sensorial and Perceptual Dimensions of Space within the Framework of Body-Space Relations”. In 2013-2014, she had been in Politecnico di Torino (Italy) for a year for her researches and conducted some of the pilot studies of her PhD thesis. She completed her PhD in 2018, in MSFAU, with the thesis titled “Spatial Multi-Sensoriality Through the Experiences and Spatial Perception of Visually Disabled Individuals”. She carries out researches and gives lectures in the fields of “body-space relations, spatial sensory and perception, multi-sensory and interaction, universal/inclusive design, accessibility, environmental design, social responsibility”. She participates in “Architectural Design Studios I-II-III-IV” in Faculty of Architecture. She takes part in national and/or international academic events, conferences, symposiums, biennials; participates in national and/or international research projects as a researcher or a coordinator; conducts studies within the intersection of art and design such as workshops and exhibitions.
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			İnci Olgun, after her undergraduate education in Architecture, started to work on spatial researches and projects between scales with the Urban Design graduate program at Mimar Sinan Fine Arts University (MSFAU). She completed her doctoral thesis on urban memory and spatial reading. She has carried out research projects, publications, workshops, exhibitions, book studies that received grants from national and international funds on natural and artificial systems supporting the built environment and urban design strategies and has participated in many organizations. Winning awards from national and international competitions in architectural and urban design scale, Olgun has many projects that she has turned into publications. Since 2001, she has been a project group manager in planning and urban design studios as an Instructor in MSFAU, Department of City and Regional Planning. As a member of the Design Guidelines team, which is a multidisciplinary platform, Olgun continues to work intensively on sustainability, ecological planning and design at urban and rural scales.
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			Şenay Çabuk, Born on 27/04/1975 in Istanbul. Completed primary and secondary education in Konya. Started university education at the Selçuk University, Faculty of Engineering-Architecture in 1993. Started Graduate Education in 1999 at the Urban Design Program opened by the Mimar Sinan Fine Arts University, Department of Urban and Regional Planning. Started to work as a Research Assistant at the Mimar Sinan Fine Arts University, Faculty of Architecture, Department of Interior Architecture on 27/04/2000. Completed the Master’s Thesis entitled “Analysis of the Lighting of Urban Outdoor Spaces from the Perspective of Urban Design Principles” in 2001. In the same year, started the Proficiency in Art Program opened by the Mimar Sinan Fine Arts University, Department of Interior Architecture. Completed the Proficiency in Art theses entitled “The Concept of Universal Design in Houses and Its Analysis on Examples” in July 2005. Appointed as an Assistant Professor at the Mimar Sinan Fine Arts University, Faculty of Architecture, Department of Interior Architecture on 14/03/2006. Received the title of Associate Professor on 29/04/2019. Currently holds the same job.
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		Seçil Arıkan was born in 1968 and graduated from the Department of Public Administration in the Faculty of Political Sciences of Istanbul University. She started her working life as an advertiser and continued as a bookseller. After the negative developments in the book sector, where she worked for many years, she decided to work in civil society. She has been the General Manager of the Six Dots Foundation for the Blinds for 14 years. She completed the International Training Program of Carrol Center for the Blind in order to increase her competence in the education of the visually impaired. She has actively taken part in all projects of the foundation. She knows Braille in advance level.
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		Ecesu Alyanak was born in 1993, in Istanbul. She graduated from Istanbul Technical University, the Department of Physics Engineering. She did internships and part time works in companies such as Turkish Airlines, Volkswagen and EAE Corporate. In 2017, she graduated from Marmara University Pedagogical Formation Department to take part in educator training programs. Then started working professionally in SCPAT in 2017, where she has been a volunteer for a long time. She has been working as a Project Manager in SCPAT since 2018. During this period, she worked as a coordinator in more than 10 national and international projects.
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		Canan Çam Yücel was born in Istanbul in 1982. In 2005, she completed the Boğaziçi University Preschool Teaching undergraduate program. To date, she took part in various projects regarding the education of visually impaired individuals and worked voluntarily in certain non-governmental organisations that have rights-based activities. Since 2005, she continues to work with visually impaired children, adults, and parents of visually impaired individuals in the field of special education. She writes articles in which she conveys her personal and professional experiences in the Journal of Equal, Accessible, Barrier-Free Life. She is currently continuing her education in Istanbul University Disability Studies Master Programme.
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			Tuğçe Akgün was born in Izmir in 1990. She graduated from the Department of Tourism and Hotel Management in Muğla University. She competed in the London World Championship as a national Paralympic athlete in 2017, took 4th place in the World. Currently, she works in the Ministry of Culture and Tourism and is also a Board Member of SCPAT.

		

	

	
		
			03.
			Case Studies
		

	

	
		Case Studies

		In this chapter, the inclusive design project study carried out during the Spring Semester of the 2019-2020 Academic Year in the “MFA-300 Social Responsibility Practices” course of the Faculty of Architecture of Mimar Sinan Fine Arts University, is presented. During the course, the education model developed within the scope of the SIDe Project was applied, and the SIDe web-platform was utilised. In this context, 56 design students and a total of 5 design partners from the “Six Dots Foundation for the Blinds” and the “Spinal Cord Paralytics Association of Turkey” were involved in the co-design process, and the interdisciplinary workgroups (including the departments of Architecture, Urban and Regional Planning, Industrial Design and Interior Architecture) each including a design partner focused on 10 design briefs, which resulted in 14 socially responsible design projects. On the following pages, these design briefs representing real-life challenges determined in collaboration with NGO representatives and course tutors are presented alongside the inclusive design solutions developed by the workgroups. The design briefs and the resulting projects are listed below:

		
			MUSEUM FOR ALL:

			
					Project 1: Touch with Me

			

			KITCHEN FOR ALL:

			
					Project 2: Protective Surface

					Project 3: Helper

			

			SHOPPING FOR ALL:

			
					Project 4: Accessible Shopping

			

			DAILY LIFE:

			
					Project 5: My Buddy

			

			EQUAL OPPORTUNITY IN EDUCATION:

			
					Project 6: PinTouch

			

			TRANSPORTATION FOR ALL:

			
					Project 7: This Way

			

			PARTICIPATION ON ECONOMIC LIFE:

			
					Project 8: Future without Barriers

			

			INDEPENDENT ACCESS:

			
					Project 9: Accessible Areas, Independent Lives

			

			PARTICIPATION IN CULTURAL AND SOCIAL LIFE:

			
					Project 10: tRail

					Project 11: Play Together

			

			PARTICIPATION IN PUBLIC LIFE:

			
					Project 12: Route for All

					Project 13: A Guide for Barrier-Free Shores

					Project 14: Accessible Picnic Table

			

		

	

	
		Museum For All

		Design Brief

		Museums are important places for cultural participation and personal development, and they need to serve the whole population. However, disabled people often experience problems in accessing the objects presented, main exhibitions halls, temporary exhibition spaces and sometimes even the museum venues themselves. These problems are not only on a spatial scale, but also include poorly designed information channels, wrong approaches, and system-scale problems. As Istanbul is a culturally rich centre that includes many museums and historical sites, there is a need for research on the accessibility of museums and how to provide more inclusive solutions for everyone. This project will be carried out in collaboration with two partner NGOs - “Six Dots Foundation for the Blinds” and “The Spinal Cord Paralytics Association of Turkey”.

		Certain Areas That Can Be Examined

		
				Accessibility within historical places,

				Accessibility problems regarding museum entrances and exits,

				Designs of exhibition units,

				Independent access in the museum space,

				Solutions for permanent or temporary exhibitions,

				Information systems for museum and exhibition contents,

				Development of informative activities and approaches,

				Solutions for museum websites,

				Accessibility of museum cafes, toilets and gift areas,

				Multi-sensory solutions to make the experience better for everyone etc.

		

		
			[image: Icon of the “Museum for All” Design Brief.]
		
	

	
		
			Project 1.
		

	

	
		Touch With Me

		
			Design Team.

			Agit Fatih Önal
Department of Architecture

			Besim Ceylan
Department of Interior Architecture

			Emircan Karagöz
Department of Interior Architecture

			Rüya Yağmur Altıntaş
Department of Interior Architecture

			Satuk Buğra Tohumoğlu
Department of Architecture

			NGO Design Partners.

			EylemYurtsever
Six Dots Foundation for the Blinds

			Tuğçe Akgün
The Spinal Cord Paralytics Association of Turkey

			
				
					[image: Logo of Six Dots Foundation for the Blinds]
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		Numerous projects are being developed on national and international scales to overcome physical barriers related to museums. However, failure to implement developed solutions or check their applications leads to accessibility issues. The project aims at developing an approach that would enable people to participate, communicate with disabled individuals and gain awareness as they build a solution proposal.

		
			[image: IMAGE 1. The image starts with the title: "Self-Sustaining: The system constantly renews itself". Under this title, there is an illustration of a museum room where it writes "Touch with Me" on its wall. In the image, there is an area where artists, museum employees and volunteers socialise together. On the left of the image are two statements. The first one: "Social Network: Socialises people and provides the opportunity to meet new people". The second one: "Participants: Organised with artists, curators, museum officials and volunteers". This is the end of the description of Image 1.]
		
		In our project development process, problems were discussed with our design partners from two different NGOs, each focusing on a different disability group; accessibility issues in museums were investigated. It has been observed that orthopedically impaired individuals could not access many museums because of problems such as improper use of ramps, inappropriate design of entrances and horizontal/ vertical circulation areas, lack of empty spaces in exhibition areas for their manoeuvres and improper threshold heights at doors. For persons with visual disabilities, following issues were identified: difficulty in perceiving the plan or layout of the space, exhibiting artworks with audio description only, assuming that artwork descriptions in Braille Alphabet would suffice, and lack of tactile surfaces on floorings to guide people in the spaces.

		Audio descriptions are not the only way for persons with visual disabilities to perceive objects, as our design partner from the “Six Dots Foundation for the Blinds” stated during our meetings; on the contrary, the importance of perception through many different senses have been emphasised. Within this context, it is learned that tactual sense is used intensively by persons with visual disabilities for perceiving spaces and objects. Although there are some experimental studies focusing on the tactile perception of artworks, our research has revealed that these are not commonly used practices for museums.

		
			[image: IMAGE 2. The image shows the illustration of two museum rooms attached side by side. On the left room’s wall, it writes "Workshop", and inside the room, there are people around the tables participating in the activities. There are two texts placed under the image. The first one writes "Creativity: Trying alternative techniques throughout the process increases creativity", and the second one writes "Create Awareness: Producing together increases awareness". On the right room’s wall, it writes "Exhibition", and the image illustrates an exhibition area visited by various people. There are two texts placed below the room illustration. The first one writes "Personal Reflection: Artworks are perceived differently from the perspectives of individuals". The second one writes "Collaborative Works: Experience is gained throughout the process through collaboration". This is the end of the description of Image 2.]
		
		After determining the problem, because persons with visual disabilities face problems about the accessibility of artwork more frequently, the focus of the study has been directed on this issue. In this regard, it was decided that the artwork which we will be made accessible for the case impairment group should reflect numerous interpretations of this piece, just like general visitors may access to multiple interpretations of artworks and can also comment on them. For this reason, we decided to design a method for organizing interactive and participative workshops for people, and museum staff members or experts interested in accessibility, where they can be a part of this translation process.

		Interactive and Participative Workshops

		Many museums organize inhouse workshops. However, the workshops which are defined by this project intend to involve voluntary participants who have sight or have visual impairments, artists, art historians, curators and persons with visual disabilities as consultants, as the participants of that workshop to collaborate on the possible ways for increasing the accessibility of artworks for the persons with visual disabilities. The workshops’ final outcomes that focus on tactile perception will be relief copies of the original works exhibited at museums. Within this framework, two paintings of Bedri Rahmi Eyüboğlu, named “İki Balık” and “Aşık Veysel”, were studied as a case to find out the possible ways of exhibiting artworks as replicas with open to access. The workshops are planned to be organized twice in a month (biweekly). One of these studies is intended for children, and the other is planned to include participants of all ages.

		
				On the first day of the three-day workshop, a presentation on visual impairment and accessibility will be delivered -on the Friday on the first week. The first contact between the participants and the lives of persons with visual disabilities will thus be built.

				On the second day, there will be a study on information about materials, the nature of tactile perception and the ways of perceiving tactual differences.

				On the third day, a participatory study will be carried out where the participants will make their own relief/embossed/tactile replicas of the artworks exhibited at museums.

		

		The workshop outcomes will be exhibited for two weeks, and visitors of the museum will be able to experience the artworks by touching them. Together with these studies, persons with visual disabilities will be enabled to perceive different interpretations of artworks in one hand, on the other hand, the awareness among the participants and the society will be increased as well through the awareness of the workshop itself. The purpose of these workshops being organized for children once a month is to learn mainly by touching. The participation of children in a workshop that will help them become more aware individuals in the future, learn artwork, and create a piece that will be exhibited at the museum will contribute to the continuation of museum culture for future generations and develop an understanding on accessible spaces.

		In conclusion, within this project, the pieces produced by voluntary participants under experts’ guidance during the workshops organised at museums will be exhibited temporarily with different interpretations. The replicas of the artworks made accessible by experts will also be presented to the visitors.

		http://www.inclusivedesignside.org/touch-with-me

	

	
		Kitchen For All

		Design Brief

		Kitchens are an important part of everyday life and can be considered as a work, hobby, or motivation area in which we spend an important part of our lives. Kitchens are also areas that support social interaction by bringing people together and they stimulate many senses at the same time, beyond cooking. However, their accessibility must be at the highest level in terms of both spatial design and the variety of products included.

		Today, while research and design suggestions are made for product and spatial aspects in the kitchen area, accessibility can be neglected in solutions that are implemented, even for quite simple operations. As a result, many sections of the society, especially disabled people, experience interaction problems in their daily lives. Within the scope of this project, it is expected that the kitchen will be approached in an integrated way and solutions will be developed enabling everyone to have a better experience. This project will be carried out in collaboration with two partner NGOs - “Six Dots Foundation of the Blind” and “The Spinal Cord Paralytics Association of Turkey”

		Certain Areas That Can Be Examined

		
				Spatial accessibility in kitchens

				Solutions for wet and dry spaces

				Solutions for tasks such as preparation, storage and washing

				Problems with kitchen countertops

				Solutions to prevent kitchen accidents

				Solutions for easy understanding of the contents in packages for people with impaired sight

				Inclusive solutions to provide a better culinary experience for everyone

		

		
			[image: Icon of the “Kitchen for All” Design Brief.]
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		Protective Surface

		
			Design Team.

			Öykü Yüksel
Department of Industrial Design

			Evren Usta
Department of Architecture

			Deniz Kaya
Department of Interior Architecture

			Onur Çevik
Department of Interior Architecture

			NGO Design Partner.

			Abdurrahman Çakır
Six Dots Foundation for the Blinds
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			[image: IMAGE 1. The image presents the design outcome, a protective surface designed for persons with visual disabilities attached in the front of the counter to increase safety during interaction with the hob. The design is presented as a transparent rectangular barrier placed in front of the hob and has a yellow bar handle at the top of the barrier. There are two pots on a hob in the image, and it shows that the designed product provides a barrier between a person’s hand and the pots. This is the end of the description of Image 1.]
		
		“Kitchen” is one of the spaces where we spend most of our time during our everyday lives, and where accessibility affects our interaction with many products and its areas. Within the scope of this project, we focused on the problems faced by persons with visual disabilities in kitchens and collaborated with the Six Dots Foundation for the Blinds throughout the process. During the project, support from the NGO design partner was taken to roll out solutions for accessibility issues faced by persons with visual disabilities in the kitchen. With this purpose in mind, the habits of persons with visual disabilities in the kitchen were first observed, common problems were detected, and suggestions were made to overcome these problems. In the first stage, the general tasks performed in the kitchen (cooking, storage, preparation, etc.) were studied, and many problems related to the interaction of persons with visual disabilities with the kitchen space were explored. The difficulties identified are listed below:

		
				Problems in the correct placement of the pots on the stove,

				Possible hazards due to getting caught on pots’ protruded handles,

				The risk of hitting the open doors of white goods (such as dishwashers) or the doors of upper cabinets accidentally,

				The preference of hand-level storage areas due to the problems encountered in using upper cabinets,

				The problems occurred when the cabinet handles are too protruding, which result in users’ hit or their clothes caught,

				Possibility of hazards due to oil splashes,

				The risks of overflow when serving juicy dishes,

				The risks encountered in the process of chopping, cutting and similar tasks done with sharp knives,

				Difficulties encountered during the removal of food from the cutting board,

				Difficulties in understanding the decay of fruits and vegetables or spoilage in products,

				Difficulties encountered when in need of objects/products whose places have been changed involuntarily.

		

		As can be seen, the problems in the kitchen have been extensively explored in line with the discussions held with the design partner. After initial the study, solution areas were identified where the design activity could be directed and these areas were again further discussed with the design partner to carry out the possible conceptual work. The possible solution areas identified were as follow:

		
				Trying different forms in handle systems to prevent accidents,

				A solution to make the upper cabinet doors risk-free,

				Possible solutions to increase the use of hand-level areas and/or lower cabinets for storage,

				Solutions for the feedback of electronic products that remain switched on for a long time,

				Solutions on increasing the accessibility of cutlery (knives, scissors, wooden spoons, etc.) with a focus on their placement, organisation, and functional grouping in the kitchen.

				Solutions for the problems that arise when placing the pots on the hob and oil splashes while cooking,

				A solution to create possible working areas in the form of a tray that can also be used together with deep containers or which could combine the two.

		

		As a result of all this research carried out and the possible solutions identified, we aimed to provide the maximum number of benefits by using a minimum number of pieces. In addition to these, a consensus was reached with the NGO partner after meetings on the direction of the design work, which focussed on providing solutions to problems like oil splashes, issues regarding controlling the cooking items on the hob, and risks of hitting to the protruded parts of kitchen objects. Based on these problems that persons with visual disabilities experience in their kitchens, a product was designed, enabling them to complete their work with fewer risks.

		
			[image: IMAGE 2. In the Image, there are three different views of the protective surface design, which can be attached to the front of the counter where the hob is located, which will increase safety during interaction with the hob for persons with visual disabilities. The first and second images show the hob’s use with pots, while the protective surface is attached. The remaining image shows how the protective surface is attached to the counter by its clip clamps at both sides of the transparent barrier. This is the end of the description of Image 2.]
		
		“PROTECTIVE SURFACE”

		“Protective Surface” aims at preventing problems with the hob in line with the issues listed above, so that a safe interaction between persons with visual disabilities and the hob can be obtained. The persons with visual disabilities can easily do the assembly and disassembly of this product. The product can be easily removed from its joints for cleaning purpose, and then can be attached back again without assistance. At the same time, thanks to its semi-spring movement, it can return to its former state when the height is reduced to half by pressing over it from its top. The product can be locked at half of its length in this way, and in the meantime, it gives audio feedback to the user that it is locked. When pressed over the product again, the springs are released, and the protective surface returns to its original height. The rubber material covering the metal surface is kept close to the user to prevent possible accidents. With this feature, the user’s hand has also been kept away from the heat zone.

		http://www.inclusivedesignside.org/helper-project
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		Helper

		
			Design Team.

			Ayşe Altıner
Department of Industrial Design

			Arifcan Doğruer
Department of Interior Architecture

			Ali Üyütüren
Department of Industrial Design

			Fatma Nur Şentürk
Department of Interior Architecture

			NGO Design Partner.

			Tuğçe Akgün
The Spinal Cord Paralytics Association of Turkey
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		Food is one of the most essential needs of people and is an obligatory action for continuing life. Kitchens are places in houses where food is cooked and eaten, where family members come together, and social relations are built. Washing, preparing, and preserving food for cooking and storing the kitchenware, washing them, serving food, and collecting waste are the tasks carried out in kitchens. The layout of standard kitchens is not convenient for individuals who use wheelchairs to perform their actions in the kitchen.

		
			[image: IMAGE 1: The picture shows a man using a wheelchair standing in front of the kitchen counter, and the designed mobile storage unit removed from under the counter, with plates and pots on its lower shelf. The unit has a top surface with a small drawer for cutlery below, a bottom shelf for the plates and pots, and has four small wheels to move freely once removed from its place under the counter. The front surface of the mobile storage unit has the same look with the kitchen cabinet door. This is the end of the description of Image 1.]
		
		Within the scope of the project, we focused on this problem and worked together with the NGO design partner. Actions taking place in the kitchen are collected in three hardware areas. These are washing, cooking and storage areas, which constitute the working triangle in the kitchen. Action analyses were conducted within the working triangle and it was decided that the standard kitchens were not suitable for the use of individuals with wheelchairs.

		Based on the information obtained through interviews with the NGO design partner in the initial stage of our work, and in line with the research outcomes, action analyses were carried out about the use of kitchens. The issues identified are as follows:

		
				The changes wheelchair users want to make are not feasible for all kitchens.

				There is the difficulty of transporting products between the counters in the working triangle,

				There is a possibility of occurrence of hazardous situations during the transportation of products,

				There are problems encountered when using sinks and stoves due to lack of space under the counters,

				There is a lack of proper access distances to storage elements,

				There is difficulty in approaching surfaces of the counter while working,

				There are problems in accessing to upper cabinets,

				The most common problem is that the storage areas in kitchens require excessive physical effort from not only individuals using wheelchairs but also from all users.

		

		Following the research we carried out about kitchen products and space, as well as the results of interviews with the NGO partner, it was decided that the kitchen surroundings should have the basic features mentioned below so that the individuals with wheelchairs will have a more comfortable user experience:

		
				The concept of ‘inclusive design’ should be adopted in the design of kitchens,

				Wheelchair users must have access to all kitchen units,

				Care should be taken that the kitchen units to be designed have flexible features that can adapt to all kitchens,

				The products and spaces to be designed should have aesthetic properties that can be preferred by all individuals.

		

		Proposals for these problems have been developed with support from the NGO design partner in order to produce solutions to the problems identified by the action analysis. In accordance with the recommendations developed, it was decided to design a mobile storage unit that would reduce the problems encountered in kitchens.

		
			[image: IMAGE 2. There are two pictures side by side in the image. The product, designed as a wheeled storage unit placed under the counter, is shown as removed from its place on the left. A close view of the plate storage area at the unit’s lower shelf is shown on the right. The plates are placed inside a rectangular container that can slide sideways on the lowest surface of the product for easy access. On the upper part of the product, there is a portable surface made of wood material that can be removed and used as a tray. This is the end of the description of Image 2.]
		
		“HELPER”

		A storage unit is designed to increase the accessibility capacity of wheelchair users in kitchens. The designed storage unit has the size of a standard cabinet door and gives the user flexibility to add any number of units to their kitchen. The unit’s door can be customised to fit the existing kitchen cabinets’ doors to ensure the visual integrity. In addition to the ease of use it offers, the preferred press-on lid handles on the designed kitchen unit prevent accidents such as arm bumps when the lid is closed. The unit is removed by pulling out and, if desired, the working surface can be expanded by opening. In addition to this, a comfortable working position is obtained as the user’s legs can easily be placed under the unit. Utensils such as plates, pots, pans, storage containers, etc. can be stored following users’ needs in the lower compartment of the designed storage unit. Prepared dishes can be safely moved to the dining table with the help of the unit. With this designed kitchen unit, it is intended for people with disabilities who use wheelchairs to use a non-discriminating product. It is believed that this storage unit developed for residential buildings will support life without disabilities.

		http://www.inclusivedesignside.org/protective-surface-in-kitchen

	

	
		Shopping For All

		Design Brief

		Providing solutions with equal opportunities for shopping is a necessity. Enabling inclusive shopping experiences supports good access to basic needs and promotes independence and quality of life. Shopping covers a wide range of areas, from food to clothing and even products related to our health such as medicines. However, like many disabled groups, visually impaired people may experience interaction problems in relation to the shopping process. These problems can sometimes prevent access to the shopping area, spatial access within it and finding the desired products quickly and without any help.

		Since the online purchase / payment processes, which are widely used today, are often visually intensive, they may present challenges for those with visual impairments. Within the scope of this project call, it is the intention to examine solutions that can provide an improved shopping experience for everyone as well as for visually impaired people. This project will be carried out in collaboration with “Six Dots Foundation for the Blind”.

		Certain Areas That Can Be Examined

		
				Accessibility problems in markets,

				Open and closed shopping spaces,

				Problems encountered when using visual canes in the shopping environment,

				Spatial organisation of shopping areas,

				Information access issues,

				Internet shopping problems for people with impaired sight,

				Multi-sensory solutions etc.

		

		
			[image: Icon of the “Shopping for All” Design Brief. ]
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		This project focuses on the problems experienced by persons with visual disabilities before and after shopping. The problems experienced within this context were examined, and research was conducted through existing projects. In line with the discussions carried out with the NGO design partner, it was found that the most common problems were experienced during shopping. Therefore, it was decided to conduct a design study on the layout and transportation issues in markets. Although the project aims to roll out solutions for persons with visual disabilities, the overall aim was to produce an inclusive product and a project whole from which all individuals can benefit. Thus, it is aimed to develop a project from which everyone will benefit equally.

		
			[image: IMAGE 1. The figure contains images of the designed product in 3 sections horizontally. There is an image of the silhouette of a person walking with the designed shopping cart on the left. There is an image of a mobile phone attached to the handle of the shopping cart in the middle. Below it, there are four different interface screenshots of the SHPPN application, which is the mobile application designed with the shopping cart. On the left, the designed shopping cart is shown from behind. This is the end of the description of the first figure of this project. This is the end of the description of Image 1.]
		
		The problems faced by persons with visual disabilities during their shopping experience identified in the light of information from our NGO design partner and our research data are listed as follows:

		
				The applications that are currently used for shopping do not have image recognition features,

				The fact that Online shopping is more visually oriented,

				The lack of voice reporting in shopping environments,

				Difficulties in the availability of fitting rooms in active shopping,

				The narrow product scale in internet applications for shopping,

				Difficulties in determining product categories during shopping,

				The lack of indoors navigation systems in shopping environments,

				Staying dependent on the phone on the go (battery level and headphone related problems and navigation fee),

				The distraction of attention in places where there is a lot of sound stimuli, such as neighbourhood markets,

				The fact that carrying purchased products becomes difficult with the use of a white cane,

				The market trolleys are not easy to steer,

				The difficulty of finding products and staff members when the layout of the market is not usual.

		

		Different types of shopping were evaluated about the identified problems. Therefore, it was concluded that the persons with visual disabilities prefer Online shopping due to problems they have in carrying and finding products while shopping in markets, but it was also revealed that the existing applications have many limitations. Hence, the project focused on a market shopping experience, which would contribute to the participation of persons with visual disabilities in social life.

		
			[image: IMAGE 2. In the image, there is a visual of the designed shopping cart. The shopping cart is designed as a vertical unit to keep it close to the user’s body to facilitate its steering and reduce possible accidents while using inside the market. There is a box-shaped shopping basket in front of the handle part of the design. This basket is hanging on a vertical surface. The lower part of the car is designed as a horizontal platform close to the ground. The platform’s user side is left empty to open a space for users’ feet while walking, and wheels are placed on the right and left sides. It is also shown that users can place a second shopping basket on the horizontal platform’s front area, which is the lower part of the cart. This is the end of the description of Image 2.]
		
		“Accessible Shopping ”

		The design process focused on market shopping’s most common problems, carrying products and navigation in the market. A solution for a transport product was prioritized in the project. The design decisions within this context, which produce the resulting product, are listed as follows:

		
				With the approval of our NGO design partner, it was thought that the expansion of the transport product in vertical rather than horizontal would be more appropriate for steering.

				The design was aimed to facilitate its steering by adding a movement system that runs with simple methods. This movement system aims to reduce the force exerted by the user and prevent possible accidents.

				An area was created where the design’s handle could be extended, and the mobile phone can be fixed. This feature would enable persons with visual disabilities to easily carry around their mobile phones which they would be using for the mobile application.

				It was decided that the design should have a mobile application which would enable persons with visual disabilities to find products easily in the market. For this purpose, a proposal was developed for an application by which markets can upload their own maps.

				It was decided to add tactile tiles onto the surface so that navigation among the aisles would be more comfortable. With our NGO partner’s approval, it was also recommended that product category information be added in the Braille alphabet on the shelves.

		

		The project named “Accessible Shopping” was rolled out in line with these aims, focusing on creating an inclusive shopping experience with arrangements in the market area and the designed market trolley which would give equal opportunities for all during shopping.

		http://www.inclusivedesignside.org/accessible-shopping-5c0ef1

	

	
		Daily Life

		Design Brief

		In our daily life, we interact with many products, systems and places, both in planned and unplanned manner. On the other hand, an important part of the society, including visually impaired people, may experience interaction problems due to “bad designs” in their daily lives related to very basic products, open/closed public spaces and other poorly designed areas inside the cities they live. These interaction problems are likely to cover many situations ranging from remarkably simple products that we use daily in our home to access to our daily workplaces.

		However, sometimes assistive devices used by people with disabilities (for example, a visually impaired walking stick may hinder using one hand in certain cases) can cause problems in performing some actions in daily life. For this reason, an inclusive perspective is important, and solutions are needed to make the interaction in everyday life more accessible for all, so that everyone in the community can benefit. This project will be carried out in collaboration with “Six Dots Foundation for the Blind”.

		Certain Areas That Can Be Examined

		
				Multi-sensory communications,

				Solution suggestions for object identification,

				Assistive device-induced interaction problems,

				Interaction problems in daily routine activities,

				Access problems for different places in everyday living spaces,

				Solutions for daily needs in open and closed areas,

				A better urban experience for everyone etc.

		

		
			[image: Icon of the “Daily Life” Design Brief.]
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		Within the scope of the project, the positive aspects and deficiencies related to the user experience of white cane of our visually impaired NGO design partner were examined in detail. Our NGO partner has stated that people with disabilities find using white canes positive because it allows them to see their next step, feel safe, and make others around them know that they are visually impaired. Our NGO partner has also stated that white canes are insufficient in perceiving obstacles at eye level, causing inconvenience due to occupying one hand, and incapable of informing the target’s direction. The interviews have enabled us to determine that the purpose of using the white cane was beyond assisting visually impaired individuals while walking and that they had an essential function in giving the user a sense of safety.

		
			[image: IMAGE 1. In the image, a visually impaired man wearing the designed product on his upper body and holding a white cane is shown inside the airport. In the right part of the image, a drawing of the design consisting of four belts, two of which are horizontal in the waist area and two at an angle to the shoulder area, are shown extending from a central part that looks like a camera. Below this, other visual shows how the belts of the product can be locked in the central part. This is the end of the description of Image 1.]
		
		In the first phase of the design process, the problems experienced by visually impaired individuals and their interaction with the white cane were examined, and it was decided that there was no benefit in using the product and a completely new solution should be devised. However, it was later concluded that it would be difficult for people to leave the white cane, which has been in use for such a long time and start using another product. It could also be stated that the sense of safety that comes up after the interaction of the user with the white cane is an emotional function of the product. Instead, based on the shortcomings of the white cane, a design scenario that can increase autonomy and which could also perhaps reduce or eliminate the need for white canes, in the long run, was focussed.

		“My Buddy Project”

		Although this project, which aims to build a more independent and autonomous life for visually impaired people, focuses on movement without a white cane, it initially included developing a scenario where users could first get used to the suggested system in an indoor space. The system has thus been specifically designed for airports.

		Airports are one of the public structures where people can enter freely and spend only part of daily life unless they work there. These structures are at the same time quite large in volumes as necessitated by their function. They are structures where individuals without any visual impairment can easily get lost, have problems finding direction, and horizontal and vertical circulation flow is difficult to follow. Therefore, it was aimed that the design concept would be turned into an application which can also be used by individuals without any visual impairment. It was decided that the horizontal and vertical circulations will be depicted through visual diagrams or voice instructions based on user preference.

		The technological materials used to develop the design are as follows: a microprocessor, a lidar sensor, a vibration device, a headset, and a speaker. The technological functioning of the suggested design is as follows:

		
				The lidar sensor transmits the collected data to the microprocessor, and the microprocessor detects these data and transforms them into vibrations of sounds depending on the result. This technology can be enhanced with artificial intelligence, and reliable results can thus be attained.

				For the lidar sensor to work properly, it should be positioned on stable parts of the body, and the fixed data should be sent to the microprocessor. Therefore, the lidar sensors should be placed on the chest, which is relatively still during body’s movement. After meetings with our NGO partner, it was decided that vibration would be used for instant notifications and voice feedback would be used to identify horizontal and vertical circulation.

				For transferring the horizontal and vertical circulations of this structure to the product, a 3D model of the building should be made with a three-dimensional laser meter device. The model is then transferred into the microchip. The user scenario has been built upon which the design could be fetched from a stand after entering the building and then handed over after being used. It has the potential to turn into a system which could be owned by everyone and which could stop/minimise the use of white canes as more people will experience it and decide using it.

		

		
			[image: IMAGE 2. This image includes the technical drawing of the product and sketch drawings from the design phase. The technical drawing shows that the lidar sensor camera is located in the centre of the product’s body. The vibration units are placed on the right and left shoulder belts’ chest area, and the speaker units are located on both shoulder areas on the belts. To the right of this image, a man from the top view and the lidar sensor’s detection field are shown in front of him. This is the end of the description of Image 2.]
		
		Conclusion

		This wearable technology we designed could minimise the need for a white cane as much as possible or make it unnecessary in the long run, and it will allow individuals with visual impairment to move more freely because they will be able to use both their hands while carrying luggage or similar objects. Thanks to the three-dimensional sensory feature of the Lidar sensor, the distance of the target point (stairs, elevator) and information on its direction will also be transferred to the disabled individual. This information, which cannot be provided with a white cane, will encourage product’s use. Since the existing systems work online, there might be problems like loss of connection. The updated three-dimensional data of the related structure will be recorded in our design for resolving this issue.

		The recommended solution will make users feel safe by adding design features a white cane cannot offer but needed by visually impaired individuals. The solutions we rolled out for the issues faced in similar technologies will encourage using the system we developed. The high wearable technology that we designed will enable visually impaired individuals to move around airports freely and in a controlled way without needing another person’s assistance. The proposed system also has the potential to be used in other closed areas other than airports.

		http://www.inclusivedesignside.org/my-buddy

	

	
		Equal Oppurtunity in Education

		Design Brief

		Within the scope of this project call, it is aimed to work on the development of all kinds of material, space and approaches in order to ensure equal opportunities for education at different levels. Specifically, there is a need to develop solutions for visually impaired students, to promote their graphic reading skills, in relation to geography or mathematics, at pre-school and primary education levels. In this regard, it is also possible to look at the use of different materials and the potential of using different senses such as touch / sound in an effort to provide multi-sensory imaginary representation.

		In addition, solutions that will contribute to the pre-school development of the children, where either the parent or the child has a visual impairment, are needed. This project will be carried out in collaboration with “Six Dots Foundation for the Blind”.

		Certain Areas That Can Be Examined

		
				Educational toys,

				Pre-school education materials and environments,

				Graphic reading materials in areas such as geography or mathematics in primary education,

				Parent - child interaction and pre-school development in the case of a child with visual impairment,

				Parent - child interaction and pre-school development in the case of the parent(s) with visual impairment,

				Solutions including multi-sensory approaches,

				Assessment of different material uses for imaginary representations etc.

		

		
			[image: Icon of the “Equal Opportunity in Education” Design Brief. ]
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			[image: IMAGE 1. In this image, there is an image of the product’s design under the title: "Pin Touch". The product’s body is white, and its power button is shown on its front side with a green light inside the button. In the picture, there are rising pins of different heights from numerous holes placed as a matrix pattern over the design’s surface, which has a horizontal rectangular shape. These pins create a tactile geometry on the surface. There are two small circular shaped fan areas on the side of the product. This is the end of the description of Image 1.]
		
		The educational material designed as part of this project aims to make it easier for persons with visual disabilities to transfer concepts and information they encounter in their school and social lives. Certain important issues have been identified in line with the meetings and discussions held with our NGO design partner during the development process of our project. These issues are;

		
				The educational material that will be developed should be open for use by everyone without any age or group limitations and thus build a common language,

				No one should be disadvantaged in educational environments, and the possible design solution should offer an exemplary interactive communication practice, which would, in turn, be reflected on social life.

				The educational material should transfer the required data, especially the visual content so that everyone can understand them, and it should offer equal access to education opportunities by building a universal language for the transfer of knowledge.

		

		These are the targets set for guiding the design work:

		
				Enabling the transfer of visual and/or conceptual data and ways of transfer, which are available to individuals with no impairment, to individuals with visual impairments,

				Developing a device for information or data transfer for interpersonal social interactions (in the individual’s relationship with their friends or parents),

				Facilitating the communication, interaction, and data transfer between the parent with visual impairment and the child without impairment or between the child with visual impairment and parent without impairment, which affects the child’s development process.

		

		During the first stage of the design process, we focused on using new technologies in educational materials for communication and information transfer. However, it was observed that the educational materials produced for individuals with visual impairment are single dimensional and lack flexibility. Hence it was decided that the PinTouch educational material should offer the required flexibility and support the interaction with social life.

		What is PinTouch?

		PinTouch is a kind of smart surface that enables data transfer and transforms data format for individuals with visual impairment. It will increase accessibility in education and learning issues by offering a new approach to accessing information for students and individuals. However, it is a product that individuals can also use in their social lives in addition to education areas. Pintouch works on the principle of the pins’ downward and upward movement with telescopic structures on a surface by way of exposing them the positive or negative air pressure. The air pressure generated by the air pump engines positioned in the case is transmitted to the individually positioned electronic valves for each pin, and with the received data from ‘ecu’, the air pressure to be transmitted to each pin changes simultaneously. A higher amount of air pressure is transmitted to the pins expected to form the final form’s positive surfaces, while a lower percentage of air pressure is transmitted to the negative surfaces. In this way, the transformation of the surface into different forms can be achieved simultaneously. The design has a mainboard and software that read the desired forms and transfer them as data. With the support of software, the data that will be transferred by Pintouch’s interface will be available through different educational materials, such as smart boards used in schools. This system allows the product to receive and transfer information from the wireless or wired server to which it is connected. In order to ensure the lightness of the product, the material of the bottom case is planned to be made of polyethene, the air conducting pipes will be produced by rubber material, and the pins will be aluminium. PinTouch has ECU, USB port and Bluetooth support for additional data entry.

		
			[image: IMAGE 2. The image shows the designed product as some of its pins raised in the middle area. There is the power button of the device on the right side of the front surface, and it is shown that there is a USB port on the device. Over this image, another picture shows the internal mechanism that rises the pins by using the air pressure. This is the end of the description of Image 2.]
		
		Conclusion

		Many products produced as an “educational material” adopt a stereotypical kind of data transfer. Users often stay within the limits of the product in question and cannot or do not take this interaction with the product beyond their education life. This situation presents an inconsistency related to the acquisition of information and its use concerning real life. PinTouch offers a contrast to these adverse effects. The relationship between the individual and PinTouch is entirely based on personal experience. The individuals with visual impairment can use this design beyond their education life, and they will also have access to information and its transfer which might be needed in their interaction with their peers or their community members. Thus, PinTouch, in a single product, offers a solution for many problems with current educational materials used both as educational materials and interactive transfer tools.

		http://www.inclusivedesignside.org/pintouch

		

	
		Transportation For All

		Design Brief

		To provide the best social integration in the city, everyone should have equal access to all means of transportation and to every kind of vehicle, system and environment offered to the society. These facilities include systems that can be considered as a part of the urban infrastructure such as public transportation, access to public spaces, complementary units such as elevators / overpasses, or urban circulation elements that are important for security, such as traffic lights. In this respect, an improperly established transportation system within the infrastructure will not only affect the quality of life of a large section of the society but will also have important safety concerns for everyone.

		Some of these problems arise from failure to comply with regulations, insufficient audits, inadequacy in feedback mechanisms and violations based on insufficient awareness of their impact on disabled people. In this project call, which concerns all parts of the society, solutions and new perspectives are needed to eliminate the need for “assistance” that disabled people sometimes encounter; and, in this way support the independent transportation of everyone in the best way. This project will be carried out in collaboration with “Six Dots Foundation for the Blind”.

		Certain Areas That Can Be Examined

		
				Access to public transport,

				Access to special vehicles (for the disabled),

				Problems encountered in non-directional / multi-directional city points,

				Problems encountered in traffic lights and crossing areas,

				Accessibility in transportation vehicles,

				Multi-sensory information / directions,

				Accessible route maps etc.

		

		
			[image: Icon of the “Transportation for All” Design Brief.]
		
	

	
	
		Project 7.
	


	
	
		This Way

		
			Design Team.

			Berkay Karanfil
Department of City and Regional Planning

			Açelya İster
Department of City and Regional Planning

			Hakan Özcan
Department of City and Regional Planning

			Simay Gedik
Department of City and Regional Planning

			Muharrem Tonyalı
Department of Industrial Design

			NGO Design Partner.

			EylemYurtsever
Six Dots Foundation for the Blinds

			
				
					[image: Logo of Six Dots Foundation for the Blinds]
				

			

		

		The project aims to widen the scope of safe transit applications on motor highways and build a more accessible transportation system for persons with visual disabilities. The project aims at increasing accessibility in transportation not only for persons with visual disabilities but also for pedestrians with disadvantages in their ability to move and who are not defined within the disability group. The project initially focused on the problems faced by persons with visual disabilities in urban transportation and the use of awkward public spaces; however, the discussions have led the direction to build a mobile application covering the needs of all disadvantaged groups.

		
			[image: IMAGE 1. In the image, under the logo of the "This Way" application developed, there are two persons: a visually impaired man holding a white cane and a woman. These persons are standing in front of a human-sized mobile phone. The image has a round background in light grey and light purple colour. This is the end of the description of Image 1.]
		
		As a result of preliminary research, the NGO presentations and the meetings held with the NGO design partner, numerous challenges and problems faced by persons with visual disabilities during transportation in daily life were identified, and possible solutions were proposed based on these problems. These are the targeted problems to be solved with this project:

		
				The problem about the volume of signals at pedestrian crossings, which is insufficient depending on the traffic density, but at the same time, it is uncomfortable high when the traffic density is low,

				Occupation of the yellow warning strips on the ground at pedestrian crossings,

				Lack of warning signs for people with disabilities at every pedestrian crossing,

				The difficulty of individuals with disabilities to have access to a support vehicle in case of an emergency,

				The challenges faced by individuals with or without disabilities because of possible irregularities on pedestrian sidewalks and due to the disturbance caused by maintenance work,

				The challenges faced by individuals who could be situationally defined as disabled (e.g. people with strollers), particularly in places with dense pedestrian traffic,

				Lack of proper guidance of users with the existing mobile applications on wayfinding.

		

		The application designed within the scope of the project is proposed to operate in conjunction with the existing navigation applications. It is envisaged that the current navigation applications with the built system will be applied to pedestrian traffic in line with the operating principle used for vehicles. Thus, it is aimed at creating an application that would be used not only by persons with visual disabilities but by all pedestrians using this system. The pedestrian density along the designated route will be identified and the user will be forwarded to less dense areas. At the same time, people with disabilities will be directed to the safest pedestrian crossing, and the risks for individuals with all kinds of disadvantages will be minimised. In support of this navigation application, a smart wristband was designed to prevent problems faced by persons with visual disabilities when using pedestrian crossings. This wristband was designed to help users know about the position of traffic lights and guide them.

		Considering the possibility that GPS based data cannot detect the exact point while determining the location of traffic lights and the possibility of deviations in the position of the lights, the project also aims to add a sonar system to traffic lights to minimize such deviations and to enable access to the exact location of the traffic light with the help of the waves emitted from the smart wristband. The smart wristband will only have an on and off button and a panic button, and it will have a simple and functional design. There are two colour options for the smart wristband; the keypad can be customised, and the position of keys is also variant in different colour options.

		The use of application starts with registration. The application allows login with application accounts like Google Maps, Yandex Maps, etc. First-time users are required to enter information like their system username, email address, password and indicate their particular condition if they have any (type of disability, etc). The main reason for adding this section is based on the content of the application’s ability to develop an option for each group of users’ needs. After the registration, the user is forwarded to the main screen where they are given three options on permitting using location information: i.e., ‘always allow’, ‘allow while using the app’ and ‘never’.

		
			[image: IMAGE 2. The image shows four different interface views of the “This Way” application developed in this project. The first view shows the "login" interface; the second view shows the "route creation" interface; the third view shows the "route recording" interface; the fourth view shows the "smart wristband connection" interface. This is the end of the description of Image 2.]
		
		Once the location information is shared, the user is forwarded to the main screen with an upper menu bar including buttons for “emergency needs”, “saved” and “search” and a menu bar at the bottom with buttons for “pedestrian view”, “vehicle view” and buttons for the smart wrist band. When clicked, the button for emergency needs directs the reader to the page with options related to daily needs like market /shopping mall, hospital/health centre, pharmacy, ATMs and police stations. According to the selected location options, the application automatically generates a list of alternative routes for the closest places like market, hospital, etc., and a list showing distances. The application offers the user the closest routes depending on the selections made from the list. In addition to the closest distance calculation, the ThisWay application also offers the user the most convenient and safest route based on their route preferences. The purpose of the application is to calculate the closest route and list the safest and less dense options for comfortable physical transportation and provides alternative routes in this respect.

		One of the differentiating features of the ThisWay app is the wider capability of the routing functionality. The app not only shows users the registered places but also assists users in creating registered places and enables keeping a record of the accessible routes used frequently by individuals with disabilities as well. The ‘search’ button on the upper panel, like map applications, allows user to search their destinations and follow their frequent and existing searches. The menu bar also includes tabs for “profile”, “discover”, “weather condition settings” and “help”. On the settings menu, there are options are for activating or deactivating the smart assistant on start. This application feature makes it easy for the user to connect to the assistant after opening the application without any additional step. The settings menu also has a tab for enabling the ‘colour-blind’ mode for making the app easier to use for the colour-blind individuals.

		The main screen of the app shows the current location, and it is possible to change settings for pedestrian or vehicle mode depending on the type of transportation. If the app is running on pedestrian mode, it can inform the user about traffic density on both sidewalks on wide streets, and it offers an average density data on narrow streets. The app also keeps data in dense areas updated with instant notification capability for users who created an online data point.

		http://www.inclusivedesignside.org/this-way-application

	
	

	
		
			[image: IMAGE 3. The image shows a section of the poster prepared by the students as their end-term submission presenting their “ThisWay” project. This is the end of the description of Image 3.]
		
	

	
		Participation in Economic Life

		Design Brief

		Participation in economic life is not only a right for everyone but also an important requirement of social sustainability. Although legal regulations and incentive mechanisms have been created to increase the participation of disabled people in economic life, the solutions are very limited when it comes to implementation or due to spatial/systemic/digital accessibility problems. Opportunities for the employment of people with disabilities can be seen only in certain areas due to these problems. Their right to contribute in a variety of sectors is being inhibited due to improper or inadequate practices.

		Some of these problems can be eliminated with appropriate design solutions in work environments. In this way, economic independence for people with disabilities may be supported by enabling them to work in many different sectors as well as their participation in economic life. Within the scope of this project, the focus will be on developing solutions for increasing employment of disabled people by using design and ensuring equal conditions in their participation in economic life. This project will be carried out in collaboration with “Six Dots Foundation for the Blind”.

		Certain Areas That Can Be Examined

		
				Accessible workplaces,

				Products used in working places,

				Accessibility of equipment/tools used in specific sectors,

				Arrangement of workspaces with the Principles of Universal Design,

				Solutions for home-office workers,

				Participation in a variety of sectors,

				Accessibility of the training equipment used in professional development,

				Digital accessibility etc.

		

		
			[image: Icon of the “Participation in Economic Life” Design Brief. ]
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		At the beginning of the project, the opportunities for persons with visual disabilities to participate in employment and educational life were investigated. In line with our meetings with the NGO design partner and the previously delivered NGO presentation, issues were identified about the challenges that persons with visual disabilities encounter in economic life and solutions for overcoming these challenges were proposed. The data obtained during the course presentations and through the one-to-one meetings held with our design partner from the Six Dots Foundation for the Blind were scrutinised in detail, and it was decided that the challenges experienced by the persons with visual disabilities in economic life mostly stemmed from problems these individuals had in their education life and the lack of awareness in families about this issue. As a result, a campaign’s design was decided to be developed to provide a solution to the issue.

		
			[image: IMAGE 1. In the image, there are two children, one sitting on the left and the other inside a maze on the right. The sitting child is visually impaired, and on the table in front of him, there is a rectangular-shaped toy representing a maze with a toy person inside. At the right side of the image, it is shown that the same maze was created in the real space and the other child is standing inside of it. The visually impaired child directs the other child inside the maze to exit using the toy in front of him. This is the end of the description of Image 1.]
		
		“A Future Without Barriers” Campaign

		Children with visual disabilities and their families living in Turkey’s eastern regions were selected as the campaign’s target audience. The reason for targeting the Eastern regions of the country is that the families with children with visual disabilities are less likely to be educated, and it is more difficult for them to access information in this respect. Following the interviews and meetings, it was found out that the most challenging reason for persons with visual disabilities’ having difficulty in holding on to their work lives is due to their families’ rather protective behaviour towards their children and lack of awareness. Families tend to isolate their children with disabilities from the outer world. Unfortunately, these children can only build their relationship with the outer world through their families, and they are not allowed to face any challenges by themselves. Therefore, children feel frightened and insecure when confronted with the external world later in their lives. This problem is also reflected in their educational lives. A significant part of children with disabilities, unfortunately, does not continue their education after primary or secondary school. Ultimately, this lack of self-confidence and sufficient capabilities and skills to be self-reliant cause people with visual disabilities to face significant challenges to become a part of economic life. The suggested campaign aims to educate and raise the awareness of families having children with visual disabilities and enable their children to become stronger individuals in their future work-life by giving them the required self-esteem and skillsets at an early age.

		
			[image: IMAGE 2. The image presents two drawings of the product designed to create a maze game in a real environment, designed as two interlocking parts. The product is shown from two different angles. This is the end of the description of Image 2.]
		
		It was also aimed that various seminars and lectures for families will be organised to increase their empathy with their children with visual disabilities and educate them about their children’s psychological developmental stages to support their development as becoming independent individuals. It is planned that individuals with visual impairments who have been successful both in education and work-life will be invited to deliver motivational speeches, enabling families through these speeches to see the real potential in their children. An environment where families in similar situations can come together and share their experiences will be provided to show them that they are not alone in overcoming problems. It is also planned that a consultant for each family will be appointed. The consultant will be in regular contact with the family and support the family as a person they can always consult and get help from, throughout their learning and awareness process.

		Within the project’s scope, there will also be informative seminars and lectures for teachers who will be teaching children with visual disabilities. Thus, it is aimed that other parents and students will also have a chance to raise their awareness of their children with visual disabilities through these teachers. It was intended that the campaign will increase the number of children with visual disabilities participating in education life and will enable them to receive education in a more tolerant and emphatic environment with fewer barriers throughout their education life. It is also planned that various applications and products that can support children with visual disabilities in their daily lives and at schools will be introduced. The financial support will be obtained through these product promotion activities, and hence, the project’s sustainability will be guaranteed. As designed as a social campaign, the project also includes a modular playground design where children with visual disabilities can socialise with other children. These playgrounds are planned to be built in schoolyards where children can play and interact with each other when their families participate in the seminars.

		http://www.inclusivedesignside.org/future-without-barriers

	

	
		
			[image: IMAGE 3. The image shows a section of the poster prepared by the students as their end-term submission presenting their “An Accessible Future Campaign” project. This is the end of the description of Image 3.]
		
	

	
		Independent Access

		Design Brief

		Independent access is a requirement that contains many aspects of our daily lives from accessing cultural activities in the city to education, health and participation in economic life. Many problems that are encountered in the city and which we sometimes ignore, present obstacles in the access of disabled people to the services/facilities provided as a part of the urban infrastructure. In some cases, these services/facilities are also incompatible with the assistive devices currently used by disabled people. They result in the prevention of independent access. When it is evaluated by visually impaired people, poor practices within the urban infrastructure cause inconsistency of the solutions offered and may even result in their misdirection or lack of orientation.

		One another concern is that the information and directions presented in the city are mostly visual. For these reasons, the need for “assistance” in certain situations becomes inevitable, even though in many cases this can be eliminated by providing correct design solutions. Independent access is a necessity for everyone, and within the scope of this project. Firstly, the problems that prevent access to services/facilities within the city may be researched and then the solutions that can provide a better urban experience for all will be developed. This project will be carried out in collaboration with “Six Dots Foundation for the Blind”.

		Certain Areas That Can Be Examined

		
				Direction systems used in the City,

				Creating a common language for direction systems,

				Multi-sensory solutions,

				Accessible information systems,

				Easy access to all kinds of urban services,

				Accessible digital solutions,

				Independent access to transportation systems,

				Unassisted endpoint transportation etc.

		

		
			[image: Icon of the “Independent Access” Design Brief.]
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		Independence is a fundamental need of human beings. Undoubtedly, we all desire to be independent, not being limited with restrictions, and above all, to continue our lives without depending on someone else. Although we may not always be aware of how vital being independent is for us, this issue holds vital importance, especially for individuals with disabilities. Our project aims at providing individuals with disabilities the right to live independently and move freely in the cities.

		
			[image: IMAGE 1. The image is divided into two parts. In the left part, there is the photograph of a tactile surface on which persons’ feet can stumble because one end of it is detached from the floor. Below, another photograph shows tactile paving that turns around objects on the pavement due to inappropriately placed urban furniture. There are two double-pictures in the upper-right part of the image, each showing both the improperly placed urban furniture and how the correct positioning should be. The first double-picture shows a large flowerpot placed on the tactile paving, and then shows the situation where the flowerpot is removed. The other double-picture shows a narrow pavement, firstly with metal fences at its right side, and then the widened pavement and removed fences. Below these double-pictures, there are drawings of the multangular surface proposed within the project’s scope and its possible application patterns. This is the end of the description of Image 1.]
		
		The challenges faced by individuals with disabilities during their urban transportation were identified in the first phase of our study. Our interviews with the NGO design partner have guided our research on identifying these problems and enabled us to reach major problematic areas. The difficulties in determining the direction at intersection points in the city, deciding on the flow of direction of stairs on escalators, and similarly, not being able to determine the direction of the subway train while waiting at the subway platforms could be listed among the key problem areas encountered by disabled persons. It was found out that the difficulty in determining the direction itself is the root cause of these problems we identified, and therefore, our project has focused on the concept of ‘Direction’ to recommend a solution for this issue.

		Design Focus

		The solution aimed at facilitating the independent movement of persons with visual disabilities by improving the existing tactile paving system in current use. Thus, a new guide track system was developed, which was named as ‘multangular surface’. Thanks to the new guide track system, a new approach has been developed that will provide orientation in advance with 45 degrees instead of 90 degrees of turn due to using the existing straight guide track placed horizontally to orientate the person with visual disability. This approach was discussed with the NGO design partner, and it was concluded that it could be useful. Our design team also learned how the existing tactile paving system works along with the widely used white cane techniques through these discussions. In this way, with the help of the multangular surface that we developed, some layout suggestions were also proposed to facilitate orientation in certain public spaces.

		
			[image: IMAGE 2. The Figure is divided into two parts as upper and lower. There are images of how the tactile paving should be placed on sidewalks and metro stations in the upper part. The lower part shows the drawings for the possible application patterns of the multangular surface developed within this project. Below these images, it writes "Accessible Areas, Independent Lives". All these images are presented over a brick wall textured round background. This is the end of the description of Image 2.]
		
		As a result of the meetings with the course tutors in the following stages of the project, it was decided to focus on and develop a solution proposal on places in the city, where all pedestrians, and therefore, all persons with visual disabilities have trouble frequently. Arrangement of sidewalks is one of those challenges, and research was carried out to gather more information on this issue. The NGO design partner also reflected that sidewalk arrangements in our country, especially in Istanbul, do not follow a standard. Unfortunately, it was observed that the tactile paving on sidewalks, generally referred to as “yellow lines”, cannot function in our country due to the obstacles placed around these lines. Normally persons with visual disabilities should be able to move over these tactile/guiding surfaces with their white canes; however, it became evident that they walk along the edge of the tactile paving because of the inappropriate sidewalk arrangements, as well as the obstacles placed over them.

		In addition to these findings, it was decided that the developed navigation system would benefit an integrated technological module to facilitate the independent movement of persons with visual disabilities in urban areas. For this purpose, an information button was designed to support persons who require information to find a location, regardless of having a disability or not. When the user presses the button and says where they want to go, the system senses and processes the audio message with its internal software, and then, can guide the user by presenting the required information. The system aims to build a support mechanism that will aid persons with visual disabilities who face challenges during their independent movement in urban areas. These devices will be placed at specific locations within the city, especially at public transportation stations. By this means, a unique support system will be built, which can be used by all.

		Conclusion

		Based on the concept of independent movement, the project we have developed made it clear that even the good systems might fail because of the underlying issues caused by wrong applications. Within the scope of our project, sample layout arrangements of tactile paving, which can be used in public spaces and urban systems for persons with visual disabilities, were created. In addition to the new tactile guiding arrangements and the information button system, our project has another output, a guiding document titled “Guideline of Standards for Persons with Visual Disabilities” to assist designers accordingly.

		http://www.inclusivedesignside.org/accessible-areas-independent-lives-a9e529

	

	
		Participation in Cultural and Social Life

		Design Brief

		Urban spaces and the solutions they provide for people have a significant impact on social interaction and cultural development. These environments include different places from restaurants and parks to museums, theatres, cinemas and concert venues where social and cultural interactions occur and include the systems or products used inside as a whole. In addition to the problems regarding the accessibility of disabled people to many events or cultural venues the available solutions in certain locations that are considered accessible are not always providing equal access for disabled people. Considering that there are approximately 12% disabled people in Turkey, it is an undeniable fact that people who cannot access cultural and social services as a result of improper practices form a large part of their community and society.

		Barrier-free tourism opportunities are also important to consider in terms of social sustainability. In addition to ensuring equal access, this will enhance the city’s identity positively on a global stage. This project call focuses on identifying problems that prevent everyone from accessing social and cultural urban spaces to provide better solutions for everyone. This project will be carried out in collaboration with “Spinal Cord Paralytics Association of Turkey”.

		Certain Areas That Can Be Examined

		
				Common areas such as restaurants, shopping malls,

				Areas to support cultural development,

				Accessibility for all to different cultural activities under equal conditions,

				Requirements regarding open and closed areas,

				Access to information,

				Barrier-free tourism etc.

		

		
			[image: Icon of the “Participation in Cultural and Social Life” Design Brief.]
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		Our cultural assets and their surroundings with wide social opportunities are places visited by people for aesthetic pleasure and satisfaction and reflect the country’s culture and history. Therefore, in all countries, all segments of society should be able to visit cultural assets. However, it may not be possible for each individual to have access to these areas. The negative situation in these areas where access opportunities should be most favourable cannot meet many universal design principles, especially equitable use. So, we started our research process in order to bring a solution to this problem. During the interviews with our NGO design partner whom we work within this process, we learnt that transportation and visiting are almost impossibly limited on routes used to access these areas. The Galata Tower and its surroundings, which is one of the important cultural assets, was decided as the project site to turn this area accessible for the visit of all individuals and offer the required aesthetic pleasure.

		
			[image: IMAGE 1. The image consists of three sections horizontally. On the left, a male wheelchair user is shown on the designed tRail station’s transportation platform, looking at the screen of the tRail kiosk on his left. The tRail kiosk is in an upright rectangular shape with a digital screen at its upper area, and there is a circular tRail sign on a metal pole next to it. The middle part of the image is divided into sections in vertical. In the upper part, there are two visuals of the tRail mobile application’s interface. Below, there are two views of the tRail kiosk interface. The right side of the image shows the kiosk at the tRail station and its sign on the metal pole next to it separately. This is the end of the description of Image 1.]
		
		Selection Of The Project Site

		Routes and streets used for access to Galata Tower and its surroundings were studied. The irregular planning that we had observed in most of the routes and streets used for accessing this area, the narrow sidewalks and the vehicle and people density in these areas had made determining project site difficult. At the end of that process, Galip Dede Street was decided to be the most suitable site for us. Galip Dede Street starts from a wide area, which has fewer people and vehicle density, at the cross-section of the Karaköy-Taksim Tunnel and Şişhane Subway Station exit. Besides, the fact that this street is directly connected to Galata Tower was also a factor for selecting this street as the project site.

		Design Solution

		It was decided that the designed solution should have integrity as part of the urban texture, should have its own area, as well as, make the site unique even if would be a mild change. Also, it had to be a solution that should enable individuals using wheelchairs to meet their transportation need without any assistance, as this was one of our initial goals in this project. In this direction, we have decided to develop a project that would not cover a large space, to avoid its possible confliction to other systems under the ground. Since the proposed system will be applied on a one-way street, we have positioned our system on the sidewalk. As a result of our interview with our NGO design partner, we have learned that it should allow flexibility on its surface size because there is no single standard size for wheelchairs. Therefore, the design should have been a system that can adjust itself, specifically for different users’ requirements. The single piece of the surface where the wheelchair will be placed would be contradicting our concerns about the project’s intended goals and our solution to add system details for safety. Therefore, we designed this surface as symmetrical, with two different surfaces, each having a front and a rear wheel. In order to change the size of the frame (expand, narrow or shorten) during its use, we have designed additional hidden surfaces within the main bodies.

		
			[image: IMAGE 2. In the image, there is a wheelchair user in front of the transportation platform at the tRail station, who looks at the screen at the top of the vertical rectangular kiosk unit. There is a round-shaped tRail sign placed on a metal pole to the right of the kiosk unit. This is the end of the description of Image 2.]
		
		Besides, to enable users to gain time and make it easier for them to find the stations, we have decided to offer an additional solution supporting the tRail machines. As a result, by supporting the system with a mobile app, we enable users to keep their information online with their memberships. With the tRail application, once member users login the tRail machines at the stations, the system will automatically start to personalise itself to the size of the registered wheelchair and thus the user will not have to enter additional information to the machine again. At the same time, the app will show tRail stops in the city, so users can easily see the nearest stop and reach it with the navigation feature.

		Conclusion

		The project has evolved into an easily accessible and easy-to-use system, which can be personalised for different users, supported by additional technological features. The fact that the area covered by our system and its features can be applied to other regions also met one of the main objectives that was determined at the beginning of our project. The project has been finalized with the wish that the system we have developed could be applied not only to Galata Tower and its surroundings but to all places with similar characteristics in our city, country, and the world at large, and hopefully be a step to overcome barriers.

		http://www.inclusivedesignside.org/trail-eng
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		Games are fun activities that play an important role in the development of intelligence and skills in children, and allow them to have a good time. Playgrounds are important meeting places where children can meet. All children have the right to play games, so the playgrounds should be designed equally accessible to all children. Children with or without disabilities should be able to play together for their development. Hence, universal design principles are essential tools for designing playgrounds accessible for all children. This study aims to design an inclusive playground in Sanatkârlar Parkı (Artisans’ Park) of Istanbul with the title ‘Playing Together Without Barriers’, and we have worked together with our NGO design partner during the process.

		
			[image: IMAGE 1. In the image, there are six pictures of accessible playgrounds designed as a part of the project. These six playgrounds are shown in three columns: left, middle and right. There is a picture of the climbing area designed at the top-left, and the basketball hoop area designed at different heights below. There is a picture of the sensory playground area in the top-middle, and the labyrinth playground below. There is the picture of the sensory tunnel with colourful spherical surfaces at the top-right of the image, and the sandbox area’s picture designed at different heights below. This is the end of the description of Image 1.]
		
		The study is based on using the principles of universal design to design playgrounds and toys for children. For this purpose, firstly the land structure was analysed, observations were made, standards in written sources on the subject were examined, and discussions were made with the NGO design partner. Designing spaces that will not cause any restrictions to allow children to play together is the most crucial step in preventing discrimination. The main goal is designing open spaces with the high game, movement, and communication values in the playgrounds, which is intended for everyone.

		Design Criteria

		Children’s requirements for entertaining, rest and basic education vary according to their developmental stages. That is why attention is paid to the age factor in the planning of children’s playgrounds. In addition to this, playgrounds for children should be equipped with natural materials and designed in proper sizes to allow children from different age groups to play together in free or/and ruled games.

		According to the laws and regulations, a children’s playground should be approximately 2.1 m2 per person. Besides, the proximity of playgrounds to residential areas, housing and schools, areas of influence, accessibility, climatic conditions in which it is located, traffic safety and its relation with the surrounding green areas play an important role. When planning playgrounds, it is preferable to be usable all year round. Therefore, the effects of the summer sun and winter winds should be taken into account. The field of study is analysed in the context of these criteria and the playground is positioned in the terrain according to the results of this analysis.

		
			[image: IMAGE 2. A top view of the "Artisans’ Park of Istanbul" is shown in the image. This plan also points out the locations of the safe skateboard area, seesaw area and swing area designed within the project’s scope. This is the end of the description of Image 2.]
		
		Istanbul Sanatkârlar Parkı (Artisans’ Park), the project area, has a location overlooking the sea and open to the winds. It has a sloping topography on Meclis-i Mebusan Street. The project area designated within the park is located next to the recently built social facility, near the Tophane-i Amire Museum, where there is a need for a playground for children. It has an important location which is close to Fındıklı campus of Mimar Sinan Fine Arts University.

		During the first phase of the design, children’s playground and equipment were examined according to the planning and universal design criteria, and the conceptual framework was established. In the second stage, the spatial analysis was performed by examining the area’s relation to the environment. According to these analyses, a design concept is established for an inclusive playground for children in unity with nature and in the size of a neighbourhood park. Finally, the plan and perspective views of the area had been prepared with computer-aided design tools. Support was received from the NGO design partner during the design study.

		“Playing Together Without Barriers”

		The “Playing Together Without Barriers” project aims to design open places with a high playing, movement, and communication value. An integrative element of this goal is to have a non-discriminatory design. It is possible to say that design work involving people with disabilities will also provide beneficial and positive contributions to everyone. Therefore, the design of non-discriminatory playgrounds was arranged following universal design principles, allowing children to play together with other family members of children with disabilities, their friends, and other companions. ‘Play tunnels’ were designed as part of the project to develop children’s senses of seeing, hearing, touching, and smelling. It is decided that colourful flowery plants for seeing, vocal toys and tablets for hearing, plants with aromatic scents like lavender and jasmine for smelling and tree textures and animal reliefs for touching will be used. In addition to these, a sandpit has been designed, and a positive contribution has been made to enable all children to discharge their energy. Plant designs that reflect the transition of seasons in the field and informative boards and stimuli like water sound, wind-bell, etc. for orientation at focal points have been used. With this study, it is aimed to design an inclusive children’s playground that supports children’s brain development and creativity.

		http://www.inclusivedesignside.org/play-together

	

	
		Participation in Public Life

		Design Brief

		Increasing the use of urban spaces where social interaction can be ensured at every moment of daily life will enhance the social development of the people living in the cities, as well as their “well-being”, by supporting the interaction between people and nature. Although public spaces may vary in terms of environmental, structural, cultural, regional, climatic and many other concepts/variables, it is a common requirement to provide access opportunities for everyone. If the right design solutions are offered in this respect, many beneficiaries, especially disabled people, will have equal access.

		Although it is a legal obligation to support the access of the designed environments with wheelchairs, the related obligations are not always properly addressed in the early implementation phases. Also, solutions that exist do not always appear to serve their purpose due to poor design that may be the result of inadequate audits and insights. These solutions may be related to the specific areas themselves or they may include the services provided in these areas. In this project call, solutions will be sought for everyone, which can maximize public participation, regardless of open or closed areas. This project will be carried out in collaboration with “Spinal Cord Paralytics Association of Turkey”.

		Certain Areas That Can Be Examined

		
				Access to public spaces and circulation,

				Person-person or person-nature interaction,

				Open and closed public spaces,

				Services offered in public places,

				Environmental compatibility with assistive devices such as wheelchairs,

				Public information systems,

				Moving independently in the public spaces etc.

		

		
			[image: Icon of the “Participation in Public Life” Design Brief.]
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		Within the frameworks of disability and accessibility, this project aims to enable individuals with disabilities to travel without needing any assistance and to participate in public and social life by turning cities accessible for everyone. In this context, an inclusive, sustainable, and participatory mobile application has been designed to solve problems in urban transportation for individuals, with and without disabilities.

		
			[image: IMAGE 1. The image starts with the heading "Route for All". There is the project logo consisting of blue and yellow building blocks and location marks on the left side of this heading. Under the heading, it writes: "Accessible Map Application: This is a map application aims to appeal every in the society by minimizing obstacles and creating the most suitable and unobstructed route for the user and allows users to discover and share new routes, places and activities". Different drawings are placed under four different headings under this explanation. The first heading, "Navigation", is defined by the drawing of a man standing in front of a zoomed navigation screen, holding a mobile phone. Under the heading, there is the description: "Traveling safely and comfortably with the most suitable and barrier-free route for all users with disabilities or special conditions". The second heading, "Report", is defined by a drawing of a pair of hands holding the phone horizontally. Under the heading, there is the explanation: "Becoming a part of a project and contributing to overcoming obstacles people encounter and creating a more accessible environment by cooperating with buradaengellendim.com website". The third heading, "Discover", is shown with a drawing of a young man walking with a phone in his hand. Under the heading, it writes: "Being able to explore places, routes, activities without barriers according to your interests, taking a more active role in public life". The fourth heading, "Share," is represented as drawing of a hand holding a phone with a human image on its screen. Under the title, there is the explanation: "A platform where you can share your experiences, opinions, discoveries and discover new things". To the right of the image, there is the drawing of a phone screen, showing a route created with the "Route for All" application, and is displayed on the city map. This is the end of the description of Image 1.]
		
		When determining the project theme, the NGO design partner was consulted, and the problems faced by wheelchair users regarding transportation in the city and their participation in public life were identified. The most important area of problems preventing the participation of individuals in public space and social life is urban transportation due to its related problems. The internet site named “buradaengellendim.com”, which was created by the Spinal Cord Paralytics Association of Turkey-SCPAT, which is the organisation of our NGO design partner, provides a solution to the problems faced by wheelchair users in this respect. The internet site works as a platform to inform relevant bodies about challenging situations that wheelchair users face during their transportation inside the city -such as sidewalks, parking problems, temporary constructions and certain urban furniture that hamper continuity of transportation- by posting the photographs of the problems and sharing their locations.

		This project, conducted within the course of Social Responsibility Practices, was aimed to focus on the problems that individuals with physical disabilities face in urban transportation and to offer equitable participation of every individual in urban life. In this direction, based on the importance of technology in our lives and the active use of navigation applications, it is aimed to design an application that will enable the development and dissemination of the “buradaengellendim.com” website.

		
			[image: IMAGE 2. The diagram shows 36 different interface screens of the "Route for All" mobile application developed within the project’s scope, and the flow relationship of these interfaces. This is the end of the description of Image 2.]
		
		The Route for All application is designed to meet all user groups’ spatial, social and individual needs. The application is intended not only for a group of users but also for all users to inform them about the obstacles and present the most appropriate route depending on their chronic, temporary or situational needs. In the design process, the intention of creating a participatory app has been emphasized. It is intended to be not only a navigation application that offers a route for the required destination, but also an inclusive act which offers users certain additional features like making a list of and rating the routes that they experienced, and so forth.

		Design of The Interface

		Users can enter their accessibility needs (chronic, temporary or situational needs) in the “Profile” section of the app and thus the “Routes” and “Discover” sections will be specialized depending on their needs. When users choose their destination from the “Maps” section, they will be suggested the most convenient routes for themselves. The route will include information about previous experiences and recorded routes of other users who have similar needs; thus, users will be able to share their experiences or the challenging situations along the route. The convenience of the route for the type of disability will be shown in different colours, and the thickness of route lines will be in parallel with the frequency of usage of the route. The obstacles on the route will be shown with the “buradaengellendim.com” icon on the “Maps” section and thus their solution will be supported. The suggested routes can be merged with different routes that have previously been used by other users so that new routes can be calculated. The saved routes of users can be based on previous routes which have already been experienced and recorded by themselves or suggested by the app during their transportation. Comments about users’ experiences can be added to the routes that have not been previously experienced, which means that wheelchair users will be able to save and define the obstacles on the route -such as an inappropriate slope of a ramp, steps, obstacles on sidewalks, and so forth- which are not suitable for a wheelchair user. With the “Saved Routes” section, users will be able to save routes that they have used or personally experienced such as home, work, school, so that someone else can use them. Saving the routes and notification of obstacles will decrease the number of problems in urban transportation in one hand, on the other hand, it will offer a kind of basis for municipalities to carry out their work on the accessibility in neighbourhoods.

		Thanks to the “Discover” section, which includes the suggestions for barrier-free spaces, routes, activities and preferred locations, it is aimed to contribute to the participation in public and social life. The app can be personalised by storing the “Discover” section’s experienced routes into the section of “Saved”. In the “Profile” section, the badges are used as a tool to promote the use of these features.

		Public Benefit and Sustainability

		The designed Route for All application aims at contributing to the improvement of society by way of providing solutions for the challenges faced by individuals with disabilities in their participation in public life. The fact that it is integrated with the participatory “buradaengellendim.com” process is crucial in solving issues through updates, ensuring permanent solutions, and enabling sustainability.

	
	http://www.inclusivedesignside.org/route-for-everyone
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		Public spaces should be arranged under everyone’s access and use in the city; especially the coastal access should be designed with appropriate standards to enable disadvantaged groups’/wheelchair users’ use and access. Within the framework of the project, we have worked with The Spinal Cord Paralytics Association of Turkey concerning participation in public life, and the issues and potentials in public spaces in the city were identified with the NGO design partner. These issues and potentials have been further studied with the synthesis study and the “Guide for Barrier-Free Coasts” was prepared that focus on coastal areas from the perspective of equal participation in public life. The guide in question was developed as a model based on the coastal area of Perşembe Pazarı.

		
			[image: IMAGE 1. In the upper side of the image, there are eight concepts written: "Contextuality", "Character", "Adaptability", "Awareness", "Publicity", "Connection", "Diversity" and "Accessibility". Below, there is a perspective drawing of the Istanbul Persembe Pazari coastal area, which has been reinterpreted within the project’s scope by implementing these concepts into design. The coastal area is presented holistically from a distance. This is the end of the description of Image 1.]
		
		At the beginning of the project, possible design directions were evaluated with the NGO design partner. A consensus was reached to prepare a “Coastal Design Guide” for public spaces and agreed upon that this will be demonstrated on a sample location, and thus, the Perşembe Pazarı coastal area was re-interpreted by 3D modelling based on the relevant guiding criteria. The study was also related to “awareness-raising” intention. The coastal area of Perşembe Pazarı, which is located at the centre of Istanbul, has been chosen for its location, urban landscape value, and suitability for all city dwellers’ accessibility and public use. In order to make the principle-based design interventions more understandable, certain fundamental notes on the coastal design were taken through a literature study before the 3D modelling stage. The principles were determined based on the concepts common in different resources and were considered the criteria to be included in the design guide to meet user expectations regarding the design of coastal areas.

		The Principles of the Guide for Barrier-Free Coasts

		
				Accessibility: Public spaces can be described as areas where interaction and circulation are intense in the city. Ensuring that it is used equally and fairly by everyone will allow social interactions to occur. As one of the most critical elements of urban life, public spaces should be designed considering everyone’s access and use. Surrounding street connections, public transportation, pedestrian crossings, accessibility to open spaces are factors affecting accessibility. Areas of which are designed for accessibility are the ones that are heavily occupied by users. The provision of access to public spaces for individuals with disabilities and enabling them to use space comfortably are directly connected with the concept of accessibility. Following this principle, pedestrian paths, ramps, railings, stairs, landscaping, urban furniture and areas for resting in public spaces should be designed in accordance with users’ needs. Thus, a holistic design approach will contribute to the creation of more habitable environments.

				Diversity: One of the most important indicators of the quality of public space is its diversity. The concept of diversity can be considered concerning factors like different activities and usage times for different users and flexibility in using the space. With this concept, it is possible to create combined usage areas for different individuals open to being used by all and increase the public space’s quality in question. The combined usage areas can be related to one another to contribute to the improvement of the space.

				Awareness: Public spaces are areas that are open to everyone’s use. The designs that appeal to all users, including individuals with disabilities and create easy-to-use spaces, will play a critical role in raising awareness of the needs of disadvantaged groups, not only in public spaces but also in urban life.

				Character: One of the most important factors shaping the public space is its character, which specifies areas of interest of the users of public spaces. Factors such as size, scale, historical memory, typology can be listed as the elements that constitute the character of public space. When starting the design, the texture, scale, cultural values, and the characteristics of the users of the region should be considered.

				Connection: One of the most important criteria that determine the quality of public spaces is the principle of connection. This principle in public areas can be indirectly associated with the principle of accessibility. Public spaces with strong environmental connections are also diversified in terms of their target user.

				Publicness: City-dwellers develop social relations through encounters in public spaces within the public sphere. Therefore, in line with the principle of publicness, it should be aimed to realize the design of space where individuals can move freely.

				Adaptability: It is important for the designed areas, as part of the design and application process and in line with the design principle of adaptability, to consider changing needs, and to include adaptable properties which could be applied to other areas as well. When designing public spaces following the principle of contextuality, first of all, the texture of the region, scale, cultural values, the user audience must be considered.

		

		
			[image: IMAGE 2. The image shows four different pictures of the reinterpretation of “Istanbul Persembe Pazari” coastal area: three at the top and one at the bottom. In the above pictures, accessible ramps, railings that provide a safety barrier between the sea and the persons, and piers that extend towards the sea are shown respectively. The reinterpreted “Istanbul Persembe Pazari” coastal area is shown as a whole from a distance in the image below. This is the end of the description of Image 2.]
		
		The main idea of the project is to enable individuals with disabilities to use the coastal areas without any barriers and at the same time, offer all users a comfortable spatial experience. With the example of the coastal area of Perşembe Pazarı, it was shown that the obstacles exist in spatial arrangements. Individuals who have difficulties in participating in public life experience problems in accessibility not because of their impairments/disabilities, but due to the disadvantages caused by the design of public spaces themselves. The suggested project aims at resolving these issues.

		http://www.inclusivedesignside.org/a-guide-for-barrier-free-shores
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		At the beginning of our project, which focuses on the issue of participation in social life, we have come together with our NGO partner from The Spinal Cord Paralytics Association of Turkey and identified problems related to the use of wheelchairs in the light of individual and observational experiences. It was observed during these meetings that the expressed difficulties exist both in the house and in public spaces, and these are mostly ignored by the majority of people. The fact that it is impossible to walk along a street without any obstacles due to use of wrong ramps, cars parked at the beginning of ramps, damaged roads, and fluctuations in elevation, using stairs due to the lack of ramps in most places in Istanbul are some of the issues we have identified with our NGO partner. Our NGO partner has stated that wheelchair users have difficulty in participating in public life because of these problems.

		
			[image: IMAGE 1. The image consists of five drawings, as two at the top and three at the bottom. At the top drawings, two side views of the designed product present how a wheelchair user is positioned near the designed table, and the area that this person can access on the table surface. Below, three drawings show, from a top view, how the wheelchair user approaches the table, and the user’s relationship with benches. There are three benches on sides of the hexagonal table. The drawings show that two of the remaining three sides, where there are no benches are expanded to create areas where the wheelchair user can easily approach. This is the end of the description of Image 1.]
		
		Following our meetings held to open the design brief we are focusing on; we have decided to develop a sample urban arrangement as a solution approach, and the issue has been discussed in detail. After the meetings we had with our NGO partner and the academics responsible for the Social Responsibility Practices course, we have narrowed down our project’s scope and decided to focus on one public product that poses a current problem. Accordingly, with the guidance of NGO design partner, picnic tables used in public areas were determined as the scope of our project.

		An Accessible Picnic Experience

		When we mentioned our NGO design partner about what we wanted to do for socialization points in public areas, she has informed us that wheelchair users had difficulty interacting with the picnic tables and thus wheelchair users had an obstacle in terms of accessibility and participation in such social gatherings in public spaces.

		Before starting with the conceptual work, sitting components and benches used in public spaces and which are said to be accessible for wheelchair users were studied as a reference point. However, the study has revealed that the sitting components were quite similar to one another, and there is a lack of variety with existing designs being suitable for one-sided sitting only.

		
			[image: IMAGE 2. The image shows perspective views of the designed product from three different angles. The central image shows the hexagonal table of the product positioned on the lawn, the seating benches on the three sides of the table, the square canopy over the table and the solar cells on the canopy. In the image above, the drawing of table with its canopy is placed into a realistic outside environment and positioned under a tree. Buildings appear on the left side of the image behind the table. In the image below, the table’s drawing is placed by the sea, and the buildings to the right provide a realistic context. This is the end of the description of Image 2.]
		
		Based on our research, our design process first focused on determining the number of people. Within this framework and in line with an ideal usage scenario, it was decided that there was a need for a design which would be for two wheelchair users, but which could be used by a maximum of eight people and which would be able to include crowded groups as well. Based on our stylistic trials, we have decided that the social interaction and communication could be reflected with the hexagonal form efficiently, and the following sketching work has been developed accordingly.

		Features Of The Design

		For durability and applicability of the materials to be used in our design, we have decided to use timber for tables and benches and galvanized steel for the bearing parts. Galvanized steel is produced by coating steel with zinc in high temperatures, and the material thus becomes durable and easy to maintain. Our research has also shown that these materials, suitable for external spaces, are also efficient in terms of applicability.

		During our discussion on the stylistic and applied features of the design, we have also noticed a need for a charging unit to answer the needs of battery-powered wheelchair users. This would also ensure and improve product-user interaction. The use of battery-powered wheelchairs is becoming more common, and in order to make the design more inclusive, the required plug has been mounted on the fixed banks of the table. It is thought that solar energy could be used to make the use of plugs free of charge and eliminate the need for infrastructure. Considering that Turkey is advantaged in terms of the number of sunny days and the efficiency of a solution designed as such, the design’s sunshades have been equipped with solar panels. Thus, a self-sufficient picnic table, generating its own energy, has been designed. The design will enable everyone to charge their personal products and where battery-powered wheelchair users can charge their devices. We think our design offers a solution which can contribute to social interaction in public areas not only for individuals with disabilities for all people and that it can also offer a good picnic experience.

		http://www.inclusivedesignside.org/accessible-picnic-table
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