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•  what	
  is	
  accomplished	
  (lens:	
  instructor’s	
  roles)	
  
•  opportuni3es	
  to	
  learn	
  how	
  designs	
  (can)	
  func3on	
  
as	
  rhetorical	
  devices	
  for	
  	
  
–  engaging	
  persuasively	
  with	
  clients	
  
–  evolving	
  design	
  proposals	
  

•  rela3on	
  to	
  becoming	
  a	
  designer	
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  method	
  3	
  

Selec3on	
  through	
  
	
  theore3cal	
  sensi3vi3es	
  
	
  interests	
  &	
  	
  mo3va3ons	
  

Discipline	
  of	
  	
  
	
  discourse	
  analysis	
  

Organising	
  framework	
  of	
  	
  
	
  others’	
  work	
  on	
  studio	
  crits	
  	
  



	
  	
  	
  data	
  selected	
  	
   	
   	
   	
   	
   	
   	
   	
   	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  n.b.	
  this	
  is	
  part	
  of	
  method	
  
	
  
Industrial	
  Design	
  (Junior)	
  

ü  formal	
  educa3on	
  in	
  a	
  design	
  discipline	
  
ü project	
  has	
  external	
  client	
  	
  	
  
ü  some	
  stakes	
  beyond	
  fulfilling	
  the	
  curriculum	
  requirements	
  

	
   	
  	
  	
  	
  	
  1-­‐ID-­‐jr	
  	
  	
  	
  	
  	
  2-­‐ID-­‐jr	
  	
  	
  	
  	
  	
  3-­‐ID-­‐jr	
  	
  	
  	
  	
  	
  4-­‐ID-­‐jr	
  	
  	
  	
  	
  	
  5-­‐ID-­‐jr	
  	
  

1:1	
  crits	
  student	
  with	
  instructor	
  1-­‐	
  ID-­‐jr	
  2-­‐ID-­‐jr	
  [&	
  4-­‐ID-­‐jr]	
  	
  
ü  task	
  focus	
  
ü designer	
  forma3on	
  focus	
  

mee3ngs	
  with/presenta3ons	
  to	
  clients	
  3-­‐ID-­‐jr	
  &	
  5-­‐ID-­‐jr	
  
•  task	
  focus	
  only	
  	
  

	
   	
  	
  	
  	
  1-­‐ID-­‐jr:	
  two	
  examples	
  	
  &	
  	
  2-­‐ID-­‐jr:	
  three	
  examples	
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  situa2on	
  of	
  the	
  crits	
  
Physical	
  and	
  temporal	
  se^ng	
  	
  

•  	
   ownership	
  of	
  space,	
  agenda	
  
	
  
Underlying	
  design	
  process	
  
	
  	
  

Discourse	
  characteris3cs	
  
	
  educa3onal	
  sphere	
  

•  students	
  conform	
  to	
  the	
  instructor-­‐student	
  rela3onship	
  	
  
	
  professional	
  sphere	
  

•  inculca3on	
  (forceful	
  ins3lla3on)	
  into	
  profession	
  –	
  social	
  
iden3ty	
  



!

30

generation of a concept by the designer, usually after some 
initial exploration of the ill-defi ned problem space.”

Cross’s model includes communication as a fi nal stage. 
Archer (1963) may have been the fi rst to include communi-
cation as an explicit stage in a design process model. (See 
page 98.)

Writing from an engineering perspective, Cross developed 
this “simple descriptive model of the design process, based 
on the essential activities that the designer performs. The 
end-point of the process is the communication of a design, 
ready for manufacture. Prior to this, the design proposal is 
subject to evaluation against the goals, constraints and crite-
ria of the design brief. The proposal itself arises from the

Four stage design process
after Nigel Cross (2000)

client’s)brief);)research)client’s)current)product)ranges;)
research)competitors’ )offer ings;)iconic)designs/precedents)

)
)
sketches)of)>)5)design)ideas)(ready)for)1=ID=jr))
selection)and)elaboration)of)5)design)concepts)(ready)for)2=ID=jr))
selection)and)elaboration)of)3)design)proposals)(for)3=ID=jr))
)
develop)story)boards)&)prototypes)of)3)designs)(supported))
by)meeting)with)instructor)(4=ID=jr)))
)
present)to)clients)(5=ID=jr)))

Underlying	
  design	
  process	
  
	
  



	
  	
  	
  what	
  is	
  accomplished	
  
Prescribing	
  ac3vi3es	
  and	
  goals	
  and	
  encouraging	
  design	
  
thinking	
  
•  Tells	
  them	
  what	
  to	
  do	
  not	
  what	
  to	
  think	
  
	
  
Lens:	
  instructor	
  roles	
  	
  	
  	
  	
  	
  	
  [Goldschmidt	
  et	
  al	
  2010]	
  

•  Being	
  a	
  source	
  of	
  exper3se	
  and	
  authority	
  
•  Coaching	
  and	
  facilita3ng	
  
•  Being	
  a	
  ‘buddy’	
  
	
  
For	
  each	
  no3ce	
  conversa3onal	
  strategies	
  to	
  accomplish	
  	
  



	
  	
  	
  what	
  is	
  accomplished:	
  how	
  

Being	
  a	
  source	
  of	
  exper3se	
  and	
  authority	
  
–  How	
  to	
  proceed	
  and	
  what	
  will	
  happen	
  next	
  
–  Authority	
  in	
  technical	
  maders	
  related	
  to	
  the	
  design	
  brief,	
  the	
  clients	
  and	
  design	
  and	
  

manufacture	
  of	
  furniture	
  
–  Answers	
  technical	
  ques3ons	
  [avoids	
  answering	
  qs	
  about	
  design	
  choices]	
  
–  Makes	
  references	
  to	
  design	
  precedents 	
  	
  

Coaching	
  and	
  facilita3ng	
  
–  Asks	
  ques3ons	
  to	
  open	
  up	
  proposals	
  
–  Other	
  ‘opening	
  up’	
  strategies	
  include	
  indirec3on	
  –	
  saying	
  what	
  he	
  might	
  do,	
  uses	
  hedges	
  such	
  

as	
  ‘maybe’	
  
–  Makes	
  posi3ve	
  appraisals	
  drawing	
  aden3on	
  to	
  adrac3ve	
  features	
  invi3ng	
  students	
  to	
  adend	
  

to	
  these	
  
–  Avoids	
  nega3ve	
  appraisals,	
  does	
  this	
  indirectly	
  by	
  drawing	
  aden3on	
  to	
  features	
  that	
  students	
  

need	
  to	
  focus	
  on	
  
Being	
  a	
  ‘buddy’	
  	
  

–  Non-­‐buddy:	
  Uses	
  ‘you’	
  in	
  coaching,	
  ‘I’	
  for	
  sugges3ons	
  applied	
  to	
  himself	
  	
  
–  Non-­‐buddy:	
  Puts	
  onus	
  on	
  student	
  to	
  decide	
  ‘you’re	
  the	
  designer’	
  
–  Indirectly:	
  sets	
  himself	
  alongside	
  by	
  giving	
  posi3ve	
  appraisals	
  which	
  are	
  not	
  jus3fied	
  (cf	
  above)	
  

	
  
	
  	
  



Designs	
  as	
  rhetorical	
  devices	
  
-­‐	
  to	
  help	
  clients	
  

•  Use	
  of	
  designs	
  to	
  allow	
  clients	
  to	
  see	
  and	
  
appreciate	
  the	
  quali3es	
  of	
  designers’	
  
proposals	
  

“what	
  I	
  always	
  like	
  to	
  do	
  is	
  I	
  like	
  to	
  have,	
  you	
  know,	
  
safe,	
  medium	
  and	
  extreme	
  to	
  some	
  degree,	
  that’s	
  
that’s	
  kinda	
  it	
  helps	
  them”	
  	
  

	
   	
   	
   	
   	
   	
   	
  ID-­‐jrSecondReview	
  with	
  Alice	
  



Designs	
  as	
  rhetorical	
  devices	
  
-­‐	
  for	
  developing	
  design	
  ideas	
  

•  Use	
  of	
  designs	
  to	
  scaffold	
  their	
  own	
  thinking	
  –	
  
as	
  sacrificial	
  en33es	
  

“I	
  would	
  do	
  the,	
  the	
  easy	
  simple	
  form	
  ones	
  first,	
  and	
  
the	
  more	
  complex	
  ones	
  later,	
  and	
  that	
  way	
  –	
  ‘cos	
  
you’re	
  gonna	
  find	
  out	
  on	
  your	
  forms	
  whether	
  or	
  not	
  
it’s	
  something	
  you	
  want	
  to	
  work	
  with”	
  	
  

	
   	
   	
   	
   	
   	
   	
  ID-­‐jrFirstReview	
  with	
  Tim	
  



Permission	
  
-­‐	
  professional	
  inculca3on	
  

As	
  Greg	
  advises	
  his	
  students	
  about	
  what	
  to	
  do	
  to	
  
develop	
  their	
  design	
  concepts	
  and	
  choose	
  between	
  
them	
  he	
  creates	
  opportuni3es	
  for	
  them	
  to	
  develop	
  
their	
  own	
  understanding	
  that	
  
–  	
  their	
  own	
  preferences	
  are	
  legi3mate	
  criteria	
  for	
  

selec3ng	
  in	
  favour	
  of	
  one	
  move	
  over	
  another	
  
–  their	
  evalua3ons	
  of	
  the	
  outcomes	
  of	
  moves	
  may	
  

legi3mately	
  lead	
  them	
  to	
  revise	
  their	
  own	
  
preferences	
  and	
  goals	
  

–  mee3ng	
  hard	
  constraints	
  may	
  undermine	
  the	
  
essen3al	
  features	
  of	
  a	
  design	
  concept	
  



So	
  what?	
  
-­‐	
  for	
  designer	
  educa3on	
  

‘experience	
  alone	
  is	
  a	
  poor	
  teacher’	
  
	
  

‘a	
  poor	
  teacher	
  is	
  a	
  poor	
  teacher’	
  
	
  

The	
  subtle	
  ways	
  in	
  which	
  the	
  experience	
  of	
  the	
  crits	
  provides	
  
value	
  entails	
  an	
  understanding	
  of	
  what	
  design	
  exper3se	
  
comprises.	
  
	
  
Raising	
  to	
  the	
  surface	
  the	
  quali3es	
  of	
  good	
  instruc3on	
  has	
  
implica3ons	
  for	
  the	
  necessary	
  abili3es	
  and	
  background	
  
experiences	
  of	
  those	
  who	
  play	
  the	
  cri3c’s	
  role.	
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