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BRIEF

Bu atdlye ¢alismasi 15 -27 Haziran 2008 tarihleri arasinda geréeklesti- Calismanin konusus "Kdltdrel Miras
icin Tasarim”idi ve yakindaki tarihi alan Bergamas ornek alan olarak kullanildi- Bu calisma: “Tasarim.
yaraticiliks yontems analiz, iceriks deneyim, eglence» glnes ve deniz'anahtar kelimeleriyle tanitildi-
ziyaret ettik ve bu alani bir ornek olarak kullandik. Bus tasarimin iceriginden fikre uzanan bir stratejik
tasarim projesiydi- Calismanin dili ingilizceydi- Gruplar halinde ¢alistik. Tarihi alani ziyaret edenlerin
deneyimlerini analiz eden ve yansitan bir tasarim sdrecini» ziyaretcilerin ihtiyacina cevap veren arin veya
servis tasarimi fikirleri gelistirmek icin kullandik.

Yaraticilik tekniklerini ve tasarim yontemlerini» hayal gucu kuvvetli ve yenilikci tasarim cozamleri
gelistirebilmemiz ic¢in» canli ve bizi tesvik edecek bir yollas tasarimin her disiplinini uygulayarak

kullandik- Bu atolye ¢alismasinin temel amaclarindan biris benzeri deneyimi daha once yasamamis

ogrenci tasarimcilaras tasarimin alternatif yollarini sunmakti- Tasarim yontemleri denendi ve katilimcilars
tasarim yontemlerinin, tim tasarim sarecine katkilari Gzerine dasinmeleri icin cesaretlendirildiler-
Calismas katilimcilarins bir tasarim projesines yogun bir zaman araliginda kendilerini vermelerine sebep
oldu. Zaman» mecburen kisithydi ve bundan dolayis projenin sonuc isleri de bir tar kisith oldu- Yahsibey
atolyesinins bir katdphanenin ve internet baglantisinin olmamasi gibi kisithliklari olmasa mikemmel olacak
olanaklaris tasarim sirecine etki eden dider sinirlardi- Bu durums bir tdr tasarimin parcasi olan arastirma
yapma hareketini engelledi ve bizi uygulama yapmaya yonlendirdi-



BRIEF

This workshop took place between15 to 27 June 2008- The topic of the workshop was “Design for Cultural
Heritage"and we used the nearby historical site of Pergamum (Bergama- Turkey) as a case study example-

The workshop was advertised with the following key words: “Design. creativitys methods analysiss context
experience» fun. sun» sea-"The subject would be 'design.’ but the topic was ‘cultural heritage' and we visited

the nearby historical site of Pergamum and used it as our case study example- The workshop language was English-
This was a strategic design project that ranged from the context of design to the concept- We worked in a group
and employed a reflective design process to analyse the experience of visitors to cultural historic sites and to
develop products or service concepts that met their needs.

Creativity techniques and design methodologies were used in a way that was fresh and stimulated us to develop
imaginative and innovative design solutions by applying any and all disciplines of design- One of the main aims of

the workshop was to introduce alternative waus of designing to student designerss who may not have had such
experiences before. Design methods were tried and the participants were encouraged to think about how the methods
contribute to the overall design process- The workshop allowed participants to have an intensive time to be

immersed a design project- The times was necessarily limiteds so the outcomes of design project were likewise
limited- Other limitations left their imprint on the design process; the otherwise "perfect”Yahsibey workshop facilities
did not include. for instance. a library» nor was there access to the precious internet- This precluded the possibility of
some types of design actss such as researchs and pointed us in a practical direction-




Tasarim slreci» zorunlu olaraks bir yaratici disdnce yolu olaraks denemes gosterme ve tartisma haline donasta.
Projes tasarim strecinin basinda yapilan ve sonra gelistirilen bir Zihin Haritasi ile tanimlandi-

Zihin Haritasi
Projeyi destekleyen dort sdtun vardi.

1. Tema kultdrel mirasti- Amacs arkeolojik alanlari ziyaret edenlerin deneyimlerini gelistirmekti.

2. Bu calismas tasarimcilarin nadide katkilariyla ilgilis tekrarlanan bir sireci gerektirens kullanici merkezli ve
maddi kulttre karsi duyarlis bir tasarim projesiydi-

3. Tlrkiye'de arkeolojik alanlarin daha iyi yonlendirme tabelalari gibi bircok ihtiyaci varken ve bu anlamda
bizler etkili her hangi bir yeni bir Sey ekleyemezkens sadece bize yeni ¢ikislar sunan ¢ozamleri aramak-

4. Tasarim fikirlerimizin. hakikatli calisan prototipleriyle gosterilmesi- Sinama/deneme. bir tasarim fikrinin
gelistirilmesinde onemli bir bolim ve gosterme des ayni Sekildes fikirle iletisim kurabilmesi icin onemlidir-
Akropolis ve Konuklar-



The design process becames by necessitys one of creative thinkings experimentations demonstration anddiscussion-
The project is described in a mind map that we created early in the design process and that was developed thereafter-

Mind map
The four pillars that supported the project-

1. The theme was cultural heritage. The aim was to improve the visitor's experience to archaeological sites-

2- This was a design project about the unique contribution of designers. entailing aniterative process that is
user-centered and sensitive to material culture-

3. We would seek only solutions that were novel to us- While archaeological sites in Turkey have many needss such better
signs etc-» they are obvious and we could add nothing significantly new in that respect-

4. Qur design ideas would need to be demonstrated with faithful working prototypes- Testing is an important part of
developing a design concepts and demonstrating is likewise important to communicating the concept- The Acropolis
and Guests-




Sirec¢ Bergama'yi ziyaret ile basladi- Ziyareti verimli bir gorev haline getirmek icins her katilimciya alanda
belli alanlar verildi- Ertesi gins Ahmet Sipahioglu ile Bergama'daki mizeui ziyaret ettik- Ayni aksam.

muze tasariminda kapsamli ¢alismalar yapmis olan tasarimci ve akademisyen Prof. Sipahioglu'nun sunusunu
izledik- Ertesi gins 1971 yilindan emekliligine kadar» Bergama tzerine arastirmalar yapan, seckin arkeoloji
arastirmacisi Prof- Wofgang Radt'in konusmasini dinleme sansini elde ettik- Profesor bize bolgedeki kazilar

ve arastirmalar hakkinda bilgi verdi- Ayni zamanda., calisSmanin sonundaki sunusumuza katilacagi soztnu verdi-
Bir kat qin sonra» Tlrkiye'de biréok arkeolojik alanda ¢alidan Restorator Mimar Ozge Basagaé bizi ziyaret etti-
0Ozge Bey bize arkeolojik restorasyonun temel prensiplerini tanitti-

Birinci Bolum

Hizli ve kisa tasarim eksersizi.

Tasarima- isinmak ve katilimcilari tasarim yontemleri ve prototiplerle tanistirmak icin ilk kisa ve hizl bir proje
ile basladik- iki kisilik gruplardan hayal etmelerini ve hizli bir bicimde 3 fikir cikarmalarini istedik- Beyin
firtinasi» akil haritalarinin ¢izimis post-it notlarin cikarilmasis “eger senin yerinde olsaydim"sorusu sorularak
stren olumlu soru-cevap caliSmasi» eskiz ve model yapma- uygulanan basit tasarim yontemleriydi.

Bu slirecin sonundas konseptlerden bir kismi elenereks kalanlar Gzerinde gelistirilmek azere ¢alisildi-



The design process began by visiting the town of Bergama and the acropolis of Pergamum- In order to make

the visit more fruitful tasks were given to each participant during the time a the archaeological site- The following days
we visited the museum at Bergama together with Ahmet Sipahioglu- That evening we had a presentation by

Prof- Sipahioglu» designer and academic who has done extensive work in museum design- The following day we were
fortunate enough to have a talk given by, Prof- Wofgang Radt» the pre-eminent archaeological scholars who led
research at Pergamum for a number of years from about 1971 until his retirement. He gave us a background

into the excavations and research that had been done at the site- Prof. Radt also promised to attend

the presentation at the end of the workshop- A few days later we were visited by Ozge Basagaé. an architectural
restorers who has worked on a number of archaeological sites in Turkey- Ozge introduced us to the basic principles of
archaeological restoration and site presentation-

First Phase

Quick and short design exercise- We began designing with an initial short and quick design project to "break the ice"s

to familiarise the participants with the design methods. and with prototyping- Groups of two participants wee asked to
conceive and make 3 concepts quickly- The simple design methods that were applied included brainstorming» drawing
mind maps» the post-it-note post ups.“if | were you"affirmative groups» using sketching and model making as design tools-
The results of this process were then put asides some of the design concepts were dropped and others kept for further
development-




ikinci Bolim
Ana Tasarim Projesi

ikinci bolims oylama ydntemiyle fikirleri seémek iéin eskizle beyin firtinasi gibi gelidmis yaraticilik teknikleriyle
sunuldu- Bdyleces Aeqll izers Emre Senans Wolfgang Radt ve diger konuklara yapilacak son sunusta
sergilenecek prototiplerin hazirligi i¢in sirec¢ baslamis oldu- Eskizlerle ifade edilen bircok tasarim konseptis
"uygun mu?"» "yenilikci mi?"s "gerceklestirilebilir mi?" sorqulamasiyla secildi- Secilenler biraz daha gelistirilip
dizeltildi- ister istemez prototip yapimina uygun olmayan konseptler vardi- Bu gerekliliks ¢alisSmamiz i¢in
kullanisli bir sinirlamaydi- Bir sonraki asama. Dikili'nin yakinindaki Sali pazarindan prototipler icin

parcalari temin etmek ve sonunda onemli protipleri yapmakti- Bazi protiplerin yapimi» yerel ustalarin yardimiyla
gerceklesti-



Second Phase
Main design project

The second phase introduced further creative thinking in the form of sketch brainstorming and techniques for selecting
ideas by voting- Thus began the process that would lead to prototypes demonstrated at the finalpresentation to
Ayseqlil izer» Emre Senan» Wofgang Radt and guests- Numerous design concepts were sketched up and selected by
Design concepts were selected according to whether they were "relevant”s “innovative"s “feasible” (corresponding to
points number 1. 3. and 4 above-) The design concepts were further modified and developed- There would inevitably
be obstacles to making the prototypes- This requirement was a practical limitation to our work- The next step was

to hunt for the parts and components for the prototypes at the Tuesday market in the nearby town of Dikili; and finally,
to construct the all important prototypes- Some prototypes would need to be made with the help of local craftsmen-




"Uzman", "bilgin" ve "acemi” Sapkasi prototipleri
"Expert"s "scholar” and "novice" hat prototypes

Alex Velasco






Fotograf makinesi sdtunu
Camera pillar protype

David Artuffo






Serinleme istasyonu prototipi
Cool station prototype

Alex Velasco
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Yon bulmak icin mermer ayak izi prototipi
Marble footpdint direction finder prototype

Burde Gultekin / Beyza Baran






Maske prototipi
Mask prototype

Chan Po Yee (Bobo)






Mp3 anlati-otomati
Mp3 narration vending unit prototype

Chan Po Yee (Bobo) / Emma Metcalfe






Cok amaéli yaka prototipis piknik 6rtist
Multi purpose cape prototypes used as a picnic spread

Jihyun Riyou / Emma Metcalfe






Hediyelik “t-shirt"tasarimi
Souvenir t-shirt design

Burde Gultekin / Chan Po Yee (Bobo)






KoSu zaman sayaci
Sprint timer prototype

David Artuffo / Jihyun Ryou






Semsiyeli Mp3-anlatici
Umbrella mp3 narrator prototype

Chan Po Yee (Bobo) / Emma Metcalfe






Ziyaretciler icin mermer iSleme ve oyma seti
Visitor experience marble blacks and carving set

Ates Gursimsek






Su oyuncagqi
Water toy prototype

Emma Metcalfe
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