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Abstr act

Despite the Internet beng haled as awonderful and revolutionary communication ol, it

also carries with it a multitude of dange's and fears for those who Qwrf itO, dggn for it
or interact with it. The Ogace with no bomdariesO $ adso aspace with very few
regulationsor controls. As educatorswe should resist the oppotunity to Smply provide
'immediate’ internet learning packages butingead carefully examine the methods
students adoptwhen working orrlineand design dfective progams accordingly. It is
cruca to undestand howpeople interact with the Internet before designing and
presenting any kind of @mntent.

This pgper describes the produdion, fecilitation and ome ouicomes of a pilot sudy for
ortline tertiary education in the visud arts. Om'nium 1.0: virtual design studio [vds]

'99 broughttogdaher 50 design gudents from 11 ounties (15 unversities) acrossfive

continents for auniqudy collaborative learning pro@ss over a 10 week peaiod.

Throughoutthe planning, prodation and duraion of Om'nium 1.0, @ntinued emphasis was
placed ona collaborative, interactive, internationd and nulti-cultural learning process rather
than technology that dlows this to take place. The project also encouraged paticipaion from
non-computer literate sudents, tutors and contributors Om'nium 1.0 amed to examine
educationd outcomes and experiences of learning and cesigning via the Internet, perhaps
informing future plansfor efective and gpropriate Internet based Olpbd classroons.

Om'nium projectsO vebsite can be found & : www.omnium.unsw.edu.au



[0] Intr oduction

Unfortunaely, danceits rapid invavement into our lives, the Internet and world wide web
(www) have dready become littered with many thousandsof badly designed andill-
managed webgtes. Many of these 'uniform resource locators (URL's) are amply places
of oveewhdminginformation oveload with little congderation o howwe actually
interact with them as users. We should notbedlowing Internet
software prograns and those people who undestand 'hypeatext mark-up
languaye (HTML) progranming and technology, © besolely responsble for tha which
appears on he'net’, utimately dictating what therest of usare presented.
http://www.theaa.co.uk

http://www.wired.com

To communicate effectively and éowe adl respongbly usng the Internd, it is essential

tha groupsof experts from avariety of gopropriate gpecialist areas are involved in web
architecture'.

http://www.shift.jp.org

http://www.invertebrae.com

In the context of designing aworthwhile teaching and learning experience, theoretical
and pratical contributions
from
educators , dudents,
curri

culum designe's, grgphic/newmedia designe's,
computer systems managers and information designe's should adl be consgdered.

Cybeaspace, as it has become known, is now established as an exciting rew 'space,
commended often forits lack of paimeters and rdreshing poentia to break down more
traditiond boundries such as space, time, cultureand identity. However, with this
freedomaso comes a lack of regulationsor controls, leaving the exciting nav Ofre
spaced o become a dangerousenvironment where anybody @n put ug asite with little
regard for visud design, established theories, navigation or paticularly ethics.
http://www.geocities.com/Hollywood/9317/toil etpaper.html
http://www.worstoftheweb.com/wowarchive.html

The Internet itself, of course, is far from representative of sodety as awhole. The vast
majority of research points to cyberspace as bang acommunity predomnantly populated
by the English peaking, the white and the middle class. But there are Sgnstha thisis
aboutto changeand tha anew design aesthetic will emerge as aresult.' (Burgoyne P.
and Faber, L. 1999)

Education has adready begun b embrace the Internet as acontext for teaching and
learning with ssgments of some courses dready bengtentatively offered 'on-lin€. There
is no doubtthat ‘on-line education'is certainly an dtractive and contemporay concept but
educators should tread carefully. They should notbe purdy seduced by thetechndogy



tha dlows such innovdion, butuse it as thetool that it merely is, to enable high quality
learning experiences to take place in the new environment that it offers. Technology
should remain the medium used, whilst ‘on-line curriculum' designers closely andyze
how users interact with its many pemutationsto enable a content-focussed goproah to
be produed.

Throughoutthis paper, | will describe and explain a ten week on-line'design gudio’
project titted Om'nium 1.0 [vdg: virtud design dudio ‘99, which endeavored to take
some vital first gepsinto thoroughy examining howstudents react and béhave within
such anew ‘on-line' teaching context. The project aimed to dlow the technology involved
in such addivery mechanism to be universally usable and accessible to anybody.

The project purpogly induded sudents who were highly competent multimedia and
newmedia practitionas togeher with a number of totally noncomputer literate users. |
should add within this introdudion that as initiator and Director of this project, | too was
extremely computer illiterate at the outset of the activity. | bdieve thetermis, that | was
by no nmeansa'geek’' E athoughit is snce argued by friendsand olleagues, tha thisis
now changing E perhapscomputer techrology is infectiousafter dl!

Hopédully though, oneof the thingstha has been provel by the activity, is that with
confidence and a solid knowedge of ones own aubject area (in this case, Art & Design),
it is possible to exist comfortably with rgpidly changing digital technd ogies withouttoo
much fear. For the sake of our $udents, we mug as educators, embrace the computer as
assistance for our eaching and nd resist it Smply because it is atool tha many of usfail
to undestand.

The aboveissueis precisely what Om'nium 1.0 amed to encourage and béieves this to
be vitally important for educatorsinto thenew millennium. Thereis obvioudy no daibt
tha computers are animportant pat of ou day to day lives and noreover an integrd pat
of our gudents lives. The Internet will be used more and nore to deliver and
communicate educationd contexts in the future, 0 we mug prepare for this thoroudly,
responsbly and éoveall withoutintimidation.

Part A
[A1.0] The potential for education offered via the Inter net (on-line)

| have already described the Internet as anew environment and as such, an extremely
exciting stting. It should dso beemphasized tha it differs from more traditiond,
physcal and otten regarded as 'rea world' stuaionsin which many of usare obviously
far more familiar and comfortable. Before we even consder usng the Internet as a
seriousopton for eaching and learning, we mug first learn howbest to act and exist
within this 'dternative space’. We mug aso ascertain exactly what is the extent of interest
and rdevance for such educational revolution and an dternative option. Only then can we
begin to design responsble content to place within it.



[A1.1] An Omnium Research Questionnaire
Bmasek Polytechnic, Snggore, School of Design B Januay 2000

A recent Om'nium Research questionnare issued to design dudents & Temasek
Polytechnic, Sngagpore received 188 witten responses. Theresults identified usge of
the Internet by sudents mainly (88.8%) raging beéween the 1821 age group.

Students were asked when they had last used the Interne for purpogs other than merely
sending email.

within thelast 12 hours 92 49 %
within thelast 24 hours 39 21 %
within thelast 48 hours 49 26.1 %
had notused within last 48 hours 8 3.9%
188 100 %

*Students were aso asked to identify and prioritize features of theinternet which mog
appealed to them and which encouraged them to use the Internet as a communication or
research medium (thar responss are reported later in this pgoer). Fndly, they were
asked to respond b whether they would be interested in taking all or pat of their
(Design) mourse viaan ‘on-line' ddivery modesmilar to Om'nium 1.0 [vdg. Theresults
were as follows:

very interested 98 52.1%

mildly interested 73 38.8%

notat dl interested 19 9.1%
188 100%

It would benave and perhaps econamic suicide for education, (Whether a primary,
seconday or tertiary level) to ignorefigures such as these, consdering the potential or
necessity of offering ather entire courses or gngle subjects on-line

[A2.0] Working with the Inter net

An goproprete andytical process for beginning o design online subjects and murses
may indudethe following:

- who ae our tontemporay students and o wha extent do they use the internet ?
- why do hey us theinternet, howdo they interact with it and what is its appeal ?



- how have previousontline education progams been fecilitated?

As | have previoudy dated, the Internet mugt be seen as atotally different space to that in
which many of ushave existed for many years. Over the last few years, | have pesondly
grown more and noreaware of this difference. Whenever we talk aboutthe Internet and
its relationship with a variety of contexts, two common phraes are often adopied:
'virtual' or'cyber'. If we think aboutthese generalizations pehapswhat isredly bang
described is a paranaid fear of comprehending what the Internet actudly is. For example,
wha does the Internet look like, or pehaps even howwould you drav it?

It was only 2 years ago that | named my research progct Om'nium: virtud design gudio
'99. | nowredlize that my use of theword Virtual' is mog ingpproprate. | bdieve tha
usage of the description'virtua' when referring © anything assodated with the Internet
probaly sems from a common usge of the term 'virtual reality’ which seems generally
acceptable and moreover uncerstandable. | would argueon rdl ection that this acceptance
is both misplaced and wrong,

'Virtud reality' implies that somethingis'almod’ like thereal thing', or more accurately
‘our real world'. Wha is essential when designing visuas or content for the Internet, is an
appreciationtha we should notbetrying 1 recreate what currently existsin our teal
world', just so we can import this directly to screen for access from any internet ‘browser'.

It is argued however tha 'virtual reality isa smulated environment. The Smulation may
represent areal environment orit may bepurdy imaginary.' (Loeffer and Ade son,
1994). | bdieve this beginsto further cloud theissue of ddfinitionand vo@buary and
further mystify indead of clarify wha we are beginning to undestand &s the Internet.

| believe nowthat the Internd is dso a'rea’ pace: Smply an dternate space parallel to
the physcal space we are more accusomed to. Once we grow familiar with, and futher
undestand this newer space, the qudity in terms of surface and deoth of its content will
improvegreatly. For thisreason | will in future refer to the Internet as an 'on-line’ and not
a'virtua' space.

At the 1999 IdN(International designers Network) Confeence hdd at the Sydney
Convention Cettre, Mr John Fogell, Presdent of the Audralian Graphic Design
Assodation (AGDA) was invited to beore of apand of judges evaluating giephic and
multimedia work submitted to the 1999 IdN Design Awards When commenting onthe
general gandad of submissionswithin the Interactive Media category hecomplained that
"too many graphic designeas treat 'the website' as jug another electronic brochure
trandating the pracess of print onto sreen in avery linear way." He felt that "designers
needed to grasp the patential of the mediaBtha which makes it different b before they
can begin to create truly great work."

[A2.1] Who are our 'contemporary sudents' and to what extent do they use the Inter net?



Perhapsthefirst question | am asked ébou Om'nium Research work undetaken to date,
paticularly the 1.0 [vdg '99 progct, is what originally prompted me to begin developing
such an initiative? An answver | generdly offer is E frus tration!

In 1998 | ®nduded a questionnare/survey to sample the [Design] gudent experience at
first year level at university: in paticular issues relating o transtion (from schod to
university) and motivationto gudy. Initia results appeared darming and led meto further
investigate issues both sodal and ingitutional which afected sudents ability to gudy. |
soon obsrved tha the [Audralian] tertiary education g/stem was becoming congderable
out of touch with its sudents, especiadly in the area of the visud arts, 0 | looked for a way
to offer an dternative opton (nota replacement), ore tha perhapsbeter suited many
contemporary sudents

[A2.1.1] The contemporary [design] student

Before | could structure and produe any kind of alternative ddivery option for design
subjects: in particular, practical 'design studio’ subjects, | conduded the abowe survey to
gauge a perspective from all second year Bachdor of Design students at the College of
Fine Arts, UNSW. (Bennett, R. 1998)

Recurring respongs indicated some dissatisfaction with the educationd service beng
provided. In mog ingances, this was a refl ection of recent changes to the curriculum
necessitated by Audralian govenment funding cuts and the 'knodk-on’ effect these had
on staff teaching loads increased student fees and other subject specific deails. Reduced
provision of consumable materials now needing to be supplied by students themselves
featured grondy amongthese responss.

The questionreire results provided a clearer perspective of the contemporay student: one
who often has to combine study with full-time or nearly full-time employment to finance
university, travel condderable distance to attend lectures/classes and who is often
returning to college following lengthy periods away from study. This introduces the
insecurity of beng a Orature-ageOstudent amongg a majority of school leavers. In the
case of Design students, there is the added burden of affording expensve materials for
ther work (in paticular ther presentations at assessment time) added to the increased
demand for them to own sophisticated computer equipment and software applicationsat
ther hones.

[A2.1.2] Motivation

Before Om'nium 1.0 [vds]'99 took place, | was often asked about my proposd
framework for the project. Unfortunaely, the mgjority of questions centred arourd my
imminent choices regarding software and hardware. | cannotdeny that these issues were
a congderation during produdion, but they were seconday compaed to what the
students would be asked to do and how the design brief would be facilitated in order to
give them aqudity online learning experience.



The project aimed to create an environment of sodal interaction, conveasation, diadlogue
process and critique A key to achieving this aim, would be to recognise student
motivation. The survey to the COFA design students also specifically asked questions
about issues affecting ther motivation to study, especialy within the often ungable
setting of afirst year or foundition year at university.

Motivation was generally provided by a desire to eventually become designers but some
enlightening responsges were also ared . The sudent responses described:

I theneed for moreinteraction between first year students and those from more senior
years, graduaes and design piactitioners

I theddrimental nature of competitiveness and compaison bdéween gudents

I thelack of individud and quaity feedback from tutors

These responsges were paticularly noted and in light of these findings Om'nium 1.0
[vds]'99 set out to be a collaboraive and interactive experience which fostered a sense of
working togeher ingdead of in competition. Afterall, the world wide web (WWW) is
aptly named as a place where disperse settings can be linked togeher and supporteach
other instead of opeating apart.

[A2.2] Why do qudents use the Internet and what are its appealing features ?

With some fundamental concepts established about what an alternaive educationd
offering may aim to be | consdered it vital to establish some features of the Internet
which make it an attractive propostion for sudentsto use.

Following extengve canvassing of gudents from undegradude and pos$ graduae levels
of design elucation, Pecifically aboutqualities and dharacteristics of the Internet, the
following top en' features make the internet a popubr choice for gudents.

Om'nium's 'top ten' identified characteristics that make the Internet a popubr interactive space:
(notin any hierarchical sequence)

anonymity / removal of inhibitions

speed of communication- email / ICQ ('l seek you) cha roons
flexibility to avoid restrictionsof time/place etcE

multi call facility (theinternet is never engaged)

ability to work in real time and gored time (synchronous asynchronou$
never ending exploration pdential (data base)

option o work in avariety of formats (text / movies/ gill images / sound)
the entertaining / enjoyable context

0 N O OB~ W DN PP



9 economcal and sudainable to the environment
10 the excitement of working with innowetion and the anticipaion of what is sill to come

| beieve that one of the mog frequent mistakes or oversights of some existing Internet based
teaching and learning developments, is a preoccupétion for 'real time' experience. Added to this
isafurther disregard for the medium by ingsting tha web cameras are used so participants can
see each other. Often the only apparent reason for such a choice appears to be that technology
now allows this. From the responses above, it is clear that students are not at al interested in
seeing who they are interacting with E i t is Smply notwha the Internet is about

[A2.3] How can previous on-line design cour ses guide futur e plans?

When reviewing previousexamples of ontline courses, it is interesting to ob®rve thar
structure, facilitation methodsand the responses of gudents who ok pat. In the case of
'design gudio’ subjects, we find osme of the earliest examples go bak to 1992 (Lhiversity of
Oregon). Itis appaent that mog or rearly al of the examples to date of virtual design gudios
have deived from faculties or dgpartments of architecture. | have oulined bdow a slection of
the many references for such online design activity:

In 1994 (28 Nv.-5 Dec. 1994), acollaborative design progct linked sudents from the Swiss
Federal Ingtitute of Technology, ZYiich and the School of Architecture, Nationd University of
Singgpore The prgect was a collaborative project to designan exhibition pavilion.

VDS 95, inked gudents and daff from Corndl Univeristy., ETH-Zurich, MIT, Univeristy of
British Columbia, Univeristy of Snggpore and the University of Sydney in a project to
collaboratively design aresidence. http:/arch-d3 architecture.ubccalvds 95htm

VDS 1996 sw students from Zurich and TU Delft, Switzerland act as clients for each other in
a project which in this ingance did nothave atime factor as an issue

| believe oneof the more simulating orrline design progcts was carried outwithin VDS 1998:
Multiplying Time Il. This event linked the Department of Architecture, University of Hong
Kong, Bathaus University, Weimar, Germany and the School of Architecture, University of
British Columbia, Vancouwer, Canada.

http://arch.hku.hk/~cgraphy98Adgdescription html

Multiplying Time Il, was adesign activity which groveto take advantage of varioustime zones
by harzing sudents produe work and then pass their work on b groupsin other countries for




refinement and change. Through aime-tabled working week, maximum hourswere able to be
spent on the project, uwilizing each hour ofeach day. Wha paticularly atracted meto the
project was the nature of the brief. The am of this project to maximize hoursavailable in aday
is now commonly used by design conaultants who have offices in more than onecountry.

An interesting oucome of the Department of Architectureat the University of Oregon, USA
was to identify goals and benefits for sudents studying within an online framework. The

Depatment has been facilitating avariety of projects each year from 1992and pubishes the
following for sudents teaming up fromdifferent schools to work on he same design project.

Research Goals
Optimizing the use of new media for remote design cllaboration
Undeastanding howto facilitate groupsusng telecommunication tods

Teaching Goals

Design: Sharing and compaing dcesign nmethods
Technology. Workingtogether to make the tools peaform
Culture Opening egyes to dfferent ways of working togeher.

Learning Benefits
Motivation of mysteriousforegn patners
New role for sudents as readers, editors
Fairness of moretutors anonymouspresentation, peer feedback
http://darkwing.uoregon edu/~nywc/vdgak.html  --
- Depatment of Architecture, University of Oregon, USA

Om'nium [vds] '99 was able to benefit from the precedents tha were available. In particular, it
was able to ddaect many aspects from previousprojects that it bdieved were notappropriate to
thekind of design based learning experience it was driving o create.

Part B



[B1.0] Om'nium 1.0 [vds] virtual design studio '99

Theword omnium is defined in the Conase Oxford Dictionay as meaning al' and goes
on 1 describe'a strange assemblage of personsor things a paty to which everyoneis
invited'. This seemed highly approprete when naming this project, which st ou to bea
design wllaboraive: an entity in which dl who worked or visited become a pat.

From July through © September, Om'nium [vdg]: virtud design gudio '99 linked 50
design gudents from 11 oourtries (15 unversities), dtuated across 5 continents by
placing them in working groupswhere each member of a group was geogrgphically
distanced. Ten groupschallenged the same conceptud brief for a seven week period (plus
afurther 3 week presentation period), orzline and in collaboraion, via a gpecifically
designed and wngructed webste. The prgect induded as a unique feature, the provision
of a'user interface’: an online classroon’studio environment where students worked.

The archived progct websteislocated &: www.omnium.unsw.edu.au

Om'nium [vdg] in essence, concerned two iSsues:

- 'design proess and dialogué: an explordion into the generation of ideas and concepts
collaboratively and digitally across distance.

- aposble futureeducation ogion: applying such proess within a'revolutionay
framework' usng cyberspace to hog its classroons or gudios

The Om'nium project adopted the Internet as the communicationtool to facilitate bath
these focuses. The qualities which the Internet now offers and which it was felt would
enhance the project induded the anonynous nature of its use, bang prograsively faster
technically and the excitement of bangable to explore new media and break down
existing technical, sodal, culturd and physical boundaies.

[B1.1] Issue#1 On-line collaborative design process



Theentire Om'nium 1.0 [vdg project was a proaess, adiadogue an investigation into
developing such an online design pracess. Some relevant congderationsneeded to be
recognized. To encourage focuson process and dialogué, the work within the project:

- was unprescribed and unpredetermined (yet not briefed to be confusngly
ambiguousg

- involved adrong dalogue and interactive component

- contained across disciplinary approah to designing

- encourgged collaboraion raher than competition

- and wes internaionally and alturdly diverse

A conceptud appraoach to working was encouraged with less preoccupdion & early
stages on finished or mmercially viable resolutions

[B1.2] Issue#2 n-line collaborative design education

A second aea addressed within the Om'nium project, was the apparent widening ¢ggp
between contemporay Audralian andinternationd Design and the often traditional,
econormical and lack ludre design prograns tha sudents face. | believe design practice
and design education are becoming dislocated' and contemporay sudents now need an
alternative optionto more traditional university [design] education.

For example, design education condantly submits sudents to Bauhaugan principles and
methodobges yet are we na seventy years on, haing dready entered the digital age and
the newv millennium? This comment in noway detracts from the notion of the Bauhaus
(1919D1933) béng an excellent forum for the teaching ofart & design. However, surdy
it istime to move on and pus the boundaies of design educationto meet those bang
established and challenged in the professiond environment

[2.0] Om'nium 1.0 [vds] project structure

Ten groupswere formed to Ohowe thie 50 students who were selected from applications
to take part in this on-line design progct. To tackle the projects brief, each groups
membership induded five sudents from different settings country, culture, discipline
study aea, gender, sudy year, computer experience, ec.



[B2.1] Om'nium [vds] 'user interface

A major difference between Om'nium 1.0and its ontline educational predecessorswas
the offering to gudent participants of avirtud environment in which they existed and
worked togeher. Om'nium 1.0 sipplied asits backboneand grength, a 'user interface’ for
its activities to take place. The 'user interface’ provided the environment which replaced
the physcal studio/classroom This provision mmplimented oneof the origind and
lasting ams of the prgect: to reduce the focuson echnical issuesto aminimum, thus
allowing gudents and fecilitatorsto concentrate onthe creative paential of designing
collaboratively viathe Internet.

The Om'nium 1.0 Interface’ was designed and bult specifically to dlow students to work
and interact within their groups Sudents could interact and work privately within their
own group or peicipate in discussionsand aitique with gudents from other groups
working within the prgect. Theinterface allowed this to oacur through aseries of:
‘easels - theindividual place for working on cmnaepts and visuas/sound

‘walls' - for ‘pinning up work with colleagues, for aitique by peers, tutorsand pubic
‘chat roons Bfor synchronousconvesationswith group olleagues, peers and utors

‘messageboards - for asynchronousconveasationswith peers, tutorsand pubic

‘exhibition areas Dfor display of find resolved conaepts accessible to anyore viathe
world wide web

[B2.2] Om'nium 1.0 Vvirtual sudio rooms (VSR'S)

Each of the working groupshad dl the above features offered to them within a series of
‘virtual sudio roons (VSR's) which ranged fromtotally private working aeas (VSR1),
tutor conaultation areas (VSR2), per review forums (VSR3) through o general world
wide web access locations(VSR's 4 & 5).

An interesting anecdote to the prgect notes that within the project we also provided a
'technical help forum (THF) area which congsted of cha rooms, message boads and



‘frequently asked questions (FAQ). The primitive technical structure of the THF area
allowed amaximum of 24 quetionsto be'poded’ each day. For thefirst two weeks, this
allocation was completely utilised butas the project progressed, the THF was used less
and less. From week three of the project to its conduson, notechnica assistance was
required within the THF. The sudents had initiated an dabordae peer assistance
mechanism to lve each others technical problems. It should again beemphasised, tha
this project induded some students who hal never worked usng computers before.

[B2.2] Om'nium 1.0 poject brief - 'thesmall red car': a process dialogue

Om'nium 1.0 [vdg developed abrief for its project which encouraged emphasis on
'process. It designed and aongructed an 'unraveling brief which was the result of
canvassing and listeningto opnionsand theories of bot professond and gudent
designers regarding the validity and effectiveness of avariety of briefs they had
experienced.

The eventud project brief which ‘unraveled’ weekly (seven weeks) was enhanced and
suppored by aseries of 'assisting lectures written by acombination of cesign
practitionas, recent graduaes and academics from avariety of locationsboth in Audralia
and oveseas. The issues within each lecture accompanied the stageat which the brief had
reached. The Om'nium 1.0 [vdg brief asked each groupto meke proposis for their
interpretation for designsof ‘the small red car'. Thiswasin essence smply atitle for
ther entire working process from day 1to day 49: a process which was intended to
explore each groupsdialoguewhether verbd, textud, visud or experiential. Asis
explained bdow, the project began by mwnceptudly exploring three words red, small and
car. These wordswere selected as representing three areas of design pratice.

red - two and four dmengonal graphic/ textua and rew media domains of design
small - three dimengond environmental and atial/architectural areas
car Bindugrial, olject and produt design based disciplines

Hence the'small red car' brief was a collaboraion and abgraction ofideas and ndations
from these sudies and notthe physcal representation of any paticular oject or thing.
The'small red car' was the documented ‘process of taking part in Om'nium 1.0 [vdg;
virtud design gudio '99.



The unraveling reture of the Om'nium [vds] brief encouraged the 'process dialogué by
identifying five Sages ovea a saven week period:

[B2.2.1] Gathering (two weeks)
initial persond and conceptud investigationsof three words(red, small, a car)

Stage oneof the brief was designed to allow several thingsto take place smultaneously.

- introduce the members of each groupto each other

- alow the sudents to become familiar with the technical interface and gructure of the
project

- encourggeinitial individud involvement from al 50 members of the project and &
the same time develop work which would ultimately add arich mixture of cultura
and pesond backgroundsto the project. the project would behindered if group work
started immediately as sronge sudents may intimidate weaker students.

- begin mllecting resourae material from which the prgect would later depend

Images1-6

[B2.2.2]1dentifying (oneweek)
deciding as a group aspecific interpretation of the main brief

The second sage began the process of unifying the individud members of each group.
This stage collected dl the 'gathering’ works togeher and re-arranged the worksfrom
group b group. Sudents were ableto lect to reain (5images) or discard (10images)
work previoudy submitted in their own group. This sage was important as it:

- broughtindividuals into a working unt that allowed soda and physcal collaboréaion

- began an initial working pracess and passing of ideas by asking each groupto
reinterpret their own undestanding of the brief

- broadenead the project to become 10 digned projects hdd together by the concept of
'the small red car'

- clarified to groupmembers and progct facilitators and tutorswha each progct was
aimingto communicate

Images7 & 8



[B2.2.3]Didtilling (oneweek)
breaking down ideas from the works produe@d in the gathering dage

Thiswas avauable dage asiit:

- requested sudents critically assess thar process to dae

- asked that they discard some of thar own works

- examined the worksthey now had and brek them into physcal and conaeptud
elements

- re-used the dements they identified to pragress new works

- began narowing down their ‘pdettes of work whilst sill consderingthar own
groupsintention regarding the main brief

- wasthefirst time where work was physcally required to bepassed through & five
group nembers and additionsand proposls suggested as a dialogueboth within the
work and in group ta rooms

Images9 & 10

[B2.2.4] Abdracting (two weeks)
further selecting and rgecting dements from the distilling dage

This penultimate stage in the process required gudents/groupsto extend the distilling
stageto amplify images to attain an essence and aclearer communication of their own
brief. Agan the sudents would pass the work through he or+line environment of their
new learning $ace and findly submit work that al members of the group ha an
opporunity to contribute to. Consderations at this stage for the collective membership of
each group vere:

- to bagin identifying thelikely naure of their resolved pracess

- engaein further sElf critiqueencouraged by the necessity to submit three works by
five people

- develop aitical time management skills to alow each work to jourrey through five
counties & least ona and Hmetimes twice

- adgpt their work according to thecritiqueof both the project facilitator and the guest
tutors

Images 11 & 12



[B2.2.5] Resolving - (oneweek)
further abgractionand rdinement to a point of find presentation.

Beginning with the three worksin each group, helast gage was to resolve these into one
find submission. Thisfind piece would ke titled the small red car' and bea resolved end
of the process. By resolvingtheir worksinto onefind piece they would complete a
journegy which had lasted saven weeks and the work would no doubtcontain and
communicate much of this experience.

Images 13 & 14

Findly to end the process the sudents were asked to submit over three more weeks, an
‘exhibition’ doawumentation ofthar groupsprocess dialogue This then appeared as an
archive onthe projects webdte, as well asbeng &le to beshown in the physcal
exhibition mntext.

[B2.3] Guest tutors

Another important feature of the prgect was the tutoring and feedback throughouthe
proaess. Om'nium 1.0 [vdg was greatly aided by enthusastic supportfrom four
internationdly acclaimed design piactitioners who generoudy acted as guest tutorsfor
the 50 paticipating sudents. They gave feedback a weekly intervals throughot the
project, to work the sudents were presenting & each dage. The designas aso
represented a variety of design disciplines and each working gudent group eceived
feedback from dl four designers at least once throughouthe seven week proess. The
designeas who gave thar time voluntarily to the project were:

Susan Cohn Workshop 3000 Audralia

Tom Kovac Kovac MaoneArchitecture Audralia Links
Andy Polaine Antirom UK Links
John Warwicker Tomato UK Links

The tutorswho joined mein giving regular feedback, also existed within an onlinegroup
from where they too culd interact, view works and offer critique.
[1] Conclusion

The Om'nium 1.0 [vdg project did give sudent participants an innoative social and
educative experience usngthe Internet. The formal feedback that has been provided by



all those who ook part has been incredibly postive and describes the experience of
sharing @naeepts across cultures and distances as the mog rewarding aspect of the
experience.

Many of the sudentOsusud study of cesign & ther universities, focused on one
discipline rather than design a amulti-disciplinary activity. It appears that those sudents
bendfited from bang ale to work more freely'. At the outset, this freedom and lack of
prescription ofthe task was perhgps diffi cult for them to adjus to. However, with the
supportof thar group nembers, regular on-line tutor feedback and bengableto
immediately see thework of those sudents more used to working through aconceptud
approah, they did nottake long © adjud.

It isinteresting b ob®rve and receive the reactionsof across section of peple who now
view the project either via our webste, CD Romarchive or at conference and sminar
presentations It is appaent tha one of the mos important and reassuring fectors for
them, is the ability for noncomputer literate participants to beinvolved, whether thisis at
teacher, gudent, or the pulic access level.

Perhgpsthe mos surprising discovery resulting fromthe project, was the ability for
students to develop grong ©da bondswith thar distanced colleagues. Theargument
tha physcally nat being able interact with their OlassmatesO wuld dway's create a
barier isunfoundel. Many of the participants continue to ranain friendsfrom ther
experiences during the project, and & an exhibition ofthe sudent work in Sydney in
Octobea 1999, 21 oftie nonAudralian paticipants flew (unfundel and unpanned) to
Sydney to beat the opening of her exhibition. Thesodal bond fron such an experience
isarguably jud as drongif not Sronge than any traditional classroom setting.

The project has now attracted interest from other educators who ae consdering orhave
already experienced offering courses via on-line mode. Professor Thomas Kvan, Dean of
Architectureat Hong Kong University, iscurrently researching sosme of the new
pedagogical issues tha such aprocess and project have illuminated.

Perhgpsthe mos undestandable downdde arising fromsuch a project is the continued
diffi culties experienced by gudents taking part, concerning the technical interaction. The
respongs regarding diffi culties that students faced, for example, adjusting o the Ousr



interfaced bs however, enabled usto amend the old gructure and cevelop amore
streamlined and u®r friendy version of he project: Omnium 2.0.

Omnium 2.0 s currently bang produed and will betested for atwo week period in
Octobe 2000 béore bang revised to houg thefirst official online fee paying subject
offered by the University of New South Wales. The second Omnium Cd-Rom has been
produed to archive and describe the Omnium 1.0 progct and contains experiential
account from all 50 gudents who took pat as well as doaumenting dl the visud
respongs produed from the project.

A copy of he OmniRomv1.1archive can be obtained by mntacting Omnium Director,
Rick Benndt via email.






