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Study on Development Process of Furniture Design Class by Applying Role-playing

Chi Ho In'

Department School of Art & Design, Korea University, Seoul 02841, Korea

Abstract: In design education enhancement of design methodology and creativity can be stimu-
lated through taking on several creative roles within an interactive and enjoyable studio course.
To overcome blocks to creativity I developed a intermediate course, ‘Furniture Design Studio I
at the sophomore advanced level course. Inventive thinking and a sense of aesthetic are the es-
sential element for all studnets to grow as a professional designer. And to develop their creative
thinking skill I introduced a system that utilizes each element into a role-playing type of
projects. Students will be able to demonstrate their underlying creativity in a more open
environment. Instead of stressing to solve a lot of complicate issues, the main focus is to allow
freedom of expression and creativity. Role-playing are executed in a design studio environment

rather than in a psychodrama situation. There are two different type of role-playing :

Inventor

and Designist (Designer + Artist). Students will be able to work in groups, incorporate problem
solving into their projects and concentrate on more personal creative form developments.
Through this process, students will enhance their problem solving abilities and broaden their
scope for innovation. Thus increases the student’s participation and creativity. Investigating the
problems of domestic design education through these sort of special programs and developing
systems that enhance creativity based on the results and the process methods.

Keywords: role-playing, creativity, design education, furniture design
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Tools & Techniques overcoming blocks to creativity, James Adams.
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Gelastic material
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Tiny fluid dampers

Hologram image

Fluid latch system

Prototyping sample  Plated walnut

Fig. 4. Tech Box System for CMF Design, IDEO Design Firm, Dennis Boyl.
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Inventor Bug List 2D/3D Ideation Sketch Prototyping
H Concept Generation Concept Development Concept Refinement
Role playing
Interaction Bodystorming Huma.n FE_lCtOT
Brainstorming Problem Solving Fabrication
Verbalization Visualization Vitalization

Design Scenario
Concept Generation
Storyboard
Brainstorming

Role playing

2D/3D Ideation Sketch

Prototyping
Concept Refinement
Human Factor
Fabrication

Concept Development
Bodystorming
Material & Parts

Fig. 5. Strategy and Process of Course Development.
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Nomadic Chair

3D Sketch Mole Detail

Usability

Fig. 6. Inventor Role-Playing : Nomadic Furniture (Student’s Works).
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