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Welcome team to my intro 
proposal presentation. I’m 
excited to get your feedback 
and introduce you to both my 
research direction and myself.



AGENDA
Meet the Researcher

Meet the Literature

Meet the Research

Here’s an agenda for my 
presentation. I’ll begin by 
introducing myself, then 
move into a brief overview of 
the literature and finally give 
you an overview of my own 
proposed research. This is 
really meant to be high level 
presentation and hopefully 
make you very interested to 
read and comment on the 
longer written version.



hi.

MY GEOGR APHIC BACKGROUND
(MOSTLY MIDWESTERN)

Hi!

As a bit of a biographical 
overview of me, I’m not a 
Yorkshire Terrier, but I do have 
a little five year old named 
Ruby Joy who is probably also 
going to end up sharing the 
doctorate designation with me 
when this is all over. We’re 
from just outside of Chicago 
and yes…we are complete Cubs 
fans and are still somewhat 
celebrating our World Series 
Win. 



MY VOCATIONAL BACKGROUND
(MOSTLY REMOTE)

As a bit of a vocational 
overview of me, five years ago 
I was one of the first graduates 
of one of the first fully online 
graphic design MFA programs 
in the States. I loved the 
experience. I always thought 
of learning graphic design as 
being something that happened 
in a specific place but in grad 
school…my studio ended up 
being wherever I happened 
to be located at the time and 
I believe my work was much 
richer and more diverse for it. 
When I graduated, I began 
teaching for a fully online 
program as well as continued 
to do freelance graphic design 
work. So for me, when I think 
of being a graphic designer 
and being a graphic design 
educator…it has little to do 
with a specific place and much 
to do with a way of life. 



“IF YOU HAVE A LAPTOP, IF 
YOU HAVE  AN INTERNET 
CONNECTION....YOU HAVE  
A DESIGN STUDIO.” 

–SUKI MADUNDIKWA

“IN TEACHING GRAPHIC 
DESIGN, IT SEEMS DOUBTFUL 
THAT THE PERSONAL CONTACT 
CAN BE REPLACED WITH 
ELECTRONICALLY-MEDIATED 
CONTACT.” –RICHARD HUNT

That said, I began to notice 
that when I would tell others 
that I taught graphic design 
online…things got a bit 
awkward. Like the quote above, 
on the one hand some people 
were all for what I was part of—
fully supporting the idea that 
learning could just as easily 
happen through that medium 
as through more traditional 
face to face studios they may 
have learned in. On the other 
had, like the quote below, 
others were very skeptical of 
what I was part of—questioning 
how something so personal and 
embodied as design learning 
could possibly happen if one 
was not in close physical 
proximity to one’s learners. 
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my research.

I was super intrigued by this 
dichotomy. I knew it worked 
because I had succeeded in the 
system and yet it seemed like 
no one in the design world was 
acknowledging that there was 
a way to learn design outside of 
the traditional studio space. 

I was very interested in 
exploring the overlap between 
graphic design studio education 
and distance education.  
However, I couldn’t find much 
in the way of people sharing 
about learning graphic design 
in places other than those that 
resembled a traditional studio 
space. Distance education was 
pretty much an unheard of 
concept. 



ATHABASCA UNIVERSITY, DOCTOR OF DISTANCE EDUCATION

AUGUST, 2013 IN ATHABASCA, ALBERTA.

I began to wonder if maybe 
given my own experience and 
interest…I could be part of 
beginning the conversation 
and beginning to bridge the 
distance education gap. So…
in August 2013 I began at 
Athabasca and…almost four 
years later…here we are!



HELLO LITERATURE

And now before getting into 
my own proposed research, 
time for a bit of background 
on the literature surrounding 
studio pedagogy and graphic 
design.  



S TUDIO PE DAGOGY

Studio pedagogy is the defining 
pedagogy of design education. 



+ CONSTRUCTIVIST
+ PROJECT-BASED
+ ASSESSED BY CRITIQUE
+SIGNATURE PEDAGOGY

S TUDIO PE DAGOGY

It can be distilled (very 
broadly) into the following 
aspects: it is constructivist 
allowing learners to create 
meaning through project-based 
explorations overseen by a 
more knowledgeable educator. 
It is also assessed primarily by 
critique. 

It is also worth noting that 
studio pedagogy is considered 
to be a signature pedagogy. 
Signature pedagogies as defined 
by Shulman are especially used 
in “embodied professions” 
like nursing, law, and art. 
In signature pedagogies, 
learners are instructed in the 
fundamental dimensions of 
professional work—to think, 
to perform, and to act as a 
professional.



SIGNATURE PEDAGOGIES

MARVELOUS SCAFFOLDS 
FOR COMPLEX BEHAVIOR

KEENLY SUSCEPTIBLE TO 
PEDAGOGICAL INERTIA

(SHULMAN, 2005, P. 56 & 57)

Shulman says that signature 
pedagogies are thought to be 
great ways to scaffold behaviors 
because they are able to train 
learners in embodying the skills 
needed to be a professional. 
That said, because they are so 
enmeshed in the identity of 
the profession and are passed 
down from teacher to student, 
signature pedagogies are keenly 
susceptible to “pedagogical 
inertia.”



...ONLY THE MOST RADICAL 
NEW CONDITIONS—SUCH 

AS SHARP CHANGES IN THE 
ORGANIZATION OR ECONOMICS 

OF PROFESSIONAL PRACTICE 
OR IN THE TECHNOLOGIES OF 
TEACHING—ARE SUFFICIENT 

FORCES TO REDIRECT THAT 
INERTIA (P. 57).

Indeed, Shulman proposes 
that, “only the most radical 
new conditions—such as sharp 
changes in the organization 
or economics of professional 
practice or in the technologies 
of teaching—are sufficient 
forces to redirect that inertia” 
(p. 57). 



1984.
In graphic design, one such 
change happened just over 
thirty years ago with…the 
introduction of the Macintosh 
computer. The computer 
changed graphic design practice 
on many levels, simplifying 
project structures and, through 
software, giving new access to 
the ability to create designs to 
people who previously had no 
design background. 

In addition, with the 
introduction of the internet 
and greater networked 
capability, audiences began to 
assume a greater participatory 
role in design production.  



Though designers are 

still responsible for print 

media, designers are 

increasingly creating 

dynamic messages for 

an audience who expects 

to be a co-creator and 

former of the experience.

(FLEISCHMANN, 2015)

Fleischmann recognizes 
that though designers are 
still responsible for creating 
distinct physical artifacts, its 
now vital that designers learn 
how to co-create on diverse 
teams and learn to think in 
interdisciplinary ways. 



Because graphic design has 
shifted from a simple system 
where it was possible to know and 
control all variables of the process 
to a diverse ecosystem where 
design is co-constructed by both 
the designer and the audience, it is 
no longer enough to teach current 
graphic design students in the 
traditional print-centric manner.
(DAVIS, 2008)

Davis brings this argument into 
an education sphere, pointing 
out that because graphic design 
has shifted from being a simple 
system to a diverse ecosystem…
the whole scope of design 
education should be altered and 
augmented to better fit the new 
reality. 



TEACHING FOR THE DESIGN OF 
DISTRIBUTED INTELLIGENCE

(NEW) AIM OF STUDIO PEDAGOGY

PARTICIPATORY 
TOOLS

MANY-TO-MANY 
INTERACTIONS

DECENTRALIZED 
STUDIO STRUCTURE

(PEKTAS, 2015) In 2015, Pektas proposed 
that the new aim of studio 
pedagogy should be to teach 
for the design of distributed 
intelligence. He feels this is 
best accomplished through 
decentralizing the studio 
structure from one where the 
educator is the main guiding 
voice to one that supports 
many to many interactions and 
becomes highly participatory. 
Pektas also believes these 
updates to studio pedagogy 
are best accomplished through 
augmenting traditional face-
to-face studio structures with 
greater online elements.



While many educators note the need 
for greater investigation into how 
the internet can be incorporated into 
studio pedagogy, there is a gap in 
understanding as to how educators 
are using the internet to extend 
+ augment studio pedagogy for 
undergrad learners.GAP.

Bender and Vredegood cite the 
studio as being “disturbingly 
constant” in the face of 
technological innovation and call 
for more research around online 
studio teaching practices.

Which brings me into a 
research gap… 

Though many educators are 
beginning to call for greater 
investigation into how the 
internet can be incorporated 
into studio pedagogy, there is 
a gap in understanding as to 
how educators are using the 
internet to extend + augment 
studio pedagogy for undergrad 
learners.



HELLO (PROPOSED)  RESEARCH

Which…brings me to my own 
proposed research….



THE TRANSIENT SPACES OF STUDIO LEARNING  
Building a Theory of Online Studio Pedagogy  
in Graphic Design Undergraduate Education

PURPOSE
Explore ways educators who work in brick and 
mortar institutions use the internet to extend, 
expand, and augment studio pedagogy in 
undergraduate graphic design education. 

Reveal a theory to aid future graphic design 
educators in creating learning spaces.

Constructivist Grounded Theory

METHODOLOGY

…entitled, The Transient 
Spaces of Studio Learning, 
building a theory of online 
studio pedagogy in graphic 
design undergraduate 
education. 

As you can see here, the 
purpose of my research is first 
to explore how the internet is 
being used to augment studio 
pedagogy in undergraduate 
education and next to reveal 
a theory about this usage 
which could aid future graphic 
design educators. And…
my methodology will be 
constructivist grounded theory.



How are graphic design 
educators who work in 
brick + mortar institutions 
using the internet to 
augment, expand, & 
extend studio pedagogy 
for undergraduate 
learners?

CENTRAL QUESTION

SUPPORTING QUESTIONS

1. What pedagogical benefits do 
educators feel come from extending 
the studio via the internet? 

2. What influence does professional 
graphic design work experience 
have on the ways educators use the 
internet to extend the studio?

3. How does augmenting the studio 
via the internet alter the educator 
experience of studio pedagogy?

4. How are institutions supporting 
efforts to use the internet to 
augment, expand, and extend 
studio pedagogy?

R E S E ARC H
Q U E S TION S

My research will be guided by 
the central research question 
of: How are graphic design 
educators who work in brick + 
mortar institutions using the 
internet to augment, expand, 
& extend studio pedagogy for 
undergraduate learners? 

In addition, the following four 
supporting questions will seek 
to explore why educators are 
making these choices as well as 
the outcomes and support that 
educators see emerging from 
making these studio pedagogy 
choices.



Data is dynamic and multi-faceted.

Data is a co-construction between 
researcher + participants.

Data is a product of the research 
rather than something observed. 

Researcher’s prior knowledge/
experience is to be identified and 
embraced.

(CHARMAZ, 2006)

(GLASER & STRAUSS, 1967; CHARMAZ, 2006)

Grounded theory is an iterative data 
collection process that uses inductive 
reasoning.

Grounded theory researchers move 
continuously between data collection 
and analysis, eventually creating a theory 
of behavior grounded in the data itself. 

CONSTRUCTIVIST  
GROUNDED THEORY

GROUNDED THEORY (GT)

CONSTRUCTIVIST GT

I’ll be using Constructivist 
grounded theory. Grounded 
theory in general is a research 
methodology that places 
importance on an iterative 
process for data collection in 
order to reveal a theory that is 
grounded in the data itself. 

Unlike some of the more 
traditional versions of grounded 
theory where a researcher tries 
to remove themselves as much 
as possible from the experience 
and their viewpoint from the 
data, Constructivist grounded 
theory places a high value on 
the researcher’s own experience 
of the phenomenon and sees 
the researcher as being key in 
the co-construction of the data. 
In this way, my own experience 
as a design educator will be 
useful.



INCLUSION CRITERIA

EXCLUSION CRITERIA

1) Educators who are affiliated with 
colleges or universities that deliver 
content primarily within the context 
of brick and mortar campuses.

2) Educators who actively self identify 
as extending, augmenting, and 
expanding their studio learning 
spaces using the internet in 
undergraduate graphic design or 
visual communication programs.

1) Educators who have taught in the past 
but are not currently teaching.

2) Educators who are situated within  
graduate graphic design or visual 
communication programs.

3) Educators who are working in  
programs delivered fully online.

4) Instructional designers who have 
experience creating courses that extend 
studio spaces via the internet but have 
not actively engaged with learners in a 
teaching relationship.

PARTICIPANT  
CRITERIA

Regarding participants, I’ll be 
looking for educators who are 
both affiliated with brick + mortar 
institutions and who self identify 
as actively using the internet to 
extend, augment, or expand their 
studio learning spaces. 

I’m interested in how studio 
pedagogy is being enacted in 
transient, blended spaces within 
undergraduate programs thus 
am not looking for research 
participants who are part of fully 
online programs, those who are 
teaching at a grad level or anyone 
who may have designed a course 
but not be actively teaching it.  

I’ll rely on a combination of 
personal and professional contacts 
for my initial participant sample 
and then recruit the remaining 
participants via theoretical 
sampling until I reach data 
saturation. 



DATA GATHERING

PURPOSE

Understand how educators construct their 
motivation for extending studio pedagogy.  

Investigate how educators perceive 
institutional and learner reaction to altered 
studio learning/delivery choices.

Explore new insights and emergent 
discoveries that occur within the data.

Reveal a theory to inform future decisions 
design educators make about potential 
program delivery options.

METHODS

1) LOOSELY STRUCTURED 
ONE-TO-ONE INTERVIEWS

2) LOOSELY STRUCTURED 
GROUP INTERVIEWS

3) MEMO WRITING

I will be gathering data 
primarily through interviews. 
I’ll begin with loosely 
structured one-to-one 
interviews with educators and 
then invite all participants 
to be part of several loosely 
structured group interviews. 
In addition, I’ll be engaged in 
memo writing throughout my 
time researching. 

Through my research I hope to 
formally investigate just how 
educators are extending their 
studio spaces and eventually 
reveal a theory which could 
help educators make informed 
decisions about program 
delivery options.



ANALYZE DATAGATHER DATA

SYNTHESIZE DATA

COMPARE DATA

GENERATE THEORY

CODE DATA

Here’s a basic graph of the data 
gathering and coding process 
I will use. You can see that in 
grounded theory, one gathers 
and analyzes data concurrently. 
The analysis process consists of 
coding data, synthesizing data, 
constantly checking and re-
checking emergent categories 
of data before generating a 
theory which itself is grounded 
in the data. 



CODING PROCESS

CODING PROCESS

TRANSCRIBE INTERVIEWS

INITIAL CODING
Name each word, line, or segment of data 
while remaining close to the literal data.

CONSTANT COMPARISON
Compare data + interactions 
to gauge overall impact of 
behaviors + ideas.FOCUSED CODING

Use most significant/frequent initial codes 
to sort, synthesize, integrate, and organize 
large amounts of data.

(CHARMAZ, 2006)
I’ll be using Charmaz’s data 
coding process which consists 
of  two main phases: initial 
coding where each word, line 
or segment receives a name 
followed by focused coding 
where the most significant/
frequent codes become 
synthesized and integrated 
together. 

As Charmaz advises, 
throughout this whole process 
I will be engaged in constant 
comparison to ensure that a 
consistent storyline is emerging 
from the data. 



b research process

b researcher’s own 
position in relation  
to phenomenon 

b relationship between 
researcher + participants 

TRUSTWORTHINESS + RIGOR

TRUSTWORTHINESS FACTORS
(DENZIN AND LINCOLN, 1994)

(LINCOLN & GUBA, 2005) (COONEY, 2011)

(BROWN ET AL, 2002)

CREDIBILITY

b prolonged engagement

b persistent observation

b triangulation

b peer debriefing

b member checking

BE ENGAGED.

Memos create a cohesive audit 
trail of the research process 
to confirm emergent theory 
outlining the following:

b categories

b connections

b relationships 

DEPENDABILITY/CONFIRMABILITY
BE TRANSPARENT.

TRANSFERABILITY
BE DESCRIPTIVE.

Essential to any study is its 
validity so one can be certain 
that the information gathered 
progresses beyond a nice 
story about the phenomenon. 
As you can see here, I’ll be 
using Denzin and Lincoln’s 
four trustworthy factors for 
qualitative research to ensure 
trustworthiness + overall rigor. 



ANTICIPATED RESULTS

Provide insight into the intricacies encountered when 
traditional face-to-face graphic design studio spaces are 
extended via the internet.

Inform graphic design educators of ways to augment 
studio teaching methodologies to include non-
traditional, internet-based delivery formats.

Inspire graphic design educators to expand their concept 
of studio pedagogy.

Reveal a theory to aid future design educators in decision 
making about potential program delivery options.

OUTCOMES At the completion of this study, 
my anticipated outcomes are: 
to provide insight into the 
intricacies encountered when 
extending studio spaces, to 
inform and inspire educators 
about ways they can augment 
their own teaching methods, 
and finally to reveal a theory 
about online studio pedagogy 
in undergraduate education 
to aid future design educators 
in decision making about 
potential course delivery 
options.



THANK YOU  and  ONWARD.

So with that….
Thank you! 
Any questions? 
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