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Abstract. The design process in Interior Architecture education is the 
basis of all the studio courses and design-oriented courses. In this process, 
it is important for students to develop their creative thoughts and find 
different ideas. Students find it difficult to produce creative design ideas.  
As well as producing ideas, students also have difficulty in determining 
problem status and performing user analysis. In this respect, 
implementation of different methods and activities are important in the 
process. One of these methods is the integration of gamification into the 
design education. This education method was conducted as a workshop 
with a group of Interior Design students during the Spring term of 2018-
2019 in İstanbul Şehir University. The students who took the project 
course for the first time were included in the research. In the workshop, 
firstly, the game ''Who? With Whom? Where? How?" was played 
manually, and the user ID was defined. Secondly, the results of the game 
were converted to the function scheme. After the study, a survey was 
conducted with the students. It was observed that the method of 
gamification increased the motivation of the students and offered more 
than one alternative in design process compared to the traditional thinking 
methods. 

1 Introduction 
In every stage of Interior Architecture education, especially in the studio courses where the 
project is produced, the design process is utilized. The design process consists of defining a 
problem, producing solutions and developing the product. The first stages of the design 
process are the generation of ideas and the determination of the problem situations. 
Students should also consider user requirements when generating ideas and analyzing 
problem situations. The design process in the studio classes is important for the students to 
know the problem well, analyze the user and incorporate their own point of view into the 
design.  All the students benefit from the same stages, but all are expected to produce 
different and original projects. Students who take project courses for the first time have 
more difficulty than other courses at these design stages. Therefore, different methods are 
applied to facilitate students' adaptation to design studios and idea production process is 
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important. The fact that the studio environment enables different activities such as 
seminars, workshops and competitions contributes to the originality of the ideas produced. 

The design process in Interior Architecture Education includes formal and informal 
methods. In this study, a new method that can be used in the design process, which is a part 
of Interior Architecture education, is suggested. This method involves integrating 
gamification as an informal method that contributes to spontaneous learning within formal 
education methods and the use of this method in the design process. The design process 
consists of determining, evaluating and applying the necessary information by determining 
the problem. In this study, the stage of the analysis of the necessary information by 
determining the problem was supported by the game ‘’Who? With Whom? Where? How?". 
Gamification is the addition of abstract designs to real life. This situation can contribute to 
the problem-solving process and be used as a tool in the process of problem determination. 
The aim is to increase the motivation of students and contribute to the design education. 
Gamification is both an interdisciplinary dimension in design education and a funny and 
creative activity for students. The gamification of education gives students a practical 
design approach. Thus, a new learning method emerges in the design process of Interior 
Architecture education. 

The research was conducted as a workshop with a group of Interior Design students 
(12) during the Spring term of 2018-2019 in İstanbul Şehir University. The students who 
took the project course for the first time were included in the research. Upper class students 
were excluded. In the workshop, firstly, the game ''Who? With Whom? Where? How?" is 
played manually and the user ID is defined later after being converted to the function 
scheme. After the study, a survey was conducted with the students. Student opinions were 
taken about the use of gamification for educational purposes in the design process. 

2 Gamification and interior architecture education 

The design process in Interior Architecture education is based on heuristic methods. The 
design does not have any formula. Therefore, it is different from the verbal and numerical 
courses learned in high school. This difference makes it difficult for students to learn design 
process and produce unique projects in studio courses. Many researchers state that the 
students receiving Interior Design education mostly have difficulty in studio courses in the 
first year when the design process is learned [1-8]. Another reason for this difficulty is the 
formal education system they were previously used to [9]. Various methods such as 
painting, music, book and game are used in order to enable the students to adapt themselves 
to design education without having difficulty and getting bored. In this way, the formal 
education that students receive is supported by informal methods. Including gamification 
into the design process as a manual game also reveals a new educational method.  

The term of gamification was first defined by Nick Pelling as a fast and enjoyable 
transfer of electronic transactions through game [10]. Karl M. Kapp expresses gamification 
as a tool for game-based thinking, gathering together, encouraging for learning, motivation 
and problem-solving [11]. Gamification refers to a method that has objectives such as 
education, entertainment, experience, motivation, thinking and problem-solving by 
gathering different disciplines together with game. According to the researches of Kapp, 
instructional games contribute to high-level thinking skills and motivations of students are 
increased compared to the traditional learning methods [11]. The reason why game 
increases motivation in people is that it hosts feelings of challenge, fantasy and curiosity 
[12]. 

Gamification is used in all design-focused disciplines to increase students' motivation 
and contribute to learning at all the stages of education from kindergarten to university. The 
integration of game into education emerges with the idea of game-based learning. The 

course subjects are taught through game. The first objective of these games is education but 
they have not lost their entertainment aspect [13]. Lee and Hammer argue that the 
combination of education and gamification resembles the combination of peanut butter and 
chocolate. They state that a very different and much more delicious result will emerge from 
the combination of these two delicious tastes [14].  Gamification in Interior Architecture 
education is the inclusion of abstract designs in real life in the design process. This situation 
can be used as a tool in the problem determination process; it also contributes to the 
problem-solving process. Gamification not only brings an interdisciplinary dimension to 
design education but also provides an enjoyable and creative activity for students. 
Gamification of education provides students with a practice-based design approach. Thus, a 
new learning method emerges in the design process in Interior Architecture education. To 
facilitate the adaptation of students, who have started receiving Interior Architecture 
education, to the design process and to contribute to the problem-solving process are among 
the aims of gamification.  

3 Method 

The design process consists of determining the problem situation, collecting, evaluating and 
applying the necessary information. The research was conducted as a workshop with a 
group of students consisting of 12 Interior Design students during the Spring term of 2018-
2019 in İstanbul Şehir University. The students who took the project course for the first 
time were included in the research. Upper class students were excluded. In the workshop, 
first, ‘’Who? With Whom? Where? How?’’ game is played manually and the user ID is 
defined later converted to the function scheme. After the workshop, a survey was conducted 
and the students' perspective on design education was learned. The questionnaire developed 
has five open-ended questions aimed at determining students' motivation and perspective 
on design education. For the validity of the survey, expert opinion was obtained and final 
form of the survey was given. 

4 Findings  

This section contains ''Who? With Whom? Where? How?" workshop and the survey data. 

4.1 Workshop process: Gamification ''Who? With Whom? Where? How?"  

In the workshop, firstly, the game "who, with whom, where" was manually played, the user 
ID was identified and then it was converted to the function diagram. First of all, A4 papers 
were distributed to the students.  The questions Who? With Whom? Where? and How? 
were asked, respectively. In each question, the students folded the paper inwards and gave 
it to the friend next to them.  It is forbidden to look at the answers of the questions. They 
were asked to combine the answers written on the last piece of paper, to form a user ID and 
write a short text. The written texts were transformed into an enjoyable activity by being 
read in the class. Afterwards, they carried on with the design process by converting the 
short text they wrote into a function scheme. 
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Table 1. Examples from the game 

Who? With Whom? Where? How? Results(User ID) 

Melisa 
(Editor/Publisher) 

 
Lives with her 
cousin 

A house 
with a 
garden in 
New York 

Brown and 
purple 
colours 
house with 
game 
console. in 
game room. 

Melisa is an editor. She lives 
in the same house with her 
cousin. The house is located in 
New York. It has a large 
garden. The house is 
dominated by brown and 
purple colors. Melisa loves to 
play games with her cousin, so 
she has a playroom in her 
house. 

Bahar 
(Fashion 
Designer) 

 
Sharing the 
same house 
with a friend 

In Muğla 

A house 
with a 
fireplace in 
black, pink, 
blue colors 

Bahar is a fashion designer. 
She lives in Muğla with her 
friend in a house with a 
fireplace dominated by black, 
pink and blue colors. 

Mert 
(Teacher) 

Lives with his 
wife 

 
A house 
in the 
forest 

A house 
with a 
swing, 
dominated 
by black, 
blue and red 

Mert is a teacher. He lives 
with his wife in a house in a 
wooded area. They have black 
lamps, a blue armchair and a 
red carpet. There is a rocking 
sofa in the lounge of their 
house. 

Sinem 
(Student) 

Lives with her 
family In Norway 

A house 
with a pool 
(green and 
colors) 

Sinem lives in Norway with 
her mother and father. There 
is a pool inside the house. The 
furniture is in shades of green. 
She preferred a white and 
simple design. 

Aleyna 
(Basketball 
Player) 

Lives with her 
husband and 
daughter 

A house 
by the sea, 
on the 
beach 

White house 
with gray 
walls 

Aleyna is a basketball player. 
She lives with her husband 
and daughter in a house on the 
beach. Furnitures in their 
homes are white. Some walls 
and ceilings are gray.  

 
Fig. 1. Examples of diagrams. 

4.2 Survey: The effect of gamification on the design process 

A survey was applied to determine the effect of gamification on the development of 
students in the design process. In the survey developed, there are five open-ended questions 
to determine the students' motivation and view of design education.  

Table 2. Survey: The effect of gamification to the design process 

Question Yes  No Student opinions 

1 
Did gamification have a 
positive impact on the design 
process? 

100% 0% 

'Easier to identify the problem and find a 
solution.'' 
''I have learned how to express ideas.'' 
''It made the design process fun. I was able to 
follow the lesson, not distracted, not bored'' 
''I can think more abstract and unusual'' 
''It made me move faster. I wasn't forced to 
know what to do'' 

2 
Did gamification make it easy 
for you to adapt to the design 
process? 

92% 8% 

''I realized it was more fun.''  
''I understood how my design started.''  
''I learned to draw schemes. I learned how to 
make a concept map. I learned the function 
scheme.''  
''I learned how to start designing. I have 
increased my self-confidence for the project  
lessons.'' 
''It made me focus more easily, I'm not bored.'' 

3 

 
Do you think you've learned 
new things about gamification 
and design? 

100% 0% 

'I learned what phases of the design process, 
first of all, needed to analyze the problem. Then 
we drew the schema. When drawing we have 
expressed with colored pencils and shapes. We 
learned to draw the concept diyagrams.'' 
''I have learned how to express my thoughts to 
the others in a simple way, using diyagrams and 
concept maps.'' 

4 

'Do you think that the problem 
situation you get from 
gamification during the design 
process is original?'' 

75% 25%

''I'm having trouble finding a subject myself. I 
can think different things with this method.'' 
''I came across people and places I couldn't 
think of. made me think differently.'' 
''What was written in the game could have been 
more interesting, I had difficulty assembling 
and writing text'' 
''It made me gain a different perspective.'' 

5 
 
Should gamification be used in 
design-oriented project lessons? 

100% 0% 

''It makes us to learn new things without 
memorizing and noticing.'' 
''Allows us to produce original problems.'' 
''We don't usually know what to do when we 
start designing. With gamification, we can do 
something fun together. Application of other 
courses also will make the courses more 
interesting.'' 
''We work together as a group. Nobody stays 
back. We know each other and work 
harmoniously.'' 
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All the students stated that gamification contributed to the design process and the 
determination of the problem situation in this process. While 92% of the students stated that 
they were more easily adapted to the course, 75% stated that they obtained a more original 
problem situation. All the students agree that gamification teaches them new knowledge 
and methods, and they think that the use of gamification in design-focused courses from 
now on will be beneficial. 

5 Conclusion 

When the survey data were evaluated, it was seen that gamification method increased 
students' motivation and contributed to multiple alternative propositions in the design 
process compared to the traditional thinking methods. Thanks to gamification, which is an 
informal learning method, students learned the concept maps and function schemes used in 
the design process and the progress of the process without memorization. It was seen that 
the different disciplines used contributed to the courses in which students had difficulty. 
The students learned while having fun as a group, all the students participated in the course 
and did not have any problem of concentration. Gamification was used as a tool in the 
problem determination process within the workshop study and brought an interdisciplinary 
dimension to the design education. In addition to being a new learning method, it was a 
creative and enjoyable activity for students. The integration of a game into design education 
provides students with a design approach that is far from memorization. As a result of the 
study, when the data obtained are evaluated, it is concluded that this education model 
applied to Interior Architecture education can be used as a method that contributes to the 
learning environment of students in the design process. 
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determination of the problem situation in this process. While 92% of the students stated that 
they were more easily adapted to the course, 75% stated that they obtained a more original 
problem situation. All the students agree that gamification teaches them new knowledge 
and methods, and they think that the use of gamification in design-focused courses from 
now on will be beneficial. 

5 Conclusion 

When the survey data were evaluated, it was seen that gamification method increased 
students' motivation and contributed to multiple alternative propositions in the design 
process compared to the traditional thinking methods. Thanks to gamification, which is an 
informal learning method, students learned the concept maps and function schemes used in 
the design process and the progress of the process without memorization. It was seen that 
the different disciplines used contributed to the courses in which students had difficulty. 
The students learned while having fun as a group, all the students participated in the course 
and did not have any problem of concentration. Gamification was used as a tool in the 
problem determination process within the workshop study and brought an interdisciplinary 
dimension to the design education. In addition to being a new learning method, it was a 
creative and enjoyable activity for students. The integration of a game into design education 
provides students with a design approach that is far from memorization. As a result of the 
study, when the data obtained are evaluated, it is concluded that this education model 
applied to Interior Architecture education can be used as a method that contributes to the 
learning environment of students in the design process. 
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