2020 Annual Conference

Tulsa, Oklahoma | Past — Present — Future

I-DEC®

CONFERENCE PROCEEDINGS



CONFERENCE HOSTS
Jane Kucko
Cynthia Mohr

ABSTRACT REVIEW COORDINATOR

Helen Turner

ABSTRACT REVIEW CO-COORDINATOR
Kristin Maki

CREATIVE SCHOLARSHIP COORDINATOR
Jihyun Song

CREATIVE SCHOLARSHIP CO-COORDINATOR
John Humphries

PROCEEDINGS COORDINATOR

Jun Zou

PROCEEDINGS CO-COORDINATOR

Seunghae Lee



Best in Category — Design as Art
Jeffery Haase — Ohio State University
Pepinsky Guest House Selfie

Best in Category — Design as Interior
Clay Odom and Kory Bieg — University of Texas at Austin
Robotic Interiors: Machinic Domains

Best in Category — Design as Idea
Nick Safely — Kent State University
FiiLuff

Best Presentation — Member’s Choice
Patrizio Martinelli — Miami University
From Photo-Collage to Montage: Representation and Reinvention of Interior Space

Best Presentation — Scholarship of Teaching & Learning
Tina Patel and Bridget Tipton — Kent State University
Empathetic Design Studio: Projects + Strategies + Reflection

Best Presentation — Scholarship of Design Research
Amanda Gale and Anna Marshall-Baker — University of North Carolina at Greensboro
Multidisciplinary Views Regarding Interior Design Features that Promote Student
Wellbeing

Best Poster Presentation
Miyoung Hong — Indiana University Bloomington, Ashlynn Engelhard — University of
Nebraska-Lincoln, and Annie Mimick — University of Nebraska-Lincoln
New Evidence Educates Future Informal Learning Environments

Best Graduate Student Presentation
Anne Farniok — University of Northern lowa
Examining Drivers of Non-Territorial Workspace in Corporate Applications

Best Presentation — Member’s Choice
Michelle Pearson and Erin Hamilton — Texas Tech University
Gen Z: A Comparative Analysis of Generations and Teaching Strategies for the Interior
Design Studio



Creative Scholarship

Design as Art

A Participatory- Cross- Disciplinary - Vertical- Design- Build Studio

Milagros Zingoni, Arizona State University

Magnus Feil, Arizona State University

Agents of Retrieval, Re-Collection and Retention: Sketching and Its Role in Memory-Making

Jim Dawkins, IA&D, Florida State University

Alternate Measures and the Phenomenology of Pattern: The Big Daisy Textile Project

Annie Coggan, Pratt Institute

Pepinsky Guest House Selfie

Jeffrey Haase, The Ohio State University Department of Design

Design as Idea

City Creatures

Nerea Feliz, The University of Texas at Austin

Joyce Hwang, University at Buffalo School of Architecture and Planning
Dialogue in the Translucent & Walking in the Book

Peili Wang, Savannah College of Art and Design

Elevating the Domestic: Speculations on Post-Digital Cake Ornament + 3D Scanning
Bridget Tipton, Kent State University

FiiLuff

Nick Safley, Kent State University

From Photo-Collage to Montage: Representation and Reinvention of Interior Space

Patrizio M. Martinelli, Miami University

Harmonious Spaces: Feng Shui Culture

Wei Dong, University of Wisconsin - Madison

Yi Chen, Tongli University of China

Xiaoyang Guo, Suzhou University of Science and Technology
Qinghau Xiong, South-Central Minzu University

Multispecies Urban Furnishings: ‘Hidden in Plain Sight’



Nerea Feliz, The University of Texas at Austin

Joyce Hwang, UB School of Architecture and Planning
Open/Closed: Rooms/Corridors

Linda Zhang, Ryerson University

Jonathon Anderson, Ryerson University School of Interior Design
Monica Beckett, Ryerson University School of Interior Design
Pattern Project

Rene King, Columbia College Chicago

Petra Probstner, Columbia College Chicago

Scenic Design for Steve Martin’s ‘Picasso at the Lapin Agile’

Ahna Packard, University of Nebraska at Kearney

The Imperative of Creative ReUse

Keena Suh, Pratt Institute

The Teasel: A Place to Imagine, Experiment and Create

Angela McKillip, South Dakota State University
Kay Cutler, South Dakota State University

Design as Interior

Robotic Interiors: Machinic Domains

Clay Odom, The University of Texas
Kory Bieg, The University of Texas School of Architecture
Ben Rice, The University of Texas School of Architecture

Panels

Scholarship of Teaching and Learning — Pedagogy

Burning Down Silos: Collaborative Curriculum Development that Fans the Flames of Integrated Learning

Valerie Settles, University of Central Oklahoma

Amy Jacobson-Peters, University of Central Oklahoma
SeonMi Choi, University of Central Oklahoma
Adrienne Wright, University of Central Oklahoma

Exit Survey Assessment Strategies to Measure Program Success and Student Engagement

Doug Seidler, Marymount University

Amanda Gale, The University of North Carolina at Greensboro
Michelle Pearson, Texas Tech University

Lindsey Fay, University of Kentucky



Pecha Kucha

Blind Spot: How I Get in the Way of Making Interior Design More Inclusive

Roberto Ventura, Virginia Commonwealth University

Scribbles on a Page: Writing and Drawing

Madison Sabatelli, The Ohio State University

Tried and Tested: The Uncertain Terrain of Community-Engaged Teaching and Learning in Interior
Design Education

Travis Hicks, University of North Carolina at Greensboro

Design Through Prototype

Emily Baker, University of Arkansas

Posters

Creative Scholarship — Design as Idea

Concept Sketching: A Hybrid Approach for Sculpting Interior Vignettes

Jake Tucci, Unversity of Arkansas

Creative Scholarship — Design as Interior

Taiba Cultural Center: An Approach Toward Sustainable Tourism Development in AL- Medina, Saudi
Arabia

Rana Bazaid, Texas Tech University
Martha Afiez, Philadelphia University previous, Thomas Jefferson University
Barbara MacAulay, Philadelphia University previous, Thomas Jefferson University

Scholarship of Design Research — History & Theory

“Entities,” Modern Interiors as a Selling Tool

Grace Ong Yan, Thomas Jefferson University

A Classical and Modern Interior: Eero Saarinen’s Miller House, “A Contemporary Palladian Villa” in the
American Midwest

Patrizio M. Martinelli, Miami University

Restorative Aesthetics | Designing for Stress Reduction with Fractal Geometries and Soft Fascination

Maria Decker, Semple Brown Design
Matt Melcher, Washington State University



Judy Theodorson, Washington State Umiversity

Shopping Environments: A Systematic Analysis of the Evolution of Places for Shopping
Saman Jamshidi, Texas Tech University

Debajyoti Pati, Texas Tech University

The Spiritual Architecture of Philip Johnson: Design as a Reflection of Life

Daniel Harper, Ohio University

Scholarship of Design Research — Open Track

Active Design: Potential Energy Beats Out Sprawl in 1960s Era Suburban Tract Housing

Alexis Holcombe, Virginia Commonwealth University

Designing Learning Spaces of the Academic Library: The Need for a Sensory Design Approach
Mei Wang, University of Central Oklahoma

SeonMi Choi, University of Central Oklahoma

Interior Imagery as Historical Documents of Spatial Domestic Experience

Nadya Kozinets, University of Louisiana at Lafayette

Navigating a STEAM Collaboration: Outcomes and Lessons Learned

Dana Vaux, University of Nebraska Kearney

New Evidence Educates Future Informal Learning Environments

Miyoung Hong, Indiana University Bloomington
Ashlynn Engelhard, University of Nebraska-Lincoln
Annie Mimick, University of Nebraska-Lincoln

The Experimental Design Research with Virtual Teality (VR) Technology

Hyungchan Kim, Kansas State University
Jichul Jang, Kansas State University

Scholarship of Design Research — Pedagogy

Cognitive Load as a Measure of Acceptance in Immersive Virtual Reality Environments.

Luis Mejia P., Oklahoma State University
Md Azizul Islam, Oklahoma State University
Tilanka Chandrasekera, Oklahoma State University

Scholarship of Teaching and Learning — Pedagogy

Conveying Sustainable Concepts Through a Multifaceted Approach



Erin Speck, George Washington University
Bryn Bassett, George Washington University

Experiential Learning Through Virtual Field Trips in History of Interior Design Education

Hebatalla Nazmy, Michigan Sate University
Suk-Kyung Kim, Yonsei University, Seoul, Korea

Problem-Based Learning in a Collaborative K-12 Museum Design Project

Abimbola Asojo, University of Minnesota
Hoa Vo, University of Minnesota

Project-Based Learning: A Multidisciplinary Collaboration Between Freshmen and Capstone Students

Silvana Polgar, California State University Fresno

Scholarship of Design Research — Practice
Post-Occupancy Evaluation and Integrated Lighting Analysis Strategies: A Classroom Building Case
Study

Abimbola Asojo, University of Minnesota
Mary Guzowski, University of Minnesota
Hoa Vo, University of Minnesota

Suyeon Bae, University of Missouri

Reclaiming Beercraft: A Sensory Experience

Zishan Zeng, Virginia Commonwealth University

Scholarship of Design Research — Social & Environmental

A Public Education Model for ASD Therapies

Ed Williams, Virginia Commonwealth University

Addressing Sustainability, Wellbeing, Social Equity and Resilience at the Schematic Design Level

Saglinda Roberts, Chatham University

Rob Fleming, Jefferson University

Biophilic Interior Design Preferences of Generation Z for Hotel Guest Room Visual Art and Technology
Kelly Lesh, Georgia Southern University

Beth McGee, Georgia Southern University

Designing a Primary Health Community Center Using Biomimicry, Natural Architecture, and
Sustainability Principles

Reem Bagais, Texas Tech University

Mahnaz Ensafi, Virginia Tech University

Embracing Retail Sustainability: Attracting the Millennial Consumer with Adaptive Reuse



Hannah Bulow, Virginia Commonwealth University

Finding Children’s Secret Spaces: Perceived Secrecy in Early Childhood Environment

Sahand Abbasi, Texas Tech University

Kristi Gaines, Texas Tech University

Debajyoti Pati, Texas Tech University

Charles Klein, Texas Tech University

Malinda Colwell, Texas Tech University

Interior Design-Based Evaluation of a University Learning Environment
Katherine Price, Georgia Southern University

Sarah Zenti, Georgia Southern University

Natural Light and Its Effect On Student Perceptions of Learning Performance and Well-being In
Classroom Environments

Hannah Smith, Georgia Southern University

Dr. Angelita Scott, Georgia Southern University

One Step Closer to Achieving Inclusive Design: Design Considerations for Clients with Low-Vision

Lauren Hughes, Mississippi State University

Parking Plaza: Reconnecting Farms to Cities.

Houria Boumazairig, Virginia Commonwealth University

Restorative Spaces in Title | high schools

Lindsey Slater, Florida State University's Department of Interior Architecture and Design

Spatial Narrative in Biophilic Interior Design

Kendra Ordia, University of Nebraska - Lincoln

Sustainability Initiatives in Luxurious Hotel Environments: Consumer Satisfaction or Skepticism?
So-Yeon Yoon, Cornell University

Annice Lee, Cornell University

Sustainable Design: A Biomimicry Approach for Designing a Green Building

Seyedehnastaran Hashemi, Texas Tech University
Ashley Rose Marino, Texas Tech University
Debajyoti Pati, Texas Tech University

Taking the Water - For the Third Age and Beyond

Alison Ho, Virginia Commonwealth University

The Impact of Lighting Type on Consumer Behavior in the Purchase of Healthy Products

Sarah Hartmann, Georgia Southern University
Sarah Zenti, Georgia Southern University



Scholarship of Teaching and Learning — Social & Environmental

Design for Health Initiative: Appalachian Community Health Challenges Related to Poverty

Shelby Hicks, Western Carolina University

Sara Duncan, Western Carolina University

Amy Murphy-Nugen, Western Carolina University
Kae Livsey, Western Carolina University

Presentations

Scholarship of Design Research — Globalism & Multiculturalism

An Investigation of Cultural Well-being in the Workplace Environment
Angelita Scott, Georgia Southern University

Abimbola Asojo, University of Minnesota

Multicultural Interiority: Shared interior roles in Balinese compound housing

Gregory Galford, Virginia Tech

Scholarship of Design Research — History & Theory

Brewing Artisanal Pasts: Craft Beer, Spirits, and the Manufacturing of Historic Interiors
Erin Cunningham, University of Florida

Nam Kyu Park, University of Florida

Capability Design: Developing a Big Tent Theory for Interior Design

William Riehm, University of Louisiana at Lafayette

Exploring Frank Lloyd Wright through the Lens of ‘Big Data’

Elise King, Baylor University

Qiannan Wu, Baylor University

David Lin, Baylor University

Fashion Interiors and Historic Preservation: The Commodification of History and Taste
Chunyao Liu, University of Florida

Erin Cunningham, University of Florida

Grdffiti in the Corner Bar: Discourse, interiors, and Historicized Space

Bryan Orthel, Indiana University

ID’ing Realities Made by Material Culture

Shai Yeshayahu, Ryerson University

Mediating Interiors’ Past, Present, and Future with Emerging Technology



Mary Anne Beecher, The Ohio State University

Modern Day Medici: The Walton Family’s Transformation of Bentonville, Arkansas

Carl Matthews, University of Arkansas

On “Pivot” in Traditional Chinese Interior Architecture and Urban Planning

Jun Zou, Louisiana State University

Truth in Rasterizing: The Ethics of Sketching in the Digital Era

Roberto Ventura, Virginia Commonwealth University

Scholarship of Teaching & Learning — History & Theory

Internet, Image, Affect: Social Media and Interior Design

Karin Tehve, Pratt Institute

Scale + Figure

Andrew Furman, Ryerson School of Interior Design

Scholarship of Design Research — Open Track

#INSPO: Aspiring Interior Designers and the Implications of Digital Design Inspiration in the Era of Social
Media

Leah Scolere, Colorado State University
Design as a Creative Discourse: Investigating Ways of ‘Interacting, Representing, and Being’ Within
Design Teams

Mohammad Reza Dastmalchi, University of Missouri
James Hopfenblatt, University of Missouri
Bimal Balakrishnan, University of Missouri

Digital Playground for Interior Designers: Generative Ideation through Playing with Intypes

Joori Suh, University of Cincinnati

Documenting the Transformation: Interior Department as a Catalyst of Change

Nadya Kozinets, University of Louisiana at Lafayette

William Riehm, University of Louisiana at Lafayette

Examining the Impacts of Interior Environmental Factors On Nurses’ Job Performance

Suining Ding, Purdue University Fort Wayne

How the Multisensory Context of Interior Environments Affects Occupants’ Visual Attention in Spatial
Perception

Jain Kwon, Colorado State University



Juyeon Kim, Soongsil University, Seoul, Korea

How to Design Mindfulness Practice Areas for the Well-Being of the Design Students

Vibhavari Jani, Kansas State University

Lessons Learned: Design Students as Post Occupancy Evaluators

Stephanie Clemons, Colorado State University

Ryan Barone, Colorado State University

David McKelfresh, Colorado State University

James Banning, Colorado State University - Emeritus

Lighting Distributions in Senior Residential Settings: An HDR-Based Analysis for Improved Nighttime
Circadian Lighting

Elif Tural, Virginia Tech

Older Adults’ Technology Readiness Impact on Perceived Knowledge and Attitudes Towards Home
Gerontechnologies for Falls

Gabriela Fonseca, lllinois State University

Mihyun Kang, Penn State University

Other Ways of Sharing: Poetic Transcription to Report Research Findings in a Study with Children with
Autism

Julie E. N. Irish, lowa State University

The Influences of Healthcare Interior Environments on Healthcare Personnel Behavior and Perception of
Safety

Suyeon Bae, University of Missouri
Abimbola Asojo, University of Minnesota

Scholarship of Teaching & Learning — Open Track

How to Design and Evaluate a Game-Based Studio?

Zina Alaswad, Texas State University

Interior Grafts: Interventions Between the Natural and the Synthetic

Rana Abudayyeh, The University of Tennessee Knoxuville, College of Architecture and Design

Role of Design Educators in Enhancing Student Success and Mental Health: First Four Week (FFW)
Campus-Wide Initiative

Stephanie Clemons, Colorado State University
Ryan Barone, Colorado State University

Kelly Long, Colorado State University

Gwen Gorzelsky, Colorado State University



Socially-Mediated Design Communication: Social Media As A Tool For Critical Thinking & Engagement
in Design Education

Leah Scolere, Colorado State University

Scholarship of Design Research — Pedagogy

Assessing Interior Design Students’ Domain-Specific Spatial Ability: Development of the AISAT V.2

Ji Young Cho, Kyung Hee University

Joori Suh, Univerity of Cincinnati

Awards and Competitions in the Design School: Significance to the Curriculum and Student Motivation
Lori Brunner, Arizona State University

David Richardson, Arizona State University

Changing the Game: Our Experience with Game-Based Studio Activity

Noorh Albadi, University of Minnesota

Meghan Hendrickson, University of Minnesota

Characteristics of Successful Design Students After Graduation: A Look at the Big Five Personality Traits
Lori Brunner, Arizona State University

David Richardson, Arizona State University

Interior Design Faculty Credentials in North America Today: A Comparative Study Between Two IDEC
Regions

Laura Kimball, Radford Univeristy

Amy Roehl, Texas Christian University

Beth Miller, Mississippi State University

Teaching Soft Skills in CIDA Accredited Programs

Amanda Gale, University of North Carolina Greensboro
Diane Bender, Arizona State Univeristy

Scholarship of Teaching & Learning — Pedagogy

3D Printing And The Interior Design Studio

Emily Smith, Virginia Commonwealth University

Abstractions into Architecture: Facilitating Creativity in the Design Process

Susie Tibbitts, Utah State University
Steven Mansfield, Utah State University

Before and After: Architectural Transformations

Igor Siddiqui, The University of Texas at Austin



Building Information Literacy Across the Interior Design Curriculum

Gloria Stafford, University of Northern lowa

Angela Pratesi, University of Northern lowa

Community Engaged Studio: Revitalization of the Community ‘Inside-Out’

Tina Patel, Kent State University

Cary Johnson, Kent State University

Cultural History and Diplomatic Properties: Towards an Inclusive and Interdisciplinary Model in Studio
Pedagogy

Diane Al Shihabi, lowa State University - College of Design

Mikesch Muecke, lowa State University

Derived from the Dynamic: Choreographed Time-Based Media’s Influence on the Evolution of 2D & 3D
Abstract Compositions

Felicia Dean, University of Tennessee, Knoxville

Developing STEAM in Interior Design Education

Yu Nong Khew, Parsons, The New School for Design

Nadia Elrokhsy, Parsons, The New School for Design

Elevating the Quality of Student Work: First-Year Design Students Collaborate with Rubrics to Evaluate
Projects

Jill Harmon, Utah State University

Darrin Brooks, Utah State University

Experiencing Materiality: Integrating Poetry and Writing Within an Interior Finish Materials Course
Project

Rebekah Matheny, The Ohio State University

Madison Sabatelli, The Ohio State University

Experimentations with Sounds, Materials, and Space

Stephen Skorski, University of North Carolina - Greensboro

In Pursuit of Authenticity, Happiness & Prosperity: Spatial Agents of Change

Rula Awwad-Rafferty, University of Idaho

Hani El Hajj, University of Idaho

Inclusion Delusion: Racial/Ethnic Diversity in Self-Selected Student Collaborations

Roberto Ventura, Virginia Commonwealth University

Making Education: Bauhaus 100

Marlo Ransdell, Florida State University
Yelena Mclane, Florida State Univertsity
Once Is Not Enough: Reflections on Making

Jennifer Webb, University of Arkansas



Restructuring an Interior Design Course to Encourage Empathy and Prepare for the Year 2070
Jeffrey Haase, The Ohio State University Department of Design

Emily Valentine, The Ohio State University Department of Design

Sketch Now | Write Later: The Benefits of Annotation as a Tool for Comprehension and Composition

Moira Denson, Marymount University

Space Habitat Design: The Next Frontier

Lisa Tucker, Virginia Tech

STEMette Camp: Interior Design as a Vehicle to Empower Middle School Girls in Science, Technology,
Engineering, and Math

James Hopfenblatt, University of Missouri
Mohammad Dastmalchi, University of Missouri
Bimal Balakrishnan, University of Missouri

The Corporeality of Spatial Experience: A Kinesthetic Design Approach to Built Environments

Jain Kwon, Colorado State University

The Outdoor Interior

Igor Siddiqui, The University of Texas at Austin

What Does Senior Living Look Like in 2070?

Emily Valentine, The Ohio State University

Jeff Haase, The Ohio State University

Winning at the Speed of Light: Strategically Integrating Lighting and Competitions into the Curriculum

Jeanne Mercer-Ballard, Appalachian State University

Scholarship of Design Research — Practice

Exposed in the Community: Managing the Risks and Rewards of Community Engagement in Interior
Design Education

Travis Hicks, University of North Carolina at Greensboro

Pre-Design Thinking: Exploring Contemporary Problem Framing Tactics

Amy Huber, Florida State University

The Multi-Skilled Designer: A Cognitive Foundation for Inclusive Design Thinking

Newton D'souza, Florida International University, Miami

Using Biodata to Investigate Senior Living Furniture Preference

Mitzi Perritt, Stephen F. Austin State University
Luis Aguerrevere, Stephen F. Austin State University



Joseph Strahl, Stephen F. Austin State University
Holly Cantu, Stephen F. Austin State University
Using Focus Groups to Uncover How K-12 Public School Classroom Interior Variables Influence Teachers

Alana Pulay, Washington State University

Scholarship of Teaching and Learning — Practice

Designing a Successful Furniture Studio

Cory Olsen, University of Oregon

Innovative Classroom Design: Exploring Evidence Based Design Practices through Experiential Learning

Barbara Marini, Ringling College of Art and Design

Living Laboratory: Design Build Projects on Campus

Lisa Tucker, Virginia Tech

Raising Competent Students: A Sponsored Commercial Studio

Anna Ruth Gatlin, Auburn University
Lindsay Tan, Auburn University

Scholarship of Design Research — Social & Environmental

“Start with the toilets”: Designing a School for Students with Autism Spectrum Disorder and Severe
Disabilities

Julie E.N. Irish, lowa State University

A Sensory Approach to Inclusion: Six Design Principles

Kristi Gaines, Texas Tech University

Charles Klein, Texas Tech University

Malinda Colwell, Texas Tech University

Angela Bourne, Fanshaw College

Michelle Pearson, Texas Tech University

Huili Wang, Texas Tech University

Designing a Multi-Sensory Environment for Children with Autism Spectrum Disorder
Nam-Kyu Park, University of Florida

Minkyoung Kim, Wonkwang University in South Korea

Examining Drivers of Non-Territorial Workspace in Corporate Applications

Anne Farniok, University of Northern lowa

Gen Z: A Comparative Analysis of Generations and Teaching Strategies for the Interior Design Studio

Michelle Pearson, Texas Tech University



Erin Hamilton, Texas Tech University
Marginalization and the Interior Environment: A Case Study of Interior Adaptations in Storefront
Churches

Asha Kutty, University of North Carolina Greensboro

Multidisciplinary Views Regarding Interior Design Features That Promote Student Wellbeing

Amanda Gale, University of North Carolina Greensboro

Anna Marshall-Baker, University of North Carolina Greensboro

Not Our Mission: Challenges and Opportunities for Green Building Education in LEED-certified Museums
Laura Cole, University of Missouri

Georgia Lindsay, University of Tasmania

Spatial Configuration and the User Experience in Homeless Shelters and Transitional Housing
Environments

Yelena Mclane, Florida State University

The Effect of Visual Stimulation on Empathy and Creativity in the Design Process

Ekaterina Korneva, Oklahoma State Unviersity
Maral Esmaeili, Oklahoma State University
Nur-Us-Shafa Mazumder, Oklahoma State University

Understanding The Meaning Individuals Attribute to Adverse IAQ, a Phenomenological Study of People
and Their Workplace

Dawn Loraas, University of Missouri-Columbia
Scholarship of Teaching and Learning — Social and Environmental

Empathetic Design Studio: Projects + Strategies + Reflection

Tina Patel, Kent State University
Bridget Tipton, Kent State University
Research and Scholarship Roundtables
Scholarship of Design Research — Open Track
Ready for the Shake-Up? The Technology-Driven Future of Interior Design Education and Practice
Lyndsey Miller, Mississippi State University
Scholarship of Teaching and Learning — Open Track

Speculative Futures: Bodies, Infrastructures, and Interiors of Healthcare Design



Liz Teston, University of Tennessee

Teaching & Learning in the Round

Game Based Peer Critique; Let’s Make Critique Fun and Playful ‘Spin the Wheel’

Noorh Albadi, University of Minnesota

Meghan Hendrickson, University of Minnesota

Global Parti: From 2-D Evaluation to 3-D Exploration and Sustainable Application in Global Project
Design

Jane Hughes, Western Carolina University

Space Analysis and Ground-Up Programming as a Tool for Student Design Success

Amy Crumpton, Mississippi State University

Teaching is Overrated: The Transformative Power of Learning by Doing

Stephanie Sickler, Florida State University

Using a Social Identity Wheel to Teach Inclusive Design

Casey Franklin, University of Kansas



CREATIVE SCHOLARSHIP



Creative Scholarship | Design as Art | Presentation

A Participatory- Cross- Disciplinary - Vertical- Design-
Build Studio

Milagros Zingoni, Arizona State University
Magnus Feil, Arizona State University

ABSTRACT

Diverse societies call for multiple ways of creating and designing interiors beyond indoors.
Interiors not only addresses and reflects on the identity of self, but they are responsible for the
human condition leveraging our place and cultural flux beyond the physical context (Perolini,
2011).

As academics and scholars, we have the responsibility to create new pedagogical approaches that
advance the profession and expose students to the expanded field of interior architecture. This
paper presents “Cumulus” a cross-disciplinary-design-build collaboration between ten graduate
students in interior architecture, 34 junior students in industrial design and 120 sixth graders
from a local title one school carried out during Fall 2018. Cumulus was funded by a local public
art agency for an annual ten-day event that brings twenty world renowned artists along the water
canal in a city in the Southwest of the United States. Cumulus was the only installation done by
students and it was experienced by over 200,000 visitors. Following the Festival’s theme on
water- art- light, the design students designed and fabricated an interactive installation that

reflects on the youth’s view about the value of water in their community.

The studio aimed “to feed four birds with one cracker”. First, it aimed to bring design and design
thinking to youth, and empower them to be agents of change in their community as they grow.
Second, it aimed to demystify college and project youth voices, often unheard in participatory
planning. Third, it exposed design students to the development of empathy and to design with



non-designers. And fourth, it exposed everyone involved to the value of collaboration (Zingoni,
2018).

Due to accreditation standards that both disciplines are required to teach, the faculty designed a
hybrid learning experience, leading as two different studios but interdependent of each other.
The project was introduced as an ecosystem, a symbiotic relationship in which two or more
systems are depending of each other and they inform each other. In order to help students
visualize this notion, the transdisciplinary faculty employed the metaphor of the bees and the
beehive, in which both elements are dependent of the other one, and without the other part cease
to exist. This concept was carried out through the semester and it was manifested within the built
installation. Both studios had the following outcomes expectations: (1) engagement with youth
from local Title I school, (2) cyclical design iterations that responds to the data collected during
the interaction with the youth, (3) design development and implementation including
construction drawing sets, (4) fabrication, and (5) post occupation evaluation. The scope of the
IA studio addressed the spatial experience, including a variety of programming such as
wayfinding, storytelling, seating and interaction. The ID studio scope addressed interactions at

the scale of the body.

Throughout the activities developed with the youth, a clear shared value was the fascination for
the monsoon season, the anticipation it creates and how their parents do not allow them to be in
the storm; and consequently they experience it through the windows of their living rooms.
Cumulus parti is funded by this premise. Cumulus has three components: an interactive cloud
that lights up mimicking lighting as the user moves through the site, the windows of the living
room that encourage visitors to stay, and seventeen interactive drops that allow the user to
explore how we used to play in the ponds after the storm.

REFERENCES

Perolini, P.S., 2011. "Interior Spaces and the Layers of Meaning." Design Principles and
Practices: An International Journal, 5 (6).



Zingoni, M. (2018). Leveraging design education to empower youth to be agents of change in
their community. In conference Proceedings Great Asian Streets Symposium / Pacific Rim

Community Design Network / Structures for Inclusion Singapore. 14-16 December 2018.



CUMULUS

A Design-Build-Participatory Collaboration
Between 120 6" graders, 34 Junior Industrial

Designers and 10 Graduate Students in Interior
Architecture.
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IDEC 2020 National Conference- Creative Scholarship- Design as Art



Participatory Engagement with Youth #1

GAME DAY

EEEEEEEEEEEEEE



Participatory Engagement with Youth #2

"MY COMMUNITY 15 MY IDENTITY. ITI5 i
CULTURALLY DIVERSE AND ACCEPTING CF
EVERYONE." A

MY COMMUNITY 15 DIVERSE, CHEERFUL AND
EMPATHETIC.

‘MY COMMUNITY HAS A RICH HISTORY
AND PRIDE TO CHERISH. PEQFPLE ARE
HAPPY.”

‘MY COMMURNITY IS DIVERSE AND CREATIVE"

“MY COMMUNITY |5 COLORFUL AND DIVERSE
WITH DIFFERENT CULTURES COMING TOGETHER
AS ONE"

‘MY CCMMUNITY REVOLVES ARODUND THE
OUTDOODRS, AND MY CROWMN REPRESENTS WHERE
WE GATHER IN NATURE. "

‘MY COMMUNITY 15 ABUNDANT AND
STRONGY

“MY COCMMUNITY SHARES LIFE WITH NATURE
S50 FUTURE GEMERATIONS CAN HAVE THE
OFPORTUNITY TO LIVE A MORE COHESIVE LIFE
WITH NATURE.”

MY COMMUNITY DARES TO BLOOM IN THE DESERT
WHERE OTHERS REFUSE TO TAKE ROOT."

MY COMMUNITY IS5 RICH WITH BEAUTIFUL
ARCHITECTURE AND GEOMETRIC MQOTIFS."



Participatory Engagement with Youth #3 and #4

INTRODUCING DESIGN




A place to chill- A place of discovery -

FATTERNS GATHERED FROM TONALEA
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PATTERME GATHERED FROM TONALEA

Monsoons: the clouds and the drops.... and the
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RENDERING
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Fabrication and installation
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Creative Scholarship | Design as Art | Presentation

Agents of Retrieval, Re-Collection and Retention:
Sketching and Its Role in Memory-Making

Jim Dawkins, IA&D, Florida State University

ABSTRACT

Memory...when do we create it, how do we access it, and how do we retrieve or re-collect it?
Vivid memories of my youth can be found in an architecture rural in its roots and eternal in its
existence: the barns and outbuildings of small tobacco farms. The visual backbone of many a
rural North Carolina tobacco farm, the tobacco barn is a most fascinating building — the farmer
as accidental architect. It preoccupies a vivid childhood memory of mine of a summer picking
tobacco in Randolph County — ‘priming baccer’ as we called it. It was very much an ‘of the
earth’ experience. My younger brother and | picked tobacco in the early morning heat and
humidity of a piedmont North Carolina summer. We loaded the tobacco in a decaying wood sled
Mr. Flint pulled behind his tractor which he would haul to the barn. The rows were never-ending,
but thankfully the day was. Mr. Flint worked us hard but fair and did not let us broil too long.
Mrs. Flint would bring us homemade peanut butter crackers and cold Cokes in those little glass
bottles when we were done. Mr. Flint would hand us a $10 check, load us onto his flatbed truck,

and haul us into town to the local bank when the day was over.

My curiosity with memory retention and retrieval and the role drawing may play in their
effectiveness has crept up on me with my own age. | sense this subtly comes from the realization
that memories do indeed wax and wane with the finer points becoming a bit dulled with each
access attempt. Diaries or journals are often used to record thoughts, mapping moments and
feelings via word in the hope that by writing clearly about them one will be better able to
understand them. One records the parts (words) so that one can understand their relationship to

the whole (a story). The barns I sketch, along with the other rural structures and silhouettes |



endeavor to recall, generally come in fragments — specific shapes and forms strewn about a
familiar context in a random rather linear timeline. They are a loose collection of parts needing
linkages that are essential to the reassembly of a more complete picture. It is in the process of

drawing that | find a measure of re-collecting, connection and re-creation.

A unique (and antique I’m afraid) mapping system utilizing linkages can be seen in old, fold-out
paper road maps used by pre-GoogleMaps travelers. Within this particular framework (textured
with a wood grain topography) it is easier to think of memory fragments as the small rural towns
and farm intersections that dot the geographic landscape. Back country roads form the neural
(rural?) links and in some way help make sense of the connections between communities (events
and experiences). This paper map — the sketch — organizes the memories into a gridded
framework where one can make sense of the fragments and connect the smaller to the larger,

where one is able to evaluate scale and proportion relative to time and distance.

Forty years span the distance between the first ‘real’ barn I drew and the fragments of the ones |
now create. It was a curing barn adjacent to a house in a field in Turkey, North Carolina where
my grandad was born. My uncle, brothers and | pulled all kinds of wood items from it before it
was razed to the ground; fireplace mantelpieces, stair treads, massive baseboards and floorboards
from the kitchen among other salvageable parts. | remember the dust and dirt and the rotted
wood. | took a photograph of the barn before we left and it vanished quite a while back. But the
drawing remains, solidifying one memory and providing rich paths down others, much like the
textures and patterns of the wood grain itself. My sketches of rural structures are backgrounds to
my own adult transience. | see similar places now but only from a distance and always in motion.
| am drawing with words and pictures, literally and figuratively, on my past to define a measure
of my present.
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Alternate Measures and the Phenomenology of Pattern:
The Big Daisy Textile Project

Annie Coggan, Pratt Institute

ABSTRACT

A collaboration between a master printmaker and a designer created an experimental textile
space for a summer exhibition. This project’s origins are from the print maker’s large-scale
woodblock printing practice and specifically from her Flower (2018) project where she inserted

a textile panel of 100 woodcut daisies in her native New Hampshire landscape.

The designer proposed the inverse of the woodblock prints in the landscape, a room in a small
Brooklyn gallery. This test of the power of scale and pattern continues the designer’s focus on
the potential of textile space and furthers the printmaker’s textile printing practice. This project’s
goal was to investigate textile space as a completely immersive environment, examining how
pattern can influence a sense of scale and positions the body in space. The project also brought
forward a method of measuring space between the print maker and the designer that preferences

the pattern printed on the textile rather than a feet and inches convention.

The precedents for the space ranged from the painterly (landmark photographs by Gordon Parks
of Helen Frankenthaler immersed in her abstract expressionist paintings) to the scholarly (the
venerable Robert Adams Tapestry Room at Osterley Park). Most dramatic of precedents studied
are the Giant Room at Palazzo Te: a jump in scale from human to mythic. The Frankenhalter
photos discuss the closeness of the canvas and the abstract expressionist’s desire to be “in” the
painting, while the Tapestry Room illustrates an interior preoccupation with furniture and the
wall melding. The Palazzo Te illustrates the Renaissance devise of making the human body feel

diminutive in comparison to a heroic underworld. All three precedents establish the aspiration of



radically changing perception of inhabitation in a room through measure, scale and manipulation

of pattern.

The evolution of the textile space began with a method of multiple physical textile mockups and
scale models with digitally printed small-scale daisies. These models were derived from a napkin
sketch by the designer and the daisy motif was derived from the printmaker’s alternate color
studies of her original flower project. These models were constructed at a 1’ =1 foot in order to

gage the impact of the daisy motif in the small confides of the gallery.

When textiles enter the realm of the built environment two units of measure are at odds: the
yardage and the foot. The models enabled the makers to quantify the yardage needed in order to
cover the space, and therefore the exact amount of wood block printing could be assessed. The
woodblock used to make the daisy textile was 34” by 34”. Using the Daisy as a unit of measure
allowed for a shorthand and common language between the designer and the printmaker in order
to plan and construct the space; the room was measured in “daisies” rather than inches. The
ceiling was “smocked” to create an additional texture in the small interior and also to test acts of
“daisy measured space”. In order to smock this surface of the room three times the amount of

yardage or daisies needed to be printed.

The daisies were centered and aligned to create the most scale-based impact. The loveseat
covered in daisy textile melding into the background is reminiscent of the historic rooms were
patterns meld into the wall. This phenomenon of the furniture and the wall visually combining in

the space is another device to change the inhabitants’ sense of scale.

This installation illustrates the potential of textile-based interiors and an alternate rigor in which

to construct them.



Big Daisy Textile Space- images

3-Palazzo Te- Hall of Giants



4-The Tapestry Room- Osterley Park

5-Scale model- Big Daisy Textile Space



7-Big Daisy Textile Space



8-Big Daisy Textile Space

9-Big Daisy Textile Space- Detail



10-Big Daisy Textile Space at night.
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Pepinsky Guest House Selfie

Jeffrey Haase, The Ohio State University Department of Design

ABSTRACT

Architects and Interior Designers have an insurmountable problem within the process of design.
Our language consists of two-dimensional explanations about three-dimensional environments.
The two-dimensional explanations are drawings that include floor plans, sections, elevations and
perspectives. Our ability to educate is stifled by the dynamic difference in scale that exists
between the explanations and the environments they represent. We often explore designs at
1/50th to 1/100th their actual size. Our design ideas of experiencing a space are about being on
the inside looking out, but our representation and curricular techniques are always placing us on

the outside looking in.

It is estimated that there will be 200million photographs taken with a smartphone today. This
amazing “capturing® phenomenon is growing every year and flooding the Internet with uploaded
moments and places for all to see. Capturing life’s moments at this alarming rate and as instant
as it may be are still recording a history of an event. I challenged myself to move smartphone
photography from instant recording of a place and experience to actually creating a place of
experience. | created a custom made tripod that kept my iphone at a calculated distance from the
surface of a famous house on the national historic register so each picture when sent directly to a
printer resulted in a 8 1/2” x 117 scalable “piece” of the house. The 4,000+ photos were
painstakingly wheat pasted onto a wooden substructure created with graduate student, Kyle

Wallace, to create the “Pepinsky Guest House Selfie”



uesthouse Selfie Install

Pepinsky Guesthouse Selfie Install
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Screen shots from installation video



Detail of bench/bed



Detail of Desk



Detail of Floor Detail of Exterior
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City Creatures

Nerea Feliz, The University of Texas at Austin
Joyce Hwang, University at Buffalo School of Architecture and Planning

ABSTRACT

City Creatures was the outcome of a nomination to participate in the 2019 invited Ps1 MoMA
Summer Pavillion competition. Looking at MoMa’s PS1 courtyard as an outdoor room, this
unbuilt competition entry uses traditional elements of the interior, such as curtains, to produce a
sense of public interiority. The project explores how design can communicate current concerns
on climate change utilizing elements of the interior in the context of public space. City Creatures
aims to cultivate intimacy between the environment and the multiple life forms that inhabit it.

The notion of “city life” typically signifies the vitality of human life, but rarely does it evoke the
idea of “life” more holistically, as a web of diverse and interdependent species. While we often
think of cities as human-territory, the reality is that they are home to a multiplicity of life forms.
Among the most plentiful and diverse living populations in cities are insects and arthropods.
According to a recent studies, 40% of insect species are in danger of extinction in the coming
decades due to the extensive use of pesticides and climate change. They constitute over 80% of
the world’s species population, but often elude visible recognition. In urban environments,
insects are a significant part of the ecosystem. They are pollinators, seed dispersers,
decomposers, and serve as a food source for other species such as bats and birds. Various insect
species are bioindicators, or “living barometers” of environmental conditions. Contemporary
research shows that in New York City, insects compete with rats as waste scavengers — not only

keeping the rodent population from increasing, but also performing ecosystem services as ‘waste



managers.’ City Creatures tries to make visible the under-acknowledged world of insects as

active participants of urban life, by attracting and magnifying their presence.

Project description: To cultivate a selected insect habitat, the project incorporates an elevated
garden. Wildflowers attract a variety of pollinators, including fireflies, ladybugs, bees, butterflies
etc. A golden corrugated metal wall is designed as a light plane to conceal a basic structure
elevating the planters, an irrigation system. The golden hue attracts certain insect species and
boosts the presence of the garden in the courtyard. The wall undulation dialogues with the
natural wave of the curtains. Its golden reflectivity provides a festive backdrop, enlivening the
atmosphere of the PS1 courtyard.

After sunset, the design uses “positive phototaxis”, or the tendency for insects to be attracted to
artificial light sources. A series of curtains, constructed from mosquito netting fabric, are hung
from catenary cables spanning the MoMA PS1 courtyard. Located at the end of each series of
layered curtains, an artificial light source would be employed to both attract insects and cast
shadows of them on the hanging scrims, which would also filter and reflect the light to produce
an ephemeral glow. We imagine that pre-recorded documentation of insects could also be
projected through the layers of scrims against one that is playing out in real time. Against the
monochromatic backdrop of mosquito netting, the visualization of insects — whether through
projected shadows or through video — becomes a form of both spectacle and awareness-raising,
an immersive insect shadow play bringing the space to life. During the day, the hovering curtains
provide shade and transform the courtyard into a softer and interiorized urban condition. At the
end of the installation, the mosquito nets could be donated to one of many humanitarian
organizations combating malaria. City Creatures deploys light projections on curtains to both
enhance insect desirability, while also provoking human curiosity through a new spatial and
perceptual experience, where the Ps1 courtyard is transformed into an interior environment that

celebrates the many species that inhabit the city.



City Creatures

City Creatures was the outcome of a nomination to participate
in the 2019 invited Ps1 MoMA Summer Pavillion competition.
Looking at MoMa’s PS1 courtyard as an outdoor room,
this unbuilt competition entry uses traditional elements of
the interior, such as curtains, to produce a sense of public
interiority. The project explores how design can communicate
current concerns on climate change utilizing elements of the
interior in the context of public space. City Creatures aims to
cultivate intimacy between the environment and the multiple

life forms that inhabit it.

The notion of “city life” typically signifies the vitality of human
life, but rarely does it evoke the idea of “life” more holistically,
as a web of diverse and interdependent species. While we
often think of cities as human-territory, the reality is that
they are home to a multiplicity of life forms. Among the most
plentiful and diverse living populations in cities are insects
and arthropods. According to a recent studies, 40% of insect
species are in danger of extinction in the coming decades
due to the extensive use of pesticides and climate change.
They constitute over 80% of the world’s species population,
but often elude visible recognition. In urban environments,
insects are a significant part of the ecosystem. They are
pollinators, seed dispersers, decomposers, and serve as a
food source for other species such as bats and birds. Various
insect species are bioindicators, or “living barometers” of
environmental conditions. Contemporary research shows
that in New York City, insects compete with rats as waste
scavengers — not only keeping the rodent population from
increasing, but also performing ecosystem services as
‘waste managers.’ City Creatures tries to make visible the
under-acknowledged world of insects as active participants

of urban life, by attracting and magnifying their presence.

Project description: To cultivate a selected insect habitat,

the project incorporates an elevated garden. Wildflowers

attract a variety of pollinators, including fireflies, ladybugs,
bees, butterflies etc. A golden corrugated metal wall is
designed as a light plane to conceal a basic structure
elevating the planters, an irrigation system. The golden hue
attracts certain insect species and boosts the presence of
the garden in the courtyard. The wall undulation dialogues
with the natural wave of the curtains. lts golden reflectivity
provides a festive backdrop, enlivening the atmosphere of

the PS1 courtyard.

After sunset, the design uses “positive phototaxis” -- or
the tendency for insects to be attracted to artificial light
sources. A series of curtains, constructed from mosquito
netting fabric, are hung from catenary cables spanning the
MoMA PS1 courtyard. Located at the end of each series of
layered curtains, an artificial light source would be employed
to both attract insects and cast shadows of them on the
hanging scrims, which would also filter and reflect the light to
produce an ephemeral glow. We imagine that pre-recorded
documentation of insects could also be projected through
the layers of scrims against one that is playing out in real
time. Against the monochromatic backdrop of mosquito
netting, the visualization of insects — whether through
projected shadows or through video — becomes a form of
both spectacle and awareness-raising, an immersive insect
shadow play bringing the space to life. During the day, the
hovering curtains provide shade and transform the courtyard
into a softer and interiorized urban condition. At the end of
the installation, the mosquito nets could be donated to one
of many humanitarian organizations combating malaria.
City Creatures deploys light projections on curtains to both
enhance insect desirability, while also provoking human
curiosity through a new spatial and perceptual experience,
where the Ps1 courtyard is transformed into an interior
environment that celebrates the many species that inhabit

the city.



e
N ]
A
"
[ V
I P
h
0 4 -
% ' F
, F
L}
: !
4 )
L}
’ p i ' A .
~
' > o oo
(] “‘A ‘ .
’ l R
s LA ’ ; : h E
_— / i = v L)
i i \
(]
- . ’
- LS "
. LA 3 i

- A
Part of this project’s research includes experiments with positive phototaxis, or the tendency for insects to be attracted to artificial light sources and white
surfaces, as a means to attract and celebrerate the presence of insects at night. Above, photographs illustrating a series of light projections.



Hovering Curtain Field
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Dialogue in the Translucent & Walking in the Book

Peili Wang, Savannah College of Art and Design

ABSTRACT

The presentation is provide a sample of exhibition design. The purpose is to explore and
demonstrate the progresses of interior design especially at early phase. It is a good sample to
show how to transfer initial design from concept to design, and discuss the visualization
presentation technique. It is also a good presentation resource for interior design education.

It is important to teach interior design student the ability to transfer the design idea to design.
Designers need to express design ideas and concepts; rendering is one of the most important
visual representation elements. Visual representations of designs can enhance a specific project,
and to document or clarify the construction specifics of a structure to be built. In addition,
renderings also used to portray or interpret the essence of particular structures for design
proposals, competitions, or marketing purposes. There are many methods to create architectural
and interior renderings. At an early phase of design; freehand sketch rendering is an excellent
tool to work through process. Designers can spend a brief period of time to create color sketches
that visually depict the desired outcome of the proposed design. Of the methods/media available

for freehand sketch rendering, ink mixed with watercolor is one of the good methods.

The presentation provides the sample progresses for the rapid freehand sketches of ink and
watercolor. The existing pictures are the good references to start the work. There are several
design concepts and rough sketches have been created without fully developed floor plans and

elevations.
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Elevating the Domestic: Speculations on Post-Digital
Cake Ornament + 3D Scanning

Bridget Tipton, Kent State University

ABSTRACT

Ornament is used to denote power and position, taste and craft (Massey 2018, 499). What if the
most domestic of ornament, cake piping decoration, was an indicator of strength? This project
aims to elevate deeply domestic tools and techniques to a significant scale, reflective of the
importance of domestic life. Through a process which combines analog cake piping decoration,
3D scanning and digital scale manipulation, familiar and nostalgic icing becomes monumental

ornament.

The design process sourced inspiration in a historical reference of French pastry (Caréme 1815)
and the designer’s own 1860 home, embracing the quirks of each. In the case of pastry, the
analog tools of piping tips, piping bags and icing became generators of interior ornament. The
home provided an exploration of strange corners, resultant of more than a century of

modifications by previous residents.

At the scale of the interior, the project explores the idea of each room of a house as a cake
corner, served on a plate. The discrete corners are treated as slices with explicit interiors and
exteriors. When arranged, these slices become less isolated, yet the original corners are indicated

through the application of a coded decoration.

At the level of the ornament, the investigation began with vegetable shortening and
confectioners’ sugar to make a shelf-stable icing consistency. These icing ‘pieces’ were then
sprayed with talc to improve the ability of a 3D scanner to read the surface. The successful 3D

scans were used to aggregate into larger patterns and swatches for application on the room



corners. The digital scans of the traditional icing revealed nuances and glitches, providing new
texture information about the material. The scale of the ornament was manipulated digitally and

began to better embody the strength of the domestic.

In the physical model reinterpretation of the digital model, drywall patching compound was used
in place of icing for longevity and a comparatively greater strength. It was important to build the
model through the same hand extrusion method so as not to lose the nuance developed in the

process.

The strength of the method, while speculative, only begins to access the potentials for this way of
analog making coupled with translation to digital space. The nuance available in digital
production of the ‘material swatches’ provided a level of detail that often eludes digitally-native
work. The hand making of pastry decoration provided an appreciation for craft and exploited a

traditional building material and common domestic practice, in a new way.

REFERENCES
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2011.
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Traditional cake icing, made of shortening and
confectioners’ sugar, piped with tip 4B, then sprayed
with Talc to improve 3D scan (left).

Ornament, piped with 5 minute drywall patching
compound (right).

Digital scan of traditional icing, arranged to develop
a material swatch. The nuances and glitches in the
scan provide a new texture and new information
about the material.
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The study used the
designer’s own 1860
home as source material,
embracing the quirks of
all of the strange corners,
resultant of more than a
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FiiLuff

Nick Safley, Kent State University

ABSTRACT

FiiLuff is a furniture object made to explore how a clear understanding of materiality can be
subverted to give an object multivalent allusive qualities and imply internal subjectivity to an
object. The stool’s precise formal, surface, and material organizations produce loose multivalent
associations to animals and geology. These allusive qualities give the object a wide array of
characteristics, difficult to close into one category, thus allowing the object to take on an
imagined subjectivity. Each decision authored in FiiLuff’s qualities creates ambiguity of
understanding and removes easily identifiable material qualities questioning traditional notions
of tectonic thinking.

Allusion as a design method exists between abstraction and representation equally. Avoiding
direct representation skirts symbolic meaning in favor of compounding multiple qualities in the
object that can solicit longer attention. Architect Ellie Abrons outlines this strategy as producing
“quasi-forms that are evocative and provocative but unknowable and unnameable. They are
evocative because they can be identified as being “almost” many things, but are none of
them.”(1) Allusive objects are “unknowable in part because they are unnamable, but also
because they do not reveal their materiality and formal origins.” (2) The stool has a foot-like
form and face-like extension of one vertical support member, though the qualities that would
make them directly recognizable as faces or feet have been reduced, abstracted, and overlayed

with additional qualities to open their allusions. Allusion as a vehicle for an aesthetic experience



solicits life and a quazi-subjectivity into the stool object through its factual and perceived

materiality, construction, and details.

Ferda Kolatan in his recent writing In Pursuit of the Allusive Object relates the technical in
aesthetic in allusive objects saying, “Ultimately, the (technical) process is never the thing in itself
and neither is its output. (3). Factually, the stool is constructed from wooden 1-%4” diameter
wooden members, drilled dowel connections, 3D printed joints between some members, and a
thick rough finish coating or black truck bed liner. Rough texture covers and conceals the
material grain without obscuring the form of the underlying material members, thus removing
only part of the tectonic understanding of the object. This ambiguation prompts prolonged
contemplation and frustrates embodied perception of the materiality to maintain attention

through a perceptual vibration and an inability to find a stable perceptual closure.

While not overtly designed, or titled, to be allusive in this way, Max Lamb’s Scrap Poly Pastel
furniture (2014) series operates on a similar aesthetic register; utilizing EPS foam blocks covered
in heavy multicolored pastel polyurethane rubber coatings. (4) The construction technique in this
series harkens association of rocks and geology in rough, broken geometry similar to the way
FiiLuff solicits animal associations in smooth transitions and joints. Each grouping of association
asks the viewer to imagine that an internal subjectivity may rest somewhere within what
otherwise would be an inert material, not through material embodiment but placelessness. In
FiiLuff and Lamb’s project, the objects are more “real” in their allusive associations than in the
object implied by their technical and material compositions. The compounding of the technical
and associative aspects of the objects form a complex overlapping of qualities where the allusion
occurs, never neatly enclosed within either realm. Each process draws disciplinary value in

addition to the aesthetic value in their ambiguity.

REFERENCES
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1 Material in clear discernible state ready to be cut
and formed

2 Plastic joints are printed from a digital model and
all dowels are cut to length

3 Parts Assembled in to 3 legs and cross members

4 All connections parts are doweled and screwed
into place. 3D Printed joints are then wood

filled smooth with the woodenmembers

before receiving a primer coat

5 All joints and tectonics are covered in a thick rough
truck bed liner spray coating
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From Photo-Collage to Montage: Representation and
Reinvention of Interior Space

Patrizio M. Martinelli, Miami University

ABSTRACT

PREMISE

The investigation is the outcome of a series of trips in the American Midwest/North-East, in
order to visit and experience places and buildings, with the aim of representing their (urban and
architectural) interior qualities. Being aware of how difficult is to express the spatial and
sensorial experience of interiors (what Le Corbusier called “ineffable space”), with these visits |
tried to answer to a question: how can we try to represent the experience of space? Perspective
drawings, diagrams, renderings, models, movies, photography, words: all try to explain this. But

what can be done, more than that?

PHASE 1. PHOTO-COLLAGE. Learning from Cubist paintings and collages, from the studies
on spatial perception, and from the photography of David Hockney, the first phase of my
research has been to represent space using the photo-collage technique. Photo-collage, as a
composition of several shots, breaks the rule of the monofocal perspective (that we inherited by
Renaissance); introduces the concept of movement in space and time; overlaps focused and not
focused visions; considers the peripheral perception; breaks the concept of vision as making
static and accurate frames. Every shoot has been kept “as it was”, with no manipulations or post-
productions, in order to give all these impressions, keeping all the flaws as a testimony of the

moment: the sum of the fragments builds the mosaic of the whole visual experience.



PHASE 2. FROM PHOTO-COLLAGE TO MONTAGE. The second and final phase’s aim was
to go beyond the pure photographic representation linked to the act of visual perception. | needed
to extract the character, the primal architectural themes, and the experiential quality of these
spaces. This necessity of an analytical dissection, both theoretical/intellectual and
practical/graphical, took me to the de-construction of the photographs, and to the de-composition
of the spaces represented. This has meant to select the essence of the place, removing the
unessential, adding, juxtaposing, overlapping, pasting other images coming from each my own
cultural, artistic and iconographical knowledge and sensibility. The outcome has been a montage
that represents the character and the experience of space, and the reinvention of its architectural
and spatial qualities: a sort of reinvention of that place, based on an actual act of design, where
analysis and project overlap and bring the interior space (both urban and domestic) to its primal
character and essence. Although we can consider them synonyms, in this context | prefer to use
the term montage rather than collage. While collage introduces in the artwork the actual presence
of real materials, montage uses photographic representations of objects or images. Montage is
strongly related to the concept of construction, both linked to building technique, and to a more
general spatial composition of elements. Finally, montage is also used in theater and cinema,
whose essence is the composition of a series of juxtaposed and often discontinuous fragments,

images and visual impressions in a sequence that considers movement in time and space.

TEACHING AGENDA. | strongly believe in the relationship between research and teaching.
This is why these montages are now an essential part of my teaching agenda, both in seminar
courses and design studios. In class | focus on understanding interior spaces from a
phenomenological approach that goes beyond the visual aspects; on how the spatial experience
transcends the geometrical and abstract dimension and becomes a multisensory event; how the
quality of a space, and a place, is made of multiple layers (history, memories, feelings, meanings,
character, genius loci). Photo-collage and montage, used and interpreted through these lenses,
become a useful tool that students could apply in the process of analysis and investigation and, at
the end, in the design and representation process.

REFERENCES



Katherine Hoffman (ed.), Collage: Critical Views (Ann Arbor: UMI Press, 1989)

Rem Koolhaas, Delirious New York: A Retroactive Manifesto for Manhattan (New York: The
Monacelli Press, 1994)

Nils-Ole Lund, Collage Architecture (Berlin: Ernst&Son, 1990)

Paul Melia (ed.), David Hockney, (Manchester, New York: Manchester University Press, 1995)

Martino Stierli, Montage and the Metropolis: Architecture, Modernity and the Representation of

Space (New Haven, London: Yale University Press, 2018)



The Robie House, Chicago.
A roof, a floor, a fireplace, a wall



The Farnsworth House, Plano.
Framing, staging, observing
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Harmonious Spaces: Feng Shui Culture

Wei Dong, University of Wisconsin - Madison
Yi Chen, Tongli University of China
Xiaoyang Guo, Suzhou University of Science and Technology
Qinghau Xiong, South-Central Minzu University

ABSTRACT

The ancient Chinese principle of Feng Shui is a principle that fosters harmony among human
beings, earth, and universe, in all aspects of life. Feng is wind, Shui is water. Recognizing that
wind and water serve as both destructive and creative forces in the universe, the ultimate desire
of Feng Shui is to achieve and sustain a state of active balance, or harmony between these forces.
Feng Shui is sustainability. Seeking balance among conflicting forces is integral to all aspects of
life (Hale, 1999 and Mak & So, 2015).

This Feng Shui exhibition design creates a multi-sensory experience through the use of three-
dimensional space, paths of travel, layering vistas, and diverse materials, textures, and sounds.
The tension created by the coexisting yet disparate aspects is resolved by placing elements in

such a way to create a sense of harmony.

Artist, designer, scholar, and teacher, the creator of the exhibition is fluent in the traditions of
Eastern Feng Shui and has been immersed in Western concepts of space, environment, and
culture for several decades. The goal is for Eastern and Western audiences alike to find a

common path to a sustainable balance with the earth and universe.

As one enters the Feng Shui exhibition, there is almost an unconscious awareness that everything
within is integrally related, part of a sensorial whole. It is a place of oppositions in balance, Yin

and Yang in harmony. The traditional symbol of this balance is portrayed in the entry: the square



on the floor represents earth, the circle on the ceiling represents universe, and the person

standing in between represents the human (Hale, 1999).

From here, one can proceed in two ways: through a moon gate to the left where one can see to
the back of the whole exhibition, or to the right into a Yin space comprised of natural elements.

The essence of the Yin space is illustrated with the soft, organic features of water, plants, and
trees. The curvilinear walls patterned randomly with plants and rocks move the traveler through
the space. Paintings of the four seasons demonstrate the I-Ching principle of the life cycle of
nature: seasons change but the universe remains eternal; a season is simply a moment within the

cycle of life; the seasons represent the time, spaces, and experiences of a life.

The transition from the Yin to the Yang space is accomplished with a three-dimensional
sculpture. A ribbon of white sweeps upward from the floor and becomes a bridge into the Yang
space while changing to black. Where the bridge meets the floor is the traditional Yin/Yang Tai

Chi symbol embodying balance among coexisting opposites.

The Yang space holds essence in its strong, hard structure. Yang is often representative of the
human-built world, as opposed to the natural world. Rectilinear lattice work creates an entry into
the Yang space, and connects the Yin and Yang spaces. Leaving the Yang space, once again

experiences the layered views when entering the exhibition may now be viewed in reverse.

Continuing on, the next section explores the power of the rock as surrogate for human, and as an
expression of the virtue of patience. It takes 1,000 years for a rock to form; each patiently
growing individually in wisdom and knowledge over time (Ronald G. 2011). A painting of 36

rocks expresses the individuality of human as they travel the life cycle.

The traveler then returns to the Yin space, reinforcing the concept of seeking harmony among all

coexisting opposites.

Holding several records, the exhibition demonstrates a multicultural experience that can provide
the design community an example of the connection between Eastern and Western cultures. The
Feng Shui Exhibition is not only a scholarly artistic show, but also a hub for the community and

a classroom for students.



2 <¢

(The artist created all of the paintings, 3D structures, “rocks”, “pond” and other exhibition

displays. The 5 pieces of Chinese furniture were not a part of the artist's creations).
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Appendix for Harmonious Spaces and Feng Shui Culture

Note: The artist created all of the paintings, three-dimensional structures, exhibit dividers,

‘rocks”, “pond” and other exhibition displays. The five pieces of traditional Chinese
furniture were not a part of the artist's creations.
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Entrance Screen: A screen or spirit wall made of stone, brick,
wood, or ceramic is the first element that one encounters when
entering a traditional Chinese living environment.
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Moon Gate: Chinese architectural design also incorporates focused views
that give a glimpse at what is beyond. The circular “moon gate” featured i<
a typical element in many Chinese gardens. This is essential for the
Chinese principle of layering a space. The visual attraction creates a
sense of mystery, as one must wind their way through the layered spaces



o |

1

A=sg=ca

L -~
L
==
S
¥
l!l
\\i_ E';.'u. o
L
!
&
1

Pond: Ponds represent the yin element of motion and
movement and they provide a reflection of the changing
garden throughout the seasons. It is a perfect counter-balance
to the stagnant yang elements such as the rocks and
architecture. The pond is an organic, curvilinear piece of nature
that balances the contrasting manmade structures that
surround it (Hale, 1999)..






Chinese Painting: All paintings use traditional Chinese watercolors with gouache
on top of traditional Chinese rice paper. The paint was applied to both sides of
the paper several times in order to maximize the depth, a sense of mystery, and
richness of the color, textures, and the meaning. The foundation for these
paintings is white ink on white rice paper, both crucial for the layering process.
The next phase involves a tremendous amount of emotion in which several initial
paintings help map out ideas. The artist continues to paint on both the front and
back, flipping the paper over and over many times. Then using analytical
thought, a front and backside are chosen so that details can be added to the
front. Upon drying, the artist crumples the painting in designated areas. This
unique process will generate an organic feeling within the texture along with a
sense of mystery.



Yin and Yang Sculpture: Transition from the yin space and energy, to the yang space and
anergy beyond is accomplished by a three-dimensional sculpture that forms a bridge linking
he two areas. A course of white (yin) sweeps upward from the floor reversing into black
'yang) and landing on the floor. The sculpture evokes the ancient Daoist symbol often
associated with the tai chi where interpenetrating whorls in black and white embody the
»alance among coexisting opposites.
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Rocks: Each rock represents one of the four seasons. As time
passes, the rocks will continue to change as the elements of nature
work on the rocks. The rocks were constructed in multiple phases.
First, pieces of foam board insulation were glued together and then
the artist used power tools to carve the rock according to his vision
and inspiration. According to Chinese tradition, there are four criteria
for a scholarly rock: they must be proportionally slender and have
penetrations, round holes, and wrinkles. The general shape of each
rock was planned out in advance but the details were not.
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Furniture: Chair design in the Ming period (1368-1644) represents the
most ergonomic and simplified design in the history of Chinese furniture.
This space is typical of a living room that is symmetrically balanced and
includes a strong piece of artwork on the back wall.

NOTE: the artist did not make the furnitures.



Long landscape album ink drawing deliberately invite the viewer to enter
the landscape at various points as if the viewer were entering and
traveling through the changing landscape.

Computer rendering of the space in conceptual design stage. Study how Chi,
one of important concepts of Feng Shui can be flow in the space.
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Multispecies Urban Furnishings: “Hidden in Plain Sight”

Nerea Feliz, The University of Texas at Austin
Joyce Hwang, UB School of Architecture and Planning

ABSTRACT

Hidden in Plain Sight is a proposal for a series of urban furnishings that aim to bring awareness
to various forms or urban “life”” and supports an inclusive web of interdependent species, both
human and non-human. This body of research is part of a multi-year initiative to turn the outdoor
courtyard of an arts center in Madrid, Spain — into a laboratory for testing solutions that frame
global climate changes as a challenge that is as much cultural and political, as scientific and
technological. Hidden in Plain Sight explores how design can amplify current discourse on

climate change in the context of public space.

From the perspective of the Anthropocene, Buckminster Fuller’s understanding of Earth as a
“mother spaceship” brings to mind contemporary philosopher Peter Sloterdijk’s notion of our
planet as a “grand interior”, a constructed environment heavily manipulated by humanity. The
extent of human intervention in our urban environments is such that we often think of cities as
human-centered territory, however, non-human species are also a significant part of our city’s
ecosystem. The project seeks to make visible the under-acknowledged world of insects as active
participants of urban life, by attracting and magnifying their presence in our shared urban

spaces. In urban environments, insects serve as pollinators, seed dispersers, decomposers, and as
a food source for other species such as bats and birds. According to a recent study, 40% of insect
species are in danger of extinction in the coming decades due to the extensive use of pesticides

and climate change. To support and cultivate beneficial insect populations, the project identified



some local butterflies and moth species. The prototypes are designed as supportive habitats for
caterpillars and butterflies. Gardens, filled with nutritious plants for caterpillars, are mesh-
enclosed to protect them from predators; open planting beds house brightly-colored wildflowers
specifically curated to attract nectar-seeking butterflies.

In dense cities like Madrid, urban interiors form a network of public spaces that are both indoor
and outdoor. Hidden in Plain Sight is conceived of a series of urban furnishings that improve the
quality of these public spaces by providing seating, lighting, shade, and vegetation. This family
of prototypes operate between and across scales — from the scale of humans to the scale of the
insect. A series of urban rooms, walls, and furniture can function as individual units or in
aggregation — setting the stage for public programming, such as film screenings and small
concerts. Borrowing from models of interior occupation - not streets but corridors, not squares
but rooms - “Hidden in Plain Sight” introduces a sense of public interiority and cultivates urban

intimacy between the environment and the life forms that inhabit it.

Hidden in Plain Sight deploys interior design tactics to both enhance insect habitability, while
also increasing people’s comfort and provoking human curiosity through new spatial and
perceptual experiences. Stemming from the fascinating world of insect vision and perception, the
project uses colors, patterns, and light for both insect and human benefit. To provide a sense of
camouflage for butterflies, patterns are imprinted on the prototypes’ fabric-like curving walls,
and color-coordinating with adjacent wildflowers. To promote habitability by birds, bats, bees,
and other insects, distinct ‘pods’ are fabricated and inserted into the upper portions of the
prototype walls, adding a textural and volumetric dimension to the prototypes’ undulating
surfaces. At night, the design uses ultraviolet black light to attract insects, a phenomenon that can
be video-recorded and projected as a form of spectacle. The aim of Hidden in Plain Sight is to

create a sense of shared interiority across species at the heart of an urban environment.



Multispecies Urban Furnishings,

“Hidden in Plain Sight”

Hidden in Plain Sight is a proposal for a series of multispecies
urban furnishings that aim to bring awareness to various
forms or urban ‘“life” and supports an inclusive web of
interdependent species, both human and non-human. This
body of research is part of a multi-year initiative to turn the
outdoor courtyard of an arts center in Madrid, Spain — into
a laboratory for testing solutions that frame global climate
changes as a challenge that is as much cultural and political,
as scientific and technological. Hidden in Plain Sight explores
how design can amplify current discourse on climate change

in the context of public space.

The extent of human intervention in our urban environments is
such that we often think of cities as human-centered territory,
however, non-human species are also a significant part of
our city’s ecosystem. The project seeks to make visible the
under-acknowledged world of insects as active participants of
urban life, by attracting and magnifying their presence in our
shared urban spaces. In urban environments, insects serve
as pollinators, seed dispersers, decomposers, and as a food
source for other species such as bats and birds. According
to a recent study, 40% of insect species are in danger of
extinction in the coming decades due to the extensive use
of pesticides and climate change. To support and cultivate
beneficial insect populations, the project identified some local
butterflies and moth species. The prototypes are designed as
supportive habitats for caterpillars and butterflies. Gardens,
filled with nutritious plants for caterpillars, are mesh-enclosed
to protect them from predators; open planting beds house
brightly-colored wildflowers specifically curated to attract
nectar-seeking butterflies.

In dense cities like Madrid, urban interiors form a network
of public spaces that are both indoor and outdoor. Hidden
in Plain Sight is conceived of a series of urban furnishings
that improve the quality of these public spaces by providing

seating, lighting, shade, and vegetation. This family of

prototypes operate between and across scales — from the
scale of humans to the scale of the insect. A series of urban
rooms, walls, and furniture can function as individual units or
in aggregation — setting the stage for public programming,
such as film screenings and small concerts. Borrowing from
models of interior occupation - not streets but corridors,
not squares but rooms - “Hidden in Plain Sight” introduces
a sense of public interiority and cultivates urban intimacy

between the environment and the life forms that inhabit it.

Hidden in Plain Sight deploys interior design tactics to both
enhance insect habitability, while also increasing people’s
comfort and provoking human curiosity through new spatial
and perceptual experiences. Stemming from the fascinating
world of insect vision and perception, the project uses colors,
patterns, and light for both insect and human benefit. To
provide a sense of camouflage for butterflies, patterns are
imprinted on the prototypes’ fabric-like curving walls, and
color-coordinating with adjacent wildflowers. To promote
habitability by birds, bats, bees, and other insects, distinct
‘pods’ are fabricated and inserted into the upper portions
of the prototype walls, adding a textural and volumetric
dimension to the prototypes’ undulating surfaces. At night,
the design uses ultraviolet black light to attract insects, a
phenomenon that can be video-recorded and projected as
a form of spectacle. The aim of Hidden in Plain Sight is to
create a sense of shared interiority across species at the

heart of an urban environment.



Urban Furnishings Drawings (Selected plants and corresponding insect specie)






Prototype Models (Plaster, steel rod, and tulle)



Caterpillar Refuge
Human Perspective (above) / Insect Perspective (below)




Butterfly Camouflage
Human Perspective (above) / Insect Perspective (below)




Human Cocoon
Human Perspective (above) / Insect Perspective (below)




Anthropod Cinema
Human Perspective (above) / Insect Perspective (below)




Anthropod Cinema
Human Perspective (above) / Insect Perspective (below)
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OPEN/CLOSED: ROOMS/CORRIDORS

Linda Zhang, Ryerson University
Jonathon Anderson, Ryerson University School of Interior Design
Monica Beckett, Ryerson University School of Interior Design

ABSTRACT

Conceptual Significance

This design/build project examines the reshaping of the typical user experience of a trade show
by rethinking the relationship between booth and corridor; between wall and door; between room
and circulation; and between inhabitation and movement. The first modern trades show, Great
Exhibition of 1851 (Crystal Palace, London, UK), established the double-loaded corridor flanked
by independent booths as the central organizing feature of the interior architecture of tradeshows,
which is still widely influential today. However, learning from 14" to 17™-century interiors, our
project, a 20’ x 50’ booth for 18 independent vendors, reframes the function of the corridor in

modern interiors.

Strength of Aesthetic Value

Architectural historians have argued the modern corridor emerged in the 18"-century as a
reflection of their “new status as a colonial empire, namely, speed and connectivity” (Jarzombek,
764) as well as new and growing sensibility and importance placed on the notion of privacy
(Evans, 70). Before the corridor, Italian Palladian and French Beaux-Aurts traditions established
circulation through a series of rooms where the most desirable spaces had the greatest number of

openings (Evans, 64). Circulation was not seen as a pejorative space or as traffic, but rather an



essential part of the inhabitation and experience of space itself. Examples include Palazzo
Antonini, Udine by Palladio in 1556, Villa Madama in Rome by Raphael, and Antonio da
Sangallo the Younger in 1525. This understanding and framing of circulation as
inhabitation became the starting point for our design/build project for an international design

tradeshow.

Ingenuity or Novelty

Reinventing the modern corridor as well as rethinking the 16"-century enfilade circulation, our
design reimagines and recombines walls, openings, and paths to produce a series of corridor-ish
rooms and room-ish corridors. Drawing visitors in from the main circulation path, the 20’ x 50’
booth invites visitors to move freely through the interconnected booths. Here, movement has

become the primary experience itself, blurring the hierarchy between served and service spaces,

traffic and place, travel and destination.

Visual Presence

The visual presence of this blurring is archived by beginning from a standard grid of 10°x10’
booths and cutting openings at the intersections of walls. While the quality of a room in the 16™-
century was evaluated based on the number of openings, we assessed the placement of opening
to maximize the number of rooms that could be connected through a single opening. Thus,
allowing visitors to move seamlessly between booths in a multitude of directions. These
estranged corner openings produce a strong and uncanny visual presence; they are at once
strange and familiar. They simultaneously disrupt conventional notions of inhabitation versus
traffic (unfamiliar) while maintaining a conventional series of linear paths (the familiar corridor).
While the booth is composed of conventional elements (doors, walls, and corridors), the
unconventional combination encourages meandering, lingering, and encounters amongst visitors

and vendors.



Mastery in Craftsmanship

The design/build process combined ‘thinking’ with ‘making’, ideas with craft, and design with
its realization. The project was designed, built, and installed by a team of two faculty and four
second-year interior design students. The walls were fabricated by CNC cutting plywood torsion
box systems, which were then skinned in 1/4” MDF. All walls were screwed, on-site, to an ‘x’
shape unit that structurally reinforces and ties together the system while providing the numerous
openings. Critical to the visual presence and structural integrity of the project was its
craftsmanship in terms of how planar and square the wall panels were made. Thus, a jig for
skinning the torsion boxes was used to ensure the process yielded square panels.

REFERENCES
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OPEN/CLOSED: ROOM/CORRIDORS
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OPEN/CLOSED: ROOMS/CORRIDORS | Primary Circulation |







OPEN/CLOSED: ROOMS/CORRIDORS | Secondary Circulation |




OPEN/CLOSED: ROOMS/CORRIDORS | Axonometric View |
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Pattern Project

Rene King, Columbia College Chicago
Petra Probstner, Columbia College Chicago

ABSTRACT

The Pattern Project grew from our love of urban environments and a desire to connect
pedestrians to the multilayered city. In Cities for People (Gehl et.al., 2010), the authors state that
fifty percent of the worlds’ population live in urban areas and forecasts predict an increase to
80% by the year 2050. The design of cities; the architecture, and the spaces between buildings
tell stories of place, time, and people, and hold considerable possibility to promote civic and
social engagement. The project searches to rebuild environmental attachment and focuses on

issues surrounding identity, movement and empirical experiences in the urban fabric.

The project expands upon precedents in data visualization; Envisioning Information (Tufte,
1990), and Dear Data (Lupi et al, 2016), to build new representations of empirical data collected
in the urban environment. The designers used sample walks that began as they crossed the
threshold of their residences, entered the public realm, and continued to the train which acts as a
connector between neighborhoods in the city. Standard lot sizes were drawn on templates for the

collection of binary data which was later used to drive the pattern making process.

The Idea Zoo represents a series of explorations into form and the material representation for the
data collected. The iterations suggested two themes: time and dynamic experience. The

experience of place is in constant flux. The seasons, time of day, weather patterns, and people



that we encounter or do not encounter on our path impact our perception of the

environment. The shadows cast by an object become of higher importance than the object itself
as they attempt to capture the ever-changing nature of time and place. The project aims to engage
viewers from a variety of vantage points and to encourage movement that unveils additional
layers of information and understandings of the artifacts. The models were grouped into genus’s

and cataloged for later large-scale experimentation.

The inaugural installation of Pattern Project will be situated in two windows at street level
approximately one block from another. It was critical that the site would engage pedestrians and
offer an experiential component for those who choose to engage. The first window consists of a
series of small portals that house six iterations from the Idea Zoo; the second contains a large
scale 8-foot box that reveals a series of patterns. In the tradition of the Situationist Movement
International and Flaneurs, the two spaces are connected by walk that invites participants to
engage the city on foot for a short time and to get lost in the surrounding fabric of the city. The
installation will be complete by the end of September 2019 as part of an Architecture

Biennial.

Living in a moment when the virtual environments often make us glance over the magic
embedded in our physical environments. This project aims to reconnect participants to their
physical environment through simultaneous perception; the cross-sensory patterns of information
that can only be recognized when information from two or more senses are working in concert

with their surroundings.
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Modulari

Standardization + Flexibility

The models in this genus are constructed of components which represent an average city
lot and offer responses to empirical data collected on site. Materials selected speak to the
passage of time; from particle to perceptible and beyond.

Premeris Ovium

Muscus Mollis

Facticius Crystallo

|




Stratis

Stacking, Layering, Weaving

This genus is composed of layered artifacts responding to data collected. The combining
of forms creates new interpretations and the complexity of the urban experience.
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Strata Lo.cu's

Hystrix Strata Continui
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Virga

Shape, Height, Color, Pattern

The members of this genus are characterized by the field of punctures that organize each
base. The openings act as a vessel for data points represented by size, shape, pattern, and
color. Each data point is understood as an individual element or a member of the array
depending upon the viewers vantage point and the way in which shadows are cast.

Silva 7 Crystallo Urbs

Hystrix Crystallo Urbs



Filum

Positive, Negative, Shadow

The models in this genus are constructed of wire components that outline data responses
and create dynamic shadows that shift with the viewer as they move through space. The
experiments consider how shadows would interplay with vertical and horizontal surfaces
to create additional readings of place and time.




Process

Iterations, Fabrication, Installation

Models were constructed to explore material options, scale of patterns, and light sources
that would create crisp shadows in the storefronts and would be visible in daylight to
pedestrians passing by. Reflections of the city become an additional layer of the viewing
experience. The installation will be finalized at the end of September to coincide with the
Architecture Biennial.

View of Large-Scale Box Aperture (in progress) View of Large-Scale Box Aperture (in progress) Zoo Installation (in progress)
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Scenic Design for Steve Martin’s “Picasso at the Lapin
Agile”

Ahna Packard, University of Nebraska at Kearney

ABSTRACT

Steve Martin’s script “Picasso at the Lapin Agile” takes the audience to the historic Cabaret
Lapin Agile in Montmartre, France at the beginning of the 20" century. The play centers on the
fictional meeting of three famous visionaries Pablo Picasso, Albert Einstein, and Elvis. Themes
center on the interior psychological workings of two famous forward thinkers, Pablo Picasso and
Albert Einstein through their dialogues, monologues and eureka moments. Pablo Picasso a
pioneer in art and expression as he progresses to his cubist period engages with Albert Einstein
whose theory of relativity is on the brink of recognition. They exchange ideas and philosophies
as adversaries and comrades, debating the concepts of creation, inspiration, art, science,
criticism, love and women. These interactions are multifaceted by the inclusion of nine other
characters some historic others symbolic. The audience is witness to Einstein’s revelations on
relativity as well as Picasso’s convergence of inspiration and creation as he mentally moves from
one inspired style to his next artistic movement. “This is the moment I leave blue behind.” Elvis,
the third in a trinity, arrives out of the mist to guide the final moments of the play. He awakens
Picasso to a place where the thought of an idea and creation converge. The play introduces
Picasso’s painting Les Demoiselles d "Avignon 1907, which becomes another character in the
play, physicalizing and projecting his future to come. As Elvis conjures the physical painting
Picasso and the audience to move beyond the time and space of the physical location. Here the
mental and physical walls fall away to the future possibilities leaving internal debates behind and
presenting the expansion of the mind and universe. The play ends with the feeling of expansion

looking ahead to the future.



This scenic design for “Picasso at the Lapin Agile” works to complement the fictional; meeting
of minds, theoretical debates, and expansion of space as the displaced historic figures
intermingle within the historical location at a transitional time. The historic Cabaret Lapin Agile
creates the structural inspiration for this production. Known as a gathering place for artist,
musicians, and thinkers in the late 1800s into the early 1900s the original cabaret has a very long
history and still exists today. Historic and modern photo references inspire the textural qualities
of grit, clutter, age and functionality in the design. The scenic design uses thick textured paint to
transport the audience to a coarse environment where the characters work, love, sweat, dream,
and debate. The composition works to reinforce the play’s ephemeral quality while presenting
the displacement of time, characters, and discourse through a disconnected structure with
collapsing walls within an ambiguous black void. The theme of trinity is seen in three main
structural areas. Concurrently through color, the design works to physicalize Picasso’s stylistic
transitions while maintaining an homage to location. The design’s color palette as well as paint
texture has influences from Picasso’s rose phase paintings. Walls thick with layers of warm reds
and earth tones obscure remnants of cool undertones create texture and age. The floor transitions
from cool gray and blue to impressions of a course, dark-wood dado and moves up the walls of
warm rose tones. These stylistic influences are derived from Picasso’s paintings Gargon a la
Pipe (Boy with a Pipe) 1905, Famille d’dcrobates avec singe 1905 and At the Lapin Agile

1905. The transitions and paint layering physicalize Picasso’s stylistic progression. The design
elements of a disconnected composition, transitional color, course texture and structural
movement are subtext; they reinforce the themes of personal and social transition, displaced

characters, trinity of change and the expansion of vision within the play.
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Preliminary Sketches




Design Renderings




Production Photos

Opening scene of the play.

Final moment of the play.




Einstein’s enters the cabaret Lapin Agile.

Elvis floats in on a cloud of fog.




The walls fall away expanding the world of the play.

The expansion of the physical and metaphysical universe.
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The Imperative of Creative ReUse

Keena Suh, Pratt Institute

ABSTRACT

This project examines cultural attitudes toward age, wear, and waste as reflected in the
infrastructure and mechanisms that either facilitate or hinder the extended life of objects and
elements in our inhabited realms. Specifically, the interiors of one mid-century modern house is
the subject of an archeological “delamination” wherein the process of cleaning and removing the
accumulated possessions in the house created an opportunity to identify and question paths for
sustainable disposal, reuse, or repair for the various materials and objects. Through this case
study, the project seeks to identify paths and obstructions to sustainable thinking about reuse and
renewal—of subjective and culturally formed values—mapping existing and possible networks
as alternative pathways to existing “convenient” processes that feed, inundate, our current waste
stream. These alternative pathways not only create opportunities for innovative strategies for

renewal but also reveal or engender community.

The project begins with a narrative of the dismantling of the layers of an interior dwelling, the
scope of which expanded from an intensely personal undertaking to one that necessitated the
participation of community networks and infrastructure to support a collective, sustainable
attitude toward renewal rather than easy abandonment. The private realm, through this process of
mindful divestiture, necessarily becomes part of an exigent public, global discussion surrounding
material waste and its impact on the environment which demands scrutiny of our actions beyond
merely being able to sort plastics, paper, and metal in their designated bins. In an effort to not
simply discard used material or imperfect goods, the process of finding a viable “next life” of
repairable or renewable objects required research into people and organizations with the

awareness, interest, and skills to be able to provide a new, extended, or reinvented life specific to



each material category. Connections emerged, for instance, when a search for donation sites for
materials for the arts and yarn lead to a meeting with a volunteer at a cancer ward who would
then (re)use the yarn to knit clothing and blankets for patients, thus connecting unused as well as
used material to sites of new-found value. Additionally, the project focuses on specific elements
of the architecture of the house as well as interior materials, finishes, equipment, and personal
material possessions to reveal histories, contexts, and changing values that are reflected, for
instance, in contemporary media, such as advertisements and real estate listings which contribute

to what is deemed disposable, renewable or (too) easily replaceable for novelty.

Adaptive reuse as a sustainable strategy in architecture and interiors has been embraced by the
design community, championed, for example, in the writings of Graeme Brooker. Exhibitions,
such as “Scraps: Fashion, Textiles, and Creative Reuse” at the Cooper Hewitt Museum in New
York in 2017, positioned attitudes that reconsider what is deemed waste or scrap. Designers,
such as Piet Hein Eek, reconfigure scrap wood into bespoke furniture. Based on this initial
research prompted by the dwelling, this project ultimately seeks to foreground creative strategies
for reuse and renewal within the interior, designing for adaptation, transformation, and

supporting change rather than disposal to support sustainable ecologies.



Embroidered jeans found in house
during “removal” process. The
embroidery technique was used to
cover worn and threadbare areas,
offering repair strategies for renewal
as an alternative to disposal, even by
the original inhabitants.
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Embroidered jeans found in house
during “removal” process. The
embroidery technique was used to
cover worn and threadbare areas,
offering repair strategies for renewal
as an alternative to disposal, even by
the original inhabitants.
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The Teasel: A Place to Imagine, Experiment and Create

Angela McKillip, South Dakota State University
Kay Cutler, South Dakota State University

ABSTRACT
Teasel.
A place to imagine, experiment and create.
Theory.

Claudia Guidici, a pedagogista, discussed spaces in early childhood education. “Our theoretical
intuition suggests new elements are needed in schools to make work more complex and to

encounter children’s complex ways of knowing the world around them.”

The work aims to heighten the importance of design and aesthetics in furniture design for early
childhood education. Outlined by the Domus Academy in Children, Relations and Spacesas
counterparts in an inquiry-based early childhood learning environment, nine spatial metaphors
(Overall Softness, Relation, Osmosis, Multisensoriality, Epigenesis, Community,
Constructiveness, Narration, Rich Normality) are utilized as a catalyst for theoretical

frameworks.
Question.

The question in focus for this study is “in what way would processes of learning and teaching be
modified and enriched if school culture welcomed the poetic languages and aesthetic dimension
as important elements for building knowledge?”” (Cooper, 2012). All too often, interacting with

furniture is perceived as an ordinary occurrence. Within the Reggio Approach, the environment



is considered a third teacher. This exploration was to consider how environmental experiences,
or interactions with furniture elements, could enlighten and enhance the learning process. This
study explores how an open-ended, inquiry based object deploys the Domus Academy spatial
metaphorsthrough observation, documentation and discussion.

Process.

The Teasel was created in a unique faculty-directed research investigation, in collaboration with
an on-campus laboratory school and industry partner. This process also includes interior design
undergraduate students in multi-perspective design process, undergraduate participatory
research, innovation, patented intellectual property and entrepreneurial endeavors through
market immersion of prototypes.

The design process explored the relationship between digital and physical construction
methodologies. The piece utilizes 1/3 of a standard 4x8 sheet of plywood. FSC certified wood
and natural linseed oil assist in providing a sustainable and environmentally friendly asset to any

classroom.
Product.

As a flexible and transformable piece, the Teasel offers teachers a variety of uses with the
classroom. Soft edges and an inviting form create an approachable place for children to imagine,

experiment and create. Loose parts act as a facilitator for provocation.

STEM. A place to experiment. Through the use of ramps and balls, children can experiment with
physics. Utilizing a flexible material like pipe-cleaners, ramps can be secured to the Teasel
through the slots by teachers and children alike. The ramps can be manipulated to drop off balls
into buckets or onto other ramps. Other provocations could include tubing and marbles,

dumping, light/shadow and counting.

DRAMATIC PLAY. A place to imagine. Imagination can run wild in any Teasel orientation. A
great provocation for dramatic play would be a rocket ship. Wrapping the Teasel in tin foil and
placing red cups through the cup holders creates an inviting environment for children to explore.
Including space gear enhances the experiences. Other provocations could include a school bus,

puppet show, tent or post office.



ART. A place to create. The Teasel is perfect for artistic endeavors. By adhering contact paper to
the acrylic surfaces, children will be provided with a temporary work surface to create their own
collage masterpieces. The table top can be used to hold materials like buttons, pompoms, tissue
paper and feathers. Other provocations could include clay, white board, drawings, weaving and

painting.

“The best play comes from things that allow children to play in many different ways and on
many different levels.” Simon Nicholson. With each orientation and varying provocations,

children can discover and explore space in new ways.
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Teasel.
A place to imagine, experiment and create.

Theory.

Claudia Guidici, a pedagogista, discussed spaces in early childhood
education. “"Our theoretical intuition suggests new elements are
needed in schools to make work more complex and to encounter
children’s complex ways of knowing the world around them.”

One of the aims of the project was to heighten the importance
of design and aesthetics in furniture design for early childhood
education, including the spatial metaphors highlighted through

Domus Academy Research Center, including:

Overall Softness
Relation

Osmosis
Multisensoriality
Epigenesis
Community
Constructiveness
Narration

Rich Normality

As a flexible and transformable piece, the Teasel offers teachers a
variety of uses with the classroom. Soft edges and an inviting form
create an approachable place for children to imagine, experiment
and create.

Loose parts act as a facilitator for provocation. They are open-
ended, providing an infinite amount of possibilities for the children
to engage in play.
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Question.
The question in focus for this study is “in what way would processes of learning and teaching be modified and enriched if school culture
welcomed the poetic languages and aesthetic dimension as important elements for building knowledge?”

All too often, interacting with furniture is perceived as an ordinary occurrence. Utilizing the Reggio Approach as a catalyst for early childhood
education, the design was to consider how this experience could enlighten and enhance the learning process. Though engaging in multi-
perspective practice, design iteration and national product testing, theoretical underpinnings of initial prototypes were vetted, reconsidered and
revised.



ART

STEM DRAMATIC PLAY

A place to experiment. A place to imagine. A place to create.

The Teasel is perfect for artistic endeavors. By
adhering contact paper to the acrylic surfaces,
children will be provided with a temporary

Through the use of ramps and balls, children Imagination can run wild in any Teasel
can experiment with physics. Utilizing a flexible  orientation. A great provocation for dramatic
material like pipe-cleaners, ramps can be play would be a rocket ship. Wrapping the
secured to the Teasel through the slots by Teasel in tin foil and placing red cups through work surface to create their own collage
teachers and children alike. The ramps can be the cup holders creates an inviting environment  masterpieces. The table top can be used to
manipulated to drop off balls into buckets or  for children to explore. Including space gear  hold materials like buttons, pompoms, tissue
onto other ramps. enhances the experiences. paper and feathers.
Other provocations could include tubing and  Other provocations could include a school bus, ~ Other provocations could include clay, white
marbles, dumping, light/shadow and counting. puppet show, tent or post office. board, drawings, weaving and painting.
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Table Orientation.

Easel Orientation.

“The best play comes from things that allow children
to play in many different ways and on many different
levels.” Simon Nicholson.

With each orientation, children can discover positive
and negative space in new ways.

Platform Orientation.



Inquiry-Based
Multi-Perspective Practice
Industry Partnership
Reggio-Inspired
Participatory Research
Experiential Learning

Furniture Design

Process.

The Teasel was created in a unique
faculty-directed research investigation, in
collaboration with an on-campus laboratory
school and industry partner. This process also
includes interior design students in multi-
perspective design process, undergraduate
participatory research, innovation, patented
intellectual property and entrepreneurial
endeavors through market immersion of
prototypes.
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The design process explored the relationship between digital and physical construction methodologies. The piece utilizes 1/3 of a standard 4x8
sheet of plywood. Zero VOC paint, FSC certified wood and natural linseed oil assist in providing a sustainable and environmentally friendly asset

to any classroom.



Product Pack: Assembly Instructions:

® |Gonn g 0

Flathead Screws x 16

Platform Side x 1

C / (\

7

Cupholder Side x 1

Stand B and C in their
upright positions

with smooth side of B
facing inward towards
C. Move openings in
sides A onto handles
of B and C with
countersink screw holes
on A facing outward.

Using pre-drilled
holes, screwdriver, and
provided screws (D),
attach sides A onto B
and C. There will be
four screws located
along each side.
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Robotic Interiors: Machinic Domains

Clay Odom, The University of Texas
Kory Bieg, The University of Texas School of Architecture
Ben Rice, The University of Texas School of Architecture

ABSTRACT

This project involved curation, design, fabrication and installation of an exhibition featuring
current robotic techniques. The exhibition was an experiential, spatial environment, a
demonstration project, and a repository of examples from which students and visitors could
imagine beginning their own investigations. The collaboratively executed exhibition was
designed to showcase techniques and methods within the exhibition itself while simultaneously
displaying objects as didactic, informational content. The overall effect was a synergy between
furniture, displays, lighting, video and physical artifacts which all communicated notions of

space and technical innovation.

Suspended somewhere between the conceptual, material, and digital realities of the design
discourse within the <SCHOOL NAME>, Machinic Domains aimed to refocus the typical
assumptions relating to architectural robotics as complex replication and repetition machines.
Instead of simply looking towards robotic output as the ends, the installation asked: how can it
become the means from which to move forward regardless of the initial production method? In
order to explore this question, the installation moved away from the standard one off, object-
oriented approach and, instead, focused on creating a unitized display system calibrated to hold
beta design objects only recently robotically fabricated within the school. This reversal, of
putting the unproven conceptual material at the forefront, forced those who experienced the
space to confront their typical assumptions and begin to elaborate their own possible futures
relative to the material provided. By avoiding a single, finalized form to be critiqued the



installation could only be used for potential - as a springboard to jump into possible, alternative

realities.

Traversing from bent steel rod and tubing, to extruded polyurethane and silicone, to machinic
and gestural drawings, to stochastically melted wax, each component of the installation offered
varied trajectories from which to depart and examples were pulled from both student and faculty
research. Taken as a whole the installation prevented a singular view of what was on display in
an effort to provide an alternative viewpoint of how our discipline relates to, and interacts with,
contemporary technology - it provided an experience within which to harness reflection,

contemplation, and projection as tools for computational and robotic production.

The digitally designed was fabricated using robotic bending, CNC milling and 3d printing. The
robotic arms with custom end effectors (tools) were controlled through the use of Grasshopper to
interface with Kuka PRC to create tool paths for fabrication.

The exhibition featured fabrication tests, which were displayed on video screens and as objects
located on the backlit displays. The exhibition design itself served as a test and demonstration.
The display was created as an exploration of robotic bending. We were also interested in using a
limited number of parts which were designed to allow for multiple types of spatial organization
which produced apparent difference of each unit. In this way, the units themselves became
spatial actors and extended through the existing gallery, aggregating and clustering in interactive
and effective ways. The overall impact was one that was simultaneously holistic yet composed of

discrete elements.

Finally, the integration of lighting and lighting effects were key to the design of each unit and to
the overall impact of the exhibition. The project uses led light sources which are integrated into
each display. These elements create glowing platforms and under-lit objects. This allows for the

gallery lighting to be turned off, generating new experiences for visitors.
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Burning Down Silos: Collaborative Curriculum
Development that Fans the Flames of Integrated
Learning

Valerie Settles, University of Central Oklahoma
Amy Jacobson-Peters, University of Central Oklahoma
SeonMi Choi, University of Central Oklahoma
Adrienne Wright, University of Central Oklahoma

ABSTRACT

Interior Design curriculum provides students with practice in skills necessary for entry-level
work. Programs often look to the profession to guide the competencies needed to enter the
workforce. In a study by Cheryl Myers (1982), desired skills were identified and ranked by
members of two professional organizations; results identified beginning competencies ranging
from understanding furniture construction to material estimation to a basic knowledge of

contracts. With topics requiring such specific knowledge, unique courses are necessary.

However, with emphasis placed on specific topics, students may lose sight of how individual
skills connect within the profession. A 2010 study on optimizing the studio experience (Zehlner,
2010) identifies quality of projects as a key factor of success in these courses. By learning from
projects that develop multiple competencies simultaneously, students observe how skills connect,
resulting in experiences that build a broad view of the profession. Today’s student is different
from those a generation before and prefer to learn from “real-world” problems (Ankerson, Pable,
2008). Reorganizing curriculum away from skill-specific classes to broader studio practices

enables students to mimic complete design problems, creating productive learning experiences.



Conversely, typical academic units are organized to facilitate the perpetuation of “silos,”
described in Bowers (2006) as departments that focus on individual outcomes. Each instructor is
viewed as content expert and expected to develop their course(s) to provide what they know to
be appropriate learning outcomes. Faculty may prefer to operate within their silo rather than
adapt to systems thinking, also described by Bowers as “a perceived whole whose elements
‘hang together’ because they continually affect each other over time and operate toward a
common purpose.” In academia, this common purpose is getting students successfully to

graduation with the requisite skills to become employed professionals.

A useful tool to create a more holistic curriculum that avoids the silo effect is curriculum
mapping. Mapping guides the process to identify content gaps, integrate course content, and link
learning outcomes across levels. The process relies on faculty collaboration to develop each
course through group evaluation to review content that is organized into maps, with areas
identified for revision. Upon implementation, course amendments are continually reviewed and
analyzed (Jacobs, 2004). This process improves course quality and reduces discrepancy among
the curricula, leading to integrated learning across courses and improved student performance by

embracing innovative strategies based on pedagogical knowledge and professional experience.

In Fall 2012, interior design faculty at a southwestern university met to revise the curriculum to
be more connected, and continue to gather annually to discuss the program. Reflecting on the
previous year, faculty fine-tune each course to enhance students’ experience and align learning
with the dynamic landscape of the profession, collaborating across classes to assess the efficacy
of course projects, subject matter, and sequencing. This resulted in the current interior design
degree sequence in which classes are interwoven, allowing students to apply skills in a
comprehensive manner. The practice has evolved to include feedback from alumni and
professionals through forums and surveys. The insights provided were applied to a curriculum
mapping document to create and track specific learning outcomes tied to potential student
success as a graduate. From its inception, results were noticeable and significant. Students
produced work at a higher quality and began to make the critical connections between subjects
necessary to the broad, involved project scope seen in successful professional practice. Session
attendees will contribute to the conversation with their own best practices for curriculum

development.
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fundamentals of drafting. space planning,
congepts, principles and processas of Interior
Design thereby enrching their experience of the
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Introduction to
Interior Design
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Recognize and compare
paotential avenuas for

emplayment (1} {8a,62.5)

Discussed in lecture

| Can Do That

Printed reflection

State the specific career
option|s) of interast

Discuss what makes this
appealing

Whare do you see yourself
practicing? [Locally? In
another state? Abroad?|

What type of project would
you lks to work on?

Students comments on SPIE report included sevaral
raguasts for more guect speakers and field trips to lsam
more about the industry

Add guest speakers into lecturs days to expand on a
tapic covered in the lacture.

Integrate “speed dating” concept with current
seniors/recent alumni; provide guided questions for
each student to ask to facilitate discussion.

Recognize rising issues in the
interior design profession (1]

(4h-d. b, Gk, 7u)

Discussed in lecture

Students seamed to enjoy learning about the breadth
of topics involved in interior design practice

No changes at this time

Identify interior principles and
elemants of design in
practical applications (1] (11g}
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feeling?

survey id
a5 Important:
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design solutions
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Research and discuss new or

Inngyative materfals and

Show and Tell
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|_somethine thew were interested in loarning more about

Mo changes at this time




Project: first semester, second year (before curriculum mapping)

- C "CARC] | DU
N BLACKS By GENMAN WELER

BooE o i

] WILL TURCTION AT sk EX(ETIMD
AMEA BLG BwALL B WESTA B N wOEa T AT T8 BT ABIDE FREM
Ind WHITE COLDR® RS Dl L

PLAKIE WEi ARNIV FEIDM L00AL
WENERY AT TER APPRCVAL RO CvmOR
BEDS Shal. B b CLITOM SEAM
ECHIND DESK' 3 POYETR COAT e13

DESH Lar Zhisi WE DU PELLRDN
RLPLICAS 3 WETAC FINIIN"




Project: first semester, second year (after curriculum mapping)




Pedagogy | Scholarship of Teaching & Learning | Panel

Exit Survey Assessment Strategies to Measure Program
Success and Student Engagement

Doug Seidler, Marymount University
Amanda Gale, The University of North Carolina at Greensboro
Michelle Pearson, Texas Tech University
Lindsey Fay, University of Kentucky

ABSTRACT

As interior design educators, our goal is to prepare students to enter the workforce with the
necessary skills to succeed. Assessment methods (at both the course and program level) are used
across institutions to measure achievement towards this goal. Traditional assessment methods at
the course-level and program-level include course project/assignment rubrics and end-of-
semester course evaluations. At the program level, assessment commonly occurs through student
retention rates, program enrollment, job-placement rates, acceptance to graduate schools, and
external accreditation such as the Council for Interior Design Accreditation (CIDA). Regardless
of the assessment method, it is a collective effort of the faculty, staff, and curriculum that

contributes to the success of the students.

Context + Purpose

The literature reveals established arguments for and against various assessment methods. The
majority of research on curricular assessment revolves around assessing student knowledge on a
specific topic. While publications document the pitfalls of teaching evaluations such as gender
or racial bias (Falkoff, 2018), neither performance-based metrics nor accrediting bodies (such as
CIDA) address topics like inclusivity, department culture, or student values and expectations



(Mattson, Corrigan, & Gabb, 2013). In addition to measuring program goals and accreditation
standards, it is increasingly important that departments understand student perception of

department culture and belonging.

This panel will explore the advantages and disadvantages of expanding the department exit
survey beyond program goals and accreditation standards. When looking through the last decade
of IDEC proceedings and the Journal of Interior Design, no studies or investigations can be
found regarding the development or use of exit surveys for interior design students, which spend
more contact hours than other disciplines. Therefore, this purpose of this panel is to: 1) develop a
departmental assessment tool that could be used by a diverse range of interiors focused
programs, 2) expand the conversation beyond the initial pilot programs to improve the exit
survey/assessment tool, and 3) explore opportunities to aggregate data across institutions in an

effort to better understand national and global trends in interior design-focused education.

Method

First, existing published exit surveys were reviewed from a variety of universities. The reviewed
surveys were general and not specific to design-focused or studio-based curriculum. Because of
this, an exit survey was developed specifically for interior design-focused programs. This initial
draft was then shared with and modified based on discussions with faculty from two interior
design programs and their corresponding departments. The survey was then piloted at multiple

universities in Spring 2019.

This panel will be comprised of four faculty members from different programs throughout the
U.S. Each panel member will share their experiences piloting the exit survey including
discussion how the information from exit surveys has been used within their program. Further,
the panel will share the survey with other programs so that the results can be aggregated to reveal

a comprehensive understanding of student perception of their educational atmosphere.

Outcomes



The presentation and interactive discussion will demonstrate how the information gathered can

have a range of different uses. Questions to be discussed with the audience include:
How can exit surveys help with CIDA Accreditation?

How can exit surveys help with Alumni relations?

How can exit surveys help with departmental annual reviews?

How can exit surveys help with assessing student experiences?

What strategies are being used to increase responses?

REFERENCES
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Congratulations on your approaching graduation from [department or program] at the [university
name]. We are proud of each of our soon-to-be graduates and would like to stay in touch. In addition,
we value your opinion and would like feedback on your experience with us so we can improve for future
students.

1. Student name:

2. Personal email address (i.e., not associated with [university name]:

3. How would you describe yourself [check all that apply]?

O Traditional student (18-24 yrs O International student

when started w/the program)
o Transfer

o Nontraditional student (25+ yrs

1t generation
when started w/the program) nLe !

4. Did you study abroad?
o Yes o no

That’s wonderful! Where and when did you study?

5. Do you have a job offer or have you accepted a full-time position after graduation?
o Yes O no (skip pattern to question #12)

6. Congratulations! What is the name of the organization?

7. Where is the organization located?

8. What is your salary or salary range (so we can advise future students of what they should
expect)?

9. What is the focus of your new job?

O Product o0 Non-profit

O Residential o Corporate/Office

O Hospitality 0O Education

O Healthcare O Multifamily residential
O Retail O Historic preservation
O Government o Other:

10. Have been accepted to attend Graduate school ?
O Yes o no (skip pattern to question #12)



11. Congratulations! Where will you be going to grad school and to earn what degree?

12. What areas of design are you interested in, so we can forward position announcements to you?

o Product o0 Non-profit

O Residential o Corporate/Office

O Hospitality O Education

O Healthcare O Multifamily residential
O Retail O Historic preservation
O Government o Other:

Think of this section as a formal opportunity to share your experience and suggestions with the
[department name].

13. Please indicate the extent to which you agree or disagree with the following statements

Strongl . Strongl
gy Agree Disagree . g
agree disagree
| feel a sense of belonging to my department ] ] O O
The department’s atmosphere is 5 5 a a
intellectually engaging and collegial
The overall morale among faculty is positive ] ] m] ]
The overall morale among students is
. m] ] i i
positive
| feel the curriculum challenged me
. ] ] o o
intellectually
| feel | could adequately balance my
educational experiences and personal life O O | |
while here
It was easy for me to access needed
resources to complete my work effectively O O | |
and efficiently



14. Please indicate the extent to which you agree or disagree that your department provides a
supportive environment to students who are of varying:

Strongl . Strongl
gy Agree Disagree . g
agree disagree
Economic backgrounds O O | |
Sexual orientations O O | |
Political orientations | | O ]
Gender identities O O | |
Religious beliefs O O | |
Countries, cultures, and ethnicities O O O O
Ages O O O O
Abilities (such physical, psychological, or
social) O O ] ]

15. What do you think is the major strength of [department name]?

16. What do you think is a weakness of [department name]?

17. How can [department name] be improved?

18. What was the most impactful project and why?

19. What was the most impactful field experience (field trip, site visits, etc.) and why?

The last section will help us better meet assessment needs identified by CIDA (Council for Interior Design
Accreditation) and support our goal of striving for continual improvement.



20. Please indicate the extent to which you agree or disagree with the following statements

St I St I
rongly Agree Disagree . ad
agree disagree

| can select and apply color principles and
theories regarding the functional,
behavioral, aesthetic, and/or cultural needs | | O O
of the users of interior environments and in
aspects of visual communication

| understand that design solutions affect and
are affected by building distribution (HVAC,
plumbing) and interior construction systems
(staircases, elevators)

| understand and apply laws, codes,
standards, and guidelines that affect the
design of interior spaces, particularly
through fire detection and suppression

| can work in teams and recognize the value
of integrated design practices. | am
prepared to maximize my effectiveness in O O O O
leadership roles or as contributing team
members.

| understand the principles and processes
that define the profession and the value of O O | |
interior design to society.

| understand human-centered design and
can identify, analyze, and apply information
from a variety of stakeholders /sources to m| m| O O
develop a successful response to user needs
and promote health and wellbeing.

| comprehend and use all aspects of the
design process to identify and explore
design problems through generation of
multiple design concepts or design
responses to programmatic requirements
and generation of creative solutions that
enhance the human experience in interior
environments.

| have a global view and consider social,
cultural, economic, and ecological contexts O O O O
in all aspects of my work.




Congratulations, all your hard work has paid off! Thank you for your feedback and for spending the last
4+ years with [department name]). Please stay in touch through email, LinkedIn, or in person.
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Pecha Kucha

Blind Spot: How | Get in the Way of Making Interior
Design More Inclusive

Roberto Ventura, Virginia Commonwealth University

ABSTRACT

Motivation

For the last three years, an assignment given to a senior level seminar class asked interior design
students to identify five “design mentors.” These mentors should be designers who practiced
design in a way that the students admired.

A peculiar trend appeared immediately and continued in each successive semester: most of the

design mentors the students admired were architects, not interior designers.

Question

Why so many architects? Moreover, why did the mentors identified have so little in common
demographically with the students (Figure 1)?

Eighty students identified just under 180 unique design mentors. Of these, 67 mentors were cited
each year; these role models were then compared to the student composition of the three classes
in aggregate.

Of these students, 84% were women; only 18% of the design mentors were.

Whereas 53% of students were non-white, less than 17% of the design mentors were.
Intriguingly, over 77% of design mentors were architects, and over 43% of the design mentors
were deceased.

Why is this diverse and inclusive group of students so exclusive in terms of the role models they
highlighted?



Hypothesis & Methods

Perhaps the students admire them because they are who | teach them to celebrate.

| studied my own teaching materials and examined them for unconscious bias. In particular, |
selected a lecture that | typically give in introductory studios. Around 100 minutes in length, it
focuses on design vocabulary, design elements, and design principles. This talk establishes the
foundations upon which we build our introductory discussions of design.

Ninety-four images are in the presentation (Figure 2). These images were analyzed along the

same criteria as the student demographic and design mentor results were.

Results
Of the 94 images, less than 4% were of interior designer-led projects; 73% were led by
architects. Less than 9% of images originated from work by non-white designers, and under 12%

were works by women (Figure 3).

Reflections

When it comes to promoting diversity and inclusion in design, | have a serious blind spot. It is
inconceivable that | should expect my students to be more inclusive in their design studies when
| practice the opposite.

| am trained as an architect, by architects, and this bias is stitched into my design DNA. In doing
so, | imply that architects—specifically, white, male ones—are the paragons of design.
However, as Weber states in “Empowering Students Through Classroom Discussions,” it is
imperative that once one recognizes a systematic omission or oppressive action, one is obligated
to work to repair it (1990).

Teaching in a discipline where about 10% of conferred degrees are awarded to latinx students
and less than 6% to African-America students (“Interior Design,” n.d.), my obvious bias is
causing harm.

| have committed to reversing this bias.

I have modified the design mentor assignment into two parts. In the second, students introduce
their colleagues to new designers who cannot be listed in the original roster of mentors; extra

encouragement is given to historically underrepresented demographics.



In guest jurors, I strive to find interior designers who reflect the composition of the studios.

| am systematically auditing my course materials—from precedents to introductory quotes—to
make them more representative to what interior design should aspire.

| am requiring images of designers to be included in case studies, because if students do not see
reflections of themselves in the profession, it is difficult for them to project their place into future
practice.

| am seeking guest speakers who embody different cultural perspectives.

| hope | am alone in the egregious bias | have found in my teaching. Regardless, the hard work
of addressing diversity and inclusion in interior design must begin with our individual teaching if

we expect to enact real change in our discipline.

REFERENCES

Interior Design. (n.d.). Retrieved from https://datausa.io/profile/cip/interior-

design#demographics

Weber, L. (1990). Empowering Students Through Classroom Discussions. Women’s Studies
Quarterly 18 (Spring/Summer): 126-134.
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demographically with the students who
admired them.
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FIGURE 2
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Of the 94 images, less than 4% were of
interior designer-led projects; 73% were led by
architects.

from work by non-white designers, and under

12% were works by women.
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FIGURE 3
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Pecha Kucha

Scribbles on a Page: Writing and Drawing

Madison Sabatelli, The Ohio State University

ABSTRACT

The act of externalizing thoughts is a difficult one met with many choices, first and foremost
being the mode in which an idea is conveyed. When pen is put to paper, the result can either
come in the form of 1) written words conveying a description or list of features, or 2) a sketch,
visually delineating a picture in one’s mind or a representation of something before them. While
architecture and other fields of design are often thought of as visual fields defined by renderings,

models, and sketches, the use of writing can be just as pertinent and necessary.

This presentation sparks an investigative discussion on how writing and drawing work together
to effectively communicate a design idea. Examples from the sketchbooks of design students
serve to create a corpus referencing the many ways in which writing and drawing work to
exemplify information in different ways. These works are exhibited, analyzed, and compared on
a contextual and structural level to reveal the role of and relationship between writing and
drawing in design. Through these works, the ways in which words and sketches serve to
crystallize design ideas, impart additional details, and provide a more effective conversation with

viewers.

By exploring these visual and textual literacies, we can better understand how designers are
already using both forms of communication in their work to maximize their potential. Moreover,
further understanding the nature of this multiliteracy approach will aid in formulating a process
for formally incorporating writing in design education and practice. By reflecting on a
compilation of design practices using writing and drawing in tandem, this study serves to
examine the modes in which we communicate design and reconsider the possibility for new

ones.



REFERENCES

Dove, C. [@chrisdove]. (2014, December 12). Tiny sketchbook Tuesday today, learning from
some local architecture #london #architecture#argsketch #architecturestudent#arch_sketch
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Dove, C. [@chrisdove]. (2014, December 12). Tiny sketchbook Tuesday today, learning from some local architecture#london #architecture#arqsketch
#architecturestudent#arch_sketch #urbansketchers#illustration #design #detail #drawing#pen #graphic #design #arquitetapage#building #facade #6a
#architects#ravenrow #gallery #spitalfields#minimal #vsco #vscocam [Instagram photo] Retrieved from https:/www.instagram.com/p/wGoPOPLQ7j/.
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Pecha Kucha

Tried and Tested: The Uncertain Terrain of Community-
Engaged Teaching and Learning in Interior Design
Education

Travis Hicks, University of North Carolina at Greensboro

ABSTRACT

SUMMARY

Community engagement and service-learning offer students and faculty real world opportunities
to address community issues and to solve problems through design for social impact. The stories
that faculty often share are of the successes in community engagement and service-learning. The
author will explore successful community-engaged design by sharing a multitude of challenges
and failures through a series of case studies.

BACKGROUND

Interior design faculty encourage students to fail quickly and often, as the fear of failure can
paralyze a student in her or his studio work. Sawyer identifies six themes emerging from his
research into the role of failure in art and design studio pedagogy: 1) Learning outcomes, 2)
open-ended assignments, 3) intentional failure, 4) student frustration, 5) student requests, and 6)
constructive feedback (2018). Design thinking and the design process rely on multiple iterations,
trial, error, success, and a cyclical process, and interior design faculty reinforce this process to
their students. In the world of business and entrepreneurship, failure is also held up as a virtue or
something to aspire to. Olaison and Sorenson (2014) point out how “research and public policy

on entrepreneurship has shifted from neglecting failure to embracing failure as an integral part of



the entrepreneurial process.” Faculty encourage art and design students to fail. Entrepreneurs

encourage one another to fail as a badge of honor.

PROBLEM

In the realm of community-engaged design, students and faculty engage in real-world research
and design problems. In this world of developing projects for community partners, nonprofits,
neighborhoods, or government agencies, the messy uncertainties that accompany the real world
can collide or conflict with the neat and tidy student learning outcomes outlined in a course
syllabus. In a relatively short amount of time, an idealized syllabus can be rendered null and
void. This presentation promises to expose potential risks involved in getting students and

faculty off-campus and into the murky waters of community engagement.

MULTIPLE FAILURES

As illustrated in the sample slides, the author will share first-hand experience from community-
engaged projects that faced difficulties. In one case study, a community garden project gained
overwhelming community and university support and funding before closing down as a result of
a land dispute between the property owner and the garden's founder. In yet another project, a tiny
house community to serve a population of people experiencing homelessness received
overwhelming praise from the community partners involved in the design and construction;
however, this project hit a roadblock in the political arena as a city council member moved to
oppose the project after months of faculty and student development. Elsewhere, the site for a
community to serve adults with Autism Spectrum Disorder, designed inside and out multiple
times by students, continues to struggle to find a construction site. This site has changed multiple
times over the past three years. A university clinic, designed by students with the intent to be
carried through by a professional design firm all the way to construction, has been shelved
indefinitely as a result of university politics. And a community-engaged studio to explore the
preservation of modest bungalow houses, staged through a neighborhood block party, hit a snag
when a neighbor called the police on the students, faculty, and community partners.



FORMAT

These projects and more will be presented with rich photographs and stories via a Pecha Kucha
format to emphasize the risks of community engagement and will be balanced by stories of
successful community engagement through interior design education. Faculty and students who
have experienced the real world of community engagement and service-learning will be able to

identify with--and learn from--this presentation.

REFERENCES
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research, and pedagogy, Journal of Small Business &Entrepreneurship, 31:1, 97-99,

Olaison, L., and B. M. Sgrensen. 2014. “The Abject of Entrepreneurship: failure, Fiasco, Fraud.”
International Journal of Entrepreneurial Behavior & Research 20 (2): 193-211

Manu Kapur & Katerine Bielaczyc (2012) Designing for Productive Failure,Journal of the
Learning Sciences, 21:1, 45-83,

Sawyer, R. Keith. 2018. “The role of failure in learning how to create in art and design.”

Thinking Skills and Creativity, https://doi.org/10.1016/j.tsc.2018.08.002

Finn, D. & Broday, J. (2014) The State of Community Design: An Analysis of Community
Design Center Services. Journal of Architectural and Planning Research, Vol. 31, No. 3
(Autumn, 2014), 81-200.
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This bedroom was designed for a tiny house community thaty
was ultimately rejected by a vocal city council member.




The site for a residential village has
changed twice in the past three years.
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Pecha Kucha

Design Through Prototype

Emily Baker, University of Arkansas

ABSTRACT

This advanced studio combining both interior design and architecture students sought to teach
students the nuance of material systems through hands on engagement in digital and analog
fabrication processes while designing playful interventions at a local children’s museum.
Students began the semester by crafting models around conceptual ideas for play, seating, shade
and interactive art. Rapid fire abstract physical modeling allowed students to discover their
shared affinities and ideas, and this led to the formation of six teams of two to four students each.
After merging and clarifying their ideas, students made initial presentations to the museum’s
staff, who offered insights related to design for parents and children. Field trips to 1) the City
Museum in St. Louis, a renowned space for imaginative play through the built environment, and
2) Zahner Metals in Kansas City, an cutting-edge metal fabricator, allowed students to consider
the scale and design of play objects/spaces and to get feedback on the construction of their ideas
from experienced professional fabricators. Students quickly began prototyping their ideas using
real materials. Access to CNC equipment for cutting steel and other materials informed many of
the designs. 3D printing was also employed, as well as more traditional methods of working
metal, wood, concrete and foam. Students arrived with very little fabrication experience, and the
studio not only offered a way for students to gain experience making but also deep insight into
the necessity and power of understanding a material process as it informs design. The six teams
iterated their prototypes through the semester, and produced six very different designs for the
museum, each with a full scale prototype of part of the design installed as a temporary outdoor
exhibition by the end of the semester The museum was thrilled by the results of the studio and

plans to continue the collaboration with the school to produce one or more of the designs for



permanent installation. This presentation will illuminate insights about teaching fabrication-

based studios, digital design processes, prototyping and design for play.



DESIGN THROUGH PROTOTYPE

ADVANCED STUDIO - DESIGN / PROTOTYPE PLAY/SEATING/SHADE/ART STRUCTURES FOR A LOCAL CHILDREN'S MUSEUM




e ' s

"TWISTER" PROTOTYPES two iterations for the “Twister” design for outdoor play/seating at the children’s museum




"TWISTER" PROTOTYPE final prototype assembly for outdoor play/seating at the children’s museum




"MISSING LINK" CLIMBING STRUCTURE digitally cut steel and nylon rope




"MISSING LINK" CLIMBING STRUCTURE digitally cut steel and nylon rope
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Concept Sketching: A Hybrid Approach for Sculpting
Interior Vignettes

Jake Tucci, Unversity of Arkansas

ABSTRACT

In 2019, practical hand drawing is not dead; clients still request it... though digital technology

can make sketching interiors far more efficient.

“Sketches answer every need for interiors work. The very process of sketching encourages new
design ideas. Sketches are quick to execute and are enormously responsive to depicting the look
and feel of surfaces and finishes. And sketching can also persuasively convey the mood or spirit
of a space.” VO D. Drpic 1988

| love a well-crafted digital graphic but, a drawing or sketch that looks effortless always charms

me the most. Therefore | consider my IVO D. Drpic book Sketching and Rendering Interior

Spaces my favorite drawing reference.

This presentation showcases a collection of several hand-digital hybrid conceptual sketches
contracted out to one of the largest food service providers in the U.S. More like the movie
industry and less common in the building industry, these sketches were produced early in the
continuum of the design process as both inspiration and to establish a brand aesthetic. The
proposal would later be developed by a contracted designer. The projects range in scale from a

large food market, to a variety of food service counters to a cooperate catering service.

The client requested drawings with a hand sketch appeal to convey the conceptual status of the
project proposal yet with fleshed out interior details to establish design distinction. While the
client knew they were hiring a good sketcher, they quickly realized the advantage that the



consultant was also an instructor of interior design. For example, on the large “Foodiverse”
project, special attention was given to table spacing, seating type variety and egress. Given a list
of required food service equipment, a logo, graphic branding standards, inspiration images and
sometimes an equipment layout plan, | was asked to develop three-dimensional sketch
proposals. The proposals were used to pitch high-quality food service alternatives to corporate

and universities campuses.

Due to the temporal nature of the design process. | developed a method for producing quick,
accurate perspectives, with a loose and “lived-in” aesthetic while retaining the ability to meet
significant change requests with out starting from square one. The method included, small loose
sketches, sculpting the space in Sketchup, capturing perspective views, hand drawing on top and
adding entourage help the space feel “lived-in”. After digitally scanning the hand drawing,
Photoshop is used to render the materiality using a variety of techniques. | have continued to
refine the efficiency of these techniques over the last few years.
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Taiba Cultural Center: An Approach Toward Sustainable
Tourism Development in AL- Medina, Saudi Arabia

Rana Bazaid, Texas Tech University
Martha Afez, Philadelphia University previous, Thomas Jefferson
University
Barbara MacAulay, Philadelphia University previous, Thomas Jefferson
University

ABSTRACT

Objective: This project is an investigative study about redesigning an existing travel agency
office to become a visitor center influenced by Saudi culture. This study introduces the concept
of a natural park and cultural experience center to design a place that promotes the growth of
tourism in Saudi Arabia while exposing visitors to the culture. | propose building a visitor
cultural center in AL- Medina, Saudi Arabia, which is surrounded by 200 historical sites. The
building will include a travel agency, gallery, theater, and gift shop. The building will support
Saudi Vision 2030, an initiative to develop the economy by showing and encouraging visitors to

see different historical and cultural sites in Saudi Arabia.

The center is designed using Islamic principles to provide visitors a sense of the culture and
make a connection between the past and the future of Saudi Arabia. The center’s design is
environmentally friendly and uses wellbeing design philosophy to create a positive experience

for all occupants.

The building design is inspired by Saudi culture; its design is rooted in Islamic style principles,
such as continuous geometric forms. These forms will be slightly simplified from their

traditional configurations. Secondly, the building will include a courtyard to circulate fresh air



into space. This courtyard will include Biophilic principles and universal design to make the

building sustainable and comfortable.
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Taiba culture experience center for sustainable tourism development
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Figure 1.3: Computation of the number of visitors to Portugal, UEA, Egypt, and Saudi Arabia
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DESIGN VISITOR CENTER & TRAVELAGENCY

Adaptive Reuse.

Design a Plaza.

THE BUILDING
The buildingincludes a travel agency, gallery, gift shop, coffee shop, multi purpose room.
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CONCEPT

« conceptis to make a connection between the past and the future of Saudi Arabia, so visitors
will experience and get information at the same time.

* The visitor center is designed to invite visitors and to show them places they may not have
planned to visit during their stay.

The building design is inspired by Saudi culture. Its design is rooted in Islamic style principles,
such as continuous geometric forms.

.

These forms is slightly simplified from their traditional configurations.

Secondly, the building will include a courtyard to circulate fresh air into the space.

This courtyard is include Biophilic principles and universal design to make the building
sustainable and comfortable.
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SKYLIGHT
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Human Behavior and Interior Design ( Customers & Workers).  voc peduction

SUSTAINABLE STRATEGIES (WELL BUILDING GUIDELINE):
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"Entities," Modern Interiors as a Selling Tool

Grace Ong Yan, Thomas Jefferson University

ABSTRACT

This paper introduces and contextualizes the theory of “entities” — unearthed for the first time
from archival research—as a late 1920s interior design theory conceived by William Lescaze,
architect and interior designer best known for his design with George Howe of the Philadelphia
Saving Fund Society or PSFS building (1929-1932). Considering this theory offers an
opportunity to problemmatize the modern interior as we know it and re-examine the
individualistic tendencies of modernism as not only a historical study, but as a valuable lesson
for contemporary issues in interior design. My research questions the understanding of the
modern interior from an International Style perspective that is based on a standardized model.
Instead, | will demonstrate through relevant histories and theories that the modern interior was,
in fact, more individualized, and as such, comprised a rich assembly of spatial effects, including
colored, varied, and contrasting materials and finishes. | will trace a selected history of modern
interior design as it developed as a selling force- in its capacity for human persuasion through

cohesive environments.

In 1927, as a young interior designer in New York, William Lescaze created the theory of
“entities” which he defined as comprised of “four walls, the ceiling, and floor, [which] should
not any longer be passive features, but they should become live parts of the entire design.” He
thought of modern interior design as a composition—as bringing together the three-dimensional
planes of a space into inter-relationship. Lescaze demonstrated his theory of entities with a
commercial interior for the S.T. Meyers Company, and a modern exhibition installation for

Macy’s Exposition of Art in Industry, both completed in 1928. (Both designs will be shown in



my presentation). The competence he gained from these projects would lead to the PSFS interior

design which will be detailed in my presentation.

We can understand Lescaze’s theory of “entity” within the context of avant-garde movements of
the 1910s and 20s, including DeStijl and Constructivism, which were major influences on him.
But “entity” also shared similarities with the nineteenth concept of gesamkunstwerk, or a total
work of art that synthesizes different aspects of an artistic medium. Certainly, the appeal of the
room setting over individualized items of furniture lay in its strong visual impact and its ability
to evoke an idealized version of a suggested lifestyle. With commercial projects for business
clients, the idea of the gesamkunstwerk was transformed into a selling tool. That modern design
would provide a unique competitive strategy in a commercial context was an idea that Lescaze
discussed with Austrian émigre designer, Frederick Kiesler during this time. Kiesler’s design
work and publication on store window displays offers another context for Lescaze's "entities." As
modern manufacturing filled the marketplace with standardized products and displays,

individuality in design was increasingly recognized as an attribute.

My method of investigation will be primary archival research combined with historical and
theoretical analysis. This presentation’s outcome will be a fuller, richer understanding of the
history of modern interiors that grew out of individuality rather than standardization. It also
presents a new design theory that can be applied to contemporary design of environments today,
especially for retail, branding, and business clients. This presentation’s significance is that it
advances the body of historical knowledge on twentieth century modern interiors, as well as
provides important insights to current design practice. This presentation will inform us of a rich
trove and discussion of historical precedents as we re-think the urgent question of how interior
design serves selling today. In an age of digital consumerism, my research will instigate the

design of innovative interior environments of engagement.
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SUPPORTING IMAGES FOR
“ENTITIES,” MODERN INTERIORS AS A SELLING TOOL

PSFS Banking Hall, Photograph by Richard T. Dooner, 1932, Courtesy of Philadelphia
Saving Fund Society Collection, Hagley Museum and Library.



————————————

PSFS Banking Hall, Photograph by Richard T. Dooner, 1932, Courtesy of
Philadelphia Saving Fund Society Collection, Hagley Museum and Library.



Howe and Lescaze, Perspective Study, View to banking Hall Floor from Entrance, 1932, Courtesy
of Syracuse University Library, Special Collections



138 2 THE ARCHITECTURAL RECORD

PENTHOUSE STUDIO APARTMENT
WILLIAM E. LESCAZE, ARCHITECT
INTERNATIONAL EXPOSITION OF ART IN INDUSTRY, MACY'S, NEW YORK

William Lescaze-designed installation of a penthouse studio apartment for The Macy
Exposition of Art in Industry, Reproduced in Architectural Record, August 1928, 137-143.



William Lescaze design for S.T. Meyers Company telephone foyer, 1928, Courtesy of
William Lescaze Collection, Special Collections Research Center, Syracuse University
Library.
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A Classical and Modern Interior: Eero Saarinen’s Miller
House, “A Contemporary Palladian Villa” in the
American Midwest

Patrizio M. Martinelli, Miami University

ABSTRACT

The Miller House, in Columbus, Indiana, is considered one of the most important private
residential buildings of mid-century Modernism, and a perfect example of the fertile
collaboration between the architect, Eero Saarinen, the interior designer, Alexander Girard, and
the landscape designer, Dan Kiley. In 1958, the magazine “Architectural Forum” presented the
Miller House as a “contemporary Palladian villa”, and the paper that I present is focused on
developing this interpretation. In the first place emphasizing the compositional principles of the
spatial organization of the interiors, strongly related to that thread that from Palladio get to the
Modernist era, through the interpretation of Wittkower and Rowe, up to the “nine-square grid”
exercise developed by the Texas Rangers in the *50s. Then understanding how the Renaissance
idea of the “city as a big house and house as a small city” (that connects Alberti, Palladio, Aldo
Rossi, Aldo Van Eyck) is clearly the framework for the interiors in the composition of public and
private space of the house, remembering as well how Kevin Roche, a collaborator of Saarinen
for that project, defined it: a house conceived "as a village”. Another key to interpreting the
interior spaces of the building is how the structure is the opportunity to an exceptional mise-en-
scene of the tectonic datum, coupled to the idea of using the skylight system as a theatrical
device. Therefore, the topic of theatricality emerges very clearly, here, also considering the
formative years of Saarinen: and again it’s useful the comparison to Palladio’s villas, designed as
stages for the aristocrats and their life, with windows and porticos as frames to enjoy and control

the landscape in the Venetian country landscape.



The research has been conducted analyzing the historical and theoretical contexts, and dissecting
the Palladian precedents and the Miller House, through drawings and analytical diagrams, in
order to understand the elements and parts of the “play” and the mechanism of the “theatrical
machine” of the interior. This approach wants to bring the attention, also in the educational
environment, on the compositional strategies that, coming from the past, and then through the
Modern Movement revision, are still fundamental tools for the spatial arrangement of the
interior, emphasizing the fertile duality house/city, domestic/urban, and its role of stage for
representation, theater of memory (private/domestic, public/collective), and frame for the events
of everyday life.
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Restorative Aesthetics | Designing for Stress Reduction
with Fractal Geometries and Soft Fascination

Maria Decker, Semple Brown Design
Matt Melcher, Washington State University
Judy Theodorson, Washington State Umiversity

ABSTRACT

Stress is known to have a profound impact on human health and well-being from cardiovascular
disease to depression (APA, 2015). Researchers in the fields of psychology and design often look
to nature as an antidote to physiological and psychological stress with large bodies of literature
in support of its benefits. With 90% of time spent indoors, the question of how to translate the
restorative benefits of nature into the built environment for improved occupant well-being
represents a problem especially suited to those who design them (EPA, 1987). In an effort to
translate these restorative benefits to the built environment, two underlying properties found in
nature and previously identified for their restorative potential were applied to the interior
environment: soft fascination (Kaplan, 1995) and fractal geometries (Wise & Taylor, 2002). A
window screen design was chosen to capitalize on the soft fascination inherent in the Heraclitean
flux observed in natural light as a result of planetary patterns. The design was adapted from a
nature scene using a series of digital parametric operations and manipulated to adhere to a mid-
range fractal dimension shown to optimize restorative outcomes (Taylor, 2006). Study models
were produced to assess the effect created by a set of preliminary designs. The final design was
chosen based on a comparison of the qualitative effect of each model. It was then produced at
full scale and installed for observation which included a photo series assessing the varying light
conditions. Observation outcomes showed a successful adherence to the restorative properties of

soft fascination and fractal geometries. Other outcomes included a set of guidelines for designing



fascinating effect using fractal patterns in order to promote stress reduction in the built

environment.
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Shopping Environments: A Systematic Analysis of the
Evolution of Places for Shopping

Saman Jamshidi, Texas Tech University
Debajyoti Pati, Texas Tech University

ABSTRACT

The aim of this study is to analyze the evolution of shopping spaces in history. Trading is one of
the fundamental human activities, and places designated for trading activities has been an
important part of cities. Factors such as war, population growth, and the industrial revolution
have led to major design shifts during the evolution of shopping spaces. This study is an attempt
to systematically identify the major design changes and their potential causes. In doing so, seven
eras in history were recognized in which major design shifts occurred. For any of the identified
historical period, a number of buildings were selected that best represent the architectural trend
in that period. By utilizing a structuralist method, seven architectural facets were identified and
were considered in the analysis to track the significant changes. These architectural facets are: 1)
design of individual stores, 2) aggregation of shops, 3) urban placement, 4) circulation, 5) pairing
with other building types, 6) inward/outward design, and 7) arrangement. The findings regarding
any of these factors were discussed in detail. Also, a graphical representation of the findings was

presented.
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The Spiritual Architecture of Philip Johnson: Design as a
Reflection of Life

Daniel Harper, Ohio University

ABSTRACT

“God brought you to me”, said Dr. Robert Schuller in 1975 to the design team of Philip Johnson
and John Burgee. So began a partnership that would result in Philip Johnson’s most famous work
in spiritual architecture, the Crystal Cathedral, in Garden Grove California. In a career that
spanned more than seven decades and work in multiple styles, Johnson’s practice in spiritual
architecture includes nine constructed works and at least one unrealized commission.
Unfortunately, little is known about Johnson’s body of work in the realm of spiritual architecture
which, like many of his other works, has been overshadowed by the more well-known Glass
House. This study examined the correlation between Johnson’s outcomes in spiritual architecture
and their relationship to his personal life, his career aspirations, and shifts in design and
architectural styles through an understanding of environmental symbology (Tan, 2011) and
functionalism (Schwarz and Brent, 1997). As a result, this study found that Johnson’s personal
life and career aspirations played a role in shaping the outcomes of each work of spiritual
architecture and, to some extent, the attention, or lack thereof, they receive today. From personal
struggles identifying as a gay man to overt admiration of fascist propaganda, Johnson’s life as a
member of the privileged class and his desire to attain fame and recognition influenced his work
in spiritual architecture and can be seen as both penitence for and subordinate to a life lived
largely beyond reproach.
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Active Design: Potential Energy Beats Out Sprawl in
1960s Era Suburban Tract Housing

Alexis Holcombe, Virginia Commonwealth University

ABSTRACT

Motivation: Suburban housing is being given renewed scrutiny in the United States. As a
complement to a recent population movement toward urban cores, adjacent suburbs still
comprise 79% of the total population in the country’s 50 largest metro areas (Urban Land
Institute, 2016). Suburban dwellers are also younger (75% of 25 to 34-year-olds) and more
racially and ethnically diverse (76% of the U.S. minority population) than one might expect.
Many varied challenges and issues therefore await those pondering opportunities in residential
housing design. The concurrent effort to integrate wellness into the built environment offers even
more opportunity in the design of existing and new suburban housing stock. To understand the
potential of extending wellness research to the suburban domain, this study will elaborate on a
key portion of a 2017 MFA thesis research project that focused on the principle of Active

Design, by incorporating “natural movement” into the built environment.

Issue: Nearly all Active Design research has focused on public buildings and adjacent exterior
environments in the urban context. Yet U.S. adults spend 68.7% of their time in a residence
(Klepeis, et al., 2001). It is therefore critical to undertake more research on how Active Design
measures can be engaged at home. Research into “Blue Zones” has examined five areas of the
world where austerity and hardship have created environments that encourage people’s bodies to
work harder. While “[c]heap, high caloric food and technological advances” create conveniences
that have significant negative health impacts for most Americans (Buettner, 2015), Blue Zones
residents have been shown to live longer, with less chronic disease. The key, according to Blue



Zones researcher Dan Buettner, is to effectively “deconvenience” our homes so that we move

naturally throughout the day.

Methods: Case studies will explore the benefits of folding the Active Design principle of natural
movement into residential design by examining three 1960s era homes in suburban Virginia.
Each of these homes incorporates a variation of the ubiquitous split level floor plan scheme: the
traditional side split; the bilevel, or split entry; and the raised ranch. This inquiry will focus on
the health benefits of living in these popular residential housing types. It will be shown that split
level designs optimize paths of movement for building occupants by maximizing the path of
travel in plan and section. Occupants in these homes use unique stair runs throughout the day to
negotiate the layout of “quiet” and “noisy” floors. It will also be shown how the use of building
features can maximize the movement of residents in a split level home. Finally, design details
and technologies will be analyzed for their potential to encourage or discourage natural

movement.

(Preliminary) Results: Because of its proximity to Washington, D.C., Virginia was a leading
center for experimental residential design in postwar tract housing. “[L]ocal builders and
architects associated with these and other local examples were instrumental in the national effort
to promote builder-architect collaboration” (Martin, 2000). This history would suggest that
understanding the hidden benefits of living more active lifestyles in 1960s era tract housing in

suburban Virginia would have important implications for Americans nationwide.

Conclusions: An analysis of three typical 1960s era split level housing types in suburban
Virginia will show that these homes have a built-in potential for encouraging natural movement.
Interestingly, with their characteristic stair runs as the defining feature, the popular split level
design contrasts with the oft-stated goal of creating barrier-free one-level living for a rapidly
ageing U.S. population. The challenge, therefore, is to convince more Americans that living in a
home with easy-to-navigate levels can actually lead to a longer, stronger and healthier life span.
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Designing Learning Spaces of the Academic Library: The
Need for a Sensory Design Approach

Mei Wang, University of Central Oklahoma
SeonMi Choi, University of Central Oklahoma

ABSTRACT

Learning spaces in the academic library provide students with the opportunity to undertake
individual or group learning activities, socialize with other students, and use library sources,
therefore, these spaces must meet students’ needs and expectations for improved learning
outcomes and better quality of academic life. Students require different types of learning spaces
depending on their individual or group work, for instance, spaces for private/alone, public/alone,
private/together, and public/together, learning commons, and reading areas (“Learning Spaces”,

n.d; Andrews & Wright, 2015).

“Sensory impressions obtained through hearing, seeing, touching, tasting, and smelling
contribute to the way in which people experience their surrounding environment” (Sonneveld,
Ludden, & Schifferstein, 2008). The sense of sight makes people recognize and understand the
“visual” information from the space, such as color, light, pattern, visual texture, and shape
elements (Ching & Binggeli, 2012), while the sense of touch helps people to perceive and feel
their environments by touching the object and keeping the actual connection like tactile texture
and haptic technology (Magagula, 2018). These visual and tactile sensory design features create
a harmonious, aesthetic, and impressive ambience and have a positive effect on user behavior,
experience, mood, and emotion (Sufar, Talib & Hambali, 2012). It is expected that students tend
to be more engaged in the library with attractive and functional learning spaces designed by the

sensory design approach.



To redesign the library learning spaces at a southwestern university, the aim of this research was
to explore how well existing learning spaces met students’ needs in terms of satisfaction and
expectation with physical environments and sensory design attributes, especially visual and
tactile features. The researcher observed existing learning spaces (i.e. furniture, lighting, finish
materials, layout, arrangement, circulation, technology usage) and identified current issues that
should be modified or upgraded based on her experience and other good cases. A survey
questionnaire composed of close- and open-ended questions was used to collect data from
university students (n = 146) who have used learning spaces for their individual and group study
work, and use of library sources. A 7-point Likert scale was used to ask students’ satisfaction,

agreement, and expectation levels.

Research findings indicated that students frequently used private/alone learning spaces for their
individual study work, and public/together spaces for collaboration and communication
activities. Students were satisfied with the overall learning spaces (i.e. furniture arrangement,
space layout, location), but many respondents were not satisfied with sound and visual privacy,
furniture size and type, aesthetics, and technologies. They mentioned that library furniture was
uncomfortable due to poor ergonomics. Some students responded that ceiling lighting fixtures
were not bright enough for their study, and motion sensor lights were actually inconvenient.
They expected accessing to natural light and having more task light options. The aesthetics of
learning spaces were major concerns, for instance, color, pattern, and texture were bland. To
enhance the aesthetics of physical environments, students suggested adding green plants, art
installation, and decorations. These findings showed that many students were not satisfied with
visual and tactile design features of learning spaces. The researcher utilized research findings to
solve existing problems and support design solutions by applying visual and tactile stimuli to

meet students’ needs and expectations.

The researcher will use visual diagrams, charts, and pictures for explaining research findings as
well as hand-drawn sketches, computer-generated perspective renderings, and virtual reality

tools for presenting design solutions and outputs.

REFERENCES



Andrews, C., & Wright, S. E. (2015). Library learning space: Investigating libraries and
investing in student feedback. Journal of Library Administration, 56(6), 647-672.

Ching, D. K., & Binggeli, C. (2018). Interior design illustrated (4th Edition). Hoboken, New
Jersey: John Wiley & Sons, Inc.

Magagula, S. (2018). 6 tools to optimize classrooms: Learning through the Senses. Retrieved
from https://www.healingplaces.nl/single-post/2018/04/03/6-Tools-To-Optimize-Classrooms-

Learning-Through-the-Senses

Sonneveld, M. H., Ludden, G. D. S., & Schifferstein, H. N. J. (2008). Multi sensory design in
education. ResearchGate. Retrieved from

https://www.researchgate.net/publication/286043976_Multi_sensory_design_in_education

Sufar, S., Talib, A., & Hambali, H. (2012). Towards a better design: Physical interior
environment of public libraries in peninsular Malaysia. SciVerse ScienceDirect, 42, 131-143.



Open Track | Scholarship of Design Research | Poster

Interior Imagery as Historical Documents of Spatial
Domestic Experience
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ABSTRACT

Seminal study “History of Private Life” (1990) emphasizes the interiors as a setting for quotidian
but crucial aspects of private life that is the cornerstone of human life. In spatial context
“History” emphasizes Interiors as “a staging ground” that enables an understanding of interior
consumption and familial and social structure, gender relations and cultural attitudes of the
particular historical period. Fossil-like the traces of the inhabitants are “imprinted in the interior”
and can be unveiled by what Benjamin called “a detective story” where the interior is not only an
image but also is a representor of a certain spatial conditions - “the etui of the private individual”
(Benjamin, 1990). The concept of privacy became an important topic since the publishing of the
study. This image investigation analyses interior imagery of a Soviet-era apartment typology
proliferated throughout the Eastern Block in the 1960-80s. The new typology of multi-storied
mass-produced standardized apartment buildings was launched by Khrushchev in the late 1950s
to eliminate USSR’s extreme housing shortages. It became a vivid symbol of privacy and
autonomy that provided unprecedented opportunity for the private life and real privacy. This
particular residential typology serves as a document of design history, giving insight and context
to a current understanding of the interior in the historical context. The evidence of key features
of Soviet-era domesticity is surfaced in layouts, in arrangements of furnishings, its material
content, signs of wear, proxemics and visibility conditions that contribute to or hinder a sense of
privacy and comfort. Reflecting on theoretical perspectives of privacy and drawing on extensive
literature and analysis of apartment’s plans and photographic imagery, the paper focuses on

issues of privacy within the family and the ways the spatial environment had defined women



experiences. Examination and analysis of late Soviet-era interior conditions and domestic
arrangements shows, firstly, its close relation to a gender role’s discourse. The discourse is
evident in how the space was experienced and managed solely by women and functioned as a
normative feminine space that displayed a never resolved contradiction of an official Soviet
discourse that had publicly celebrated a female empowerment but, at the same time, promoted a
reality of a double shift life for working women. It had an impact on gender roles and family
relations, raised familial tensions and contributed to growth in divorce rates. Secondly, since the
principle of privacy is affected by scale, planning for privacy and maintaining it is more realistic
in larger size residences than in micro-scale dwellings such as fore above Soviet-era
apartments. That assumption lead the researcher’s attempt to link this historical precedent to a
contemporary global trend in development of micro-size living spaces, similar in size to a
historic precedent discussed here, in response to high real estate and rent prices, increased
population density and inadequate supply of affordable housing. As based on conducted research
of the historic precedent, the trend of micro-scale housing might to be not conducive to privacy
as it would function better for single people or a childless couple and thus, further contribute to
declining marriage rates in generation of 20-30s.
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Navigating a STEAM Collaboration: Outcomes and
Lessons Learned
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ABSTRACT

Relevance /Problem: “Interdisciplinarity reflects the reality that is beyond academic
boundaries” to solve real world problems (Repko, 2008, p.38). Designers working with other
scholars and practitioners in interdisciplinary collaboration face unique opportunities and
challenges. When designers bring their knowledge and design problem solving skills to a
STEAM project, they contribute a holistic perspective that might not otherwise be considered.

Context: Studies conducted over several decades on nature elements in the built environment
reveal psychological benefits of human interaction with nature and that contact with nature may
promote and benefit human health, including ill health and mental illness (Maller, Townsend,
Pryor, Brown, & St Leger, 2006). This project brought together scholars from varied STEAM
disciplines to study the economic and health benefits of small scale aquaponic systems—a
combination of aquaculture and hydroponics that uses fish in aquariums to fertilize plants
(Nichols & Savidov, 2012). In addition to the study outcomes, the project tested the viability,
rewards, and challenges of interdisciplinary STEAM collaborations (Sible, 2017).

Method: The study included three phases. The first phase consisted of an iterative design
process for designing and fabricating an aquaponic unit. The second phase included two waves
of data collection. The first wave employed a photo sorting method to examine predictors of
preference for aquaponic systems compared to only aquariums or plants. This initial data set
established a baseline for human preference of environments containing aguaponic systems. In

the second wave, a separate group of participants responded to a survey in which they viewed the



same image sequence based on complexity, coherence, and mystery (R. Kaplan & S. Kaplan,
1989). The second data set established a baseline for human perception of these qualities in
environments containing aquaponic systems. The third phase included installation and
observations of the aquaponic units in built environment settings: home, office, and classroom.
Additionally, the interdisciplinary team of scholars met monthly for collaboration on problem

solving and to advance the study.

Outcomes: The design phase resulted in the production of a small-scale aquaponics unit, but not
without challenges of divergent terminology and knowledge transfer between research team
members as well as some frustration by non-designer team members with the design process. In
the second phase, the photo sort showed that eight of the top ten preferred images had a
combination of water, fish, and plants. Participant comments from the photo sort overwhelming
linked preference with design and aesthetic style, frequently mentioning nature and color, while
fish and water were commented on significantly less. The survey yielded similar results.
Participants rated seven out the top ten preferred images with high complexity, coherence, and
mystery. Many images rated low in preference in the first wave were also rated low in
complexity, coherence and mystery. Results from the observations revealed benefits from direct
human interaction with nature, but also showed that even a small-scale aquaponics system
required knowledge of aquariums and diligent maintenance in order to be viable. The
complications and benefits of the transference of knowledge and research practices between a

diverse set of scholars revealed implications for STEAM collaborations.

Advancement of Knowledge: Results from this study indicate that small-scale aquaponic
systems may positively contribute to human health as an interior nature element with aspects of
complexity, coherence, and mystery. The study also revealed the importance of design and the
contribution of designers, both in process and outcome, for the design of the aquaponics system

as well as STEAM collaborations.
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New Evidence Educates Future Informal Learning
Environments
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ABSTRACT

Objective:

The goal of this study is to examine the various informal study zones provided to students at five
disparate locations at a large midwestern public university to determine student’s acoustical,
aesthetic, and spatial needs. It also aims to understand how the higher education environment

impacts student health and well-being.

Background:

A strategically diverse design is necessary for creating an environment that supports the various
needs of learners. Conversation and community have been shown to be significant in learning
spaces as students are more likely to interact with their peers to facilitate learning (Painter,
2013). In order to best support students, environments should offer flexibility in supporting both

individual learning and group collaboration (Harrop & Turpin, 2013).

Methods:
Data for this mixed methods study were collected between August of 2017 and May of 2019.

Researchers conducted 302 hours of unobtrusive observations across all 5 sites, recording the



activities and locations of 23,790 individuals. Next, researchers gathered a multi-modal user
activity profile of each zones through random-sample walk-up surveys (N = 991). Focus groups
(N = 20) were then conducted to elicit deeper reflection regarding the user’s personal needs and

successful aspects of design.

Results:

Through updating the furniture plans in all five sites, researchers found many of the spaces had
been changed since their initial move in. This is encouraging to note, as students and faculty feel
comfortable in these spaces and use them as such. Observational findings suggest that study
spaces containing more visual and audio privacy are more frequently used, especially by those
studying alone. These spaces were often found farther away from high traffic areas. Additionally,
within public study spaces, students are more frequently studying alone (48.26%) rather than in
groups of two or more. According to survey results, students expressed their need for individual
study spaces, audio/visual privacy, and more control over their environment, such as control over
lighting and temperature. Focus group participants provided insight detailing their experiences
within these spaces. Many of them noted their enjoyment of studying independently, their need
for functional and comfortable furnishings, and their preferred audio/visual privacy necessary to
succeed. From this research, it was concluded that visual privacy has become a key necessity for
students in all sites. Likewise, acoustical privacy became a common issue due to a large amount
of open space in current design trends, which does not accommodate a large range of learner
activities. These conclusions help to identify the key characteristics of students wanting control

over their environment, especially as most of them are alone and focused on independent work.

Implications:

Findings from this study will inform which practices designers could consider as they design
informal learning spaces for higher education, as well as identify the most impactful design
characteristics of successful informal learning spaces in order to accommodate the diverse
learning needs of today’s college students. Additionally, this study is unique in examining five

different sites in close proximity while comparing the use of general spaces such as the Main



Library, Learning Commons, and student union with colleges including College of Business and

College of Nursing.
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The Experimental Design Research with Virtual Reality
(VR) Technology
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ABSTRACT

This abstract presents an application of Virtual Reality (VR) technology for interior design
research project. VR is an emerging technology with a wide range of potential applications.
Rapidly progress of digital technology is strongly involved in all of the design fields. 3D
modeling provides a natural way of sharing design information among designers and other
participants in the production process (Jezernik and Hren, 2003). Traditionally, this 3D modeling
technique was developing by not only computer design application but also full-scaled mock-ups
at the Healthcare and Hospitality design fields. The 3D modeling offers the opportunity to
comprehend proposed designs more clearly during the planning, thus enabling the greatest
influence on design decision (Dunston et al., 2007). The static rendering and full-scale mock-up
are effective for showing designs to stakeholders (Autodesk, 2017). However, it is limited in
their ability to communicate an experiential view of the final design result. VR modeling and
display technologies offer the greatest potential to improve design through early design
visualization (Dunston et al., 2007). Thus, VR technology offers enable designer and clients to

better understand design from the occupants’ perspective (Autodesk 2017).

This study is a collaborative study with other disciplines that presents and where the possibilities
to use VR in design research processed are examined. The faculty and students at both Interior
Design and Hospitality Management program exam the relationship between employees’
breakroom setting at the hotel and improving employees’ well-being through the experimental

VR technology. Previous studies have found that taking a break can reduce fatigue and increase



productivity (Demerouti et al., 2009). However, the theoretical process underlying the unique
relation between work break characteristics and employees’ psychological well-being is not to be
tested. Although the physical interior environments profoundly influence employees’ physical
and psychological health to a great extent (Otterbring et al., 2018). Thus, this study examines
how to break room design factors or constrains employee well-being. Finally, how space layout
and design consideration in employee breakroom at the hotel offers possibilities for employees

themselves to foster job satisfaction and to reduce employee’ emotional exhaustion.

Research Stage

1) Participants for this study were recruited from Mechanical Turk and a total of 198 participants
were invited to this study. Our results revealed that control of break, preferred break activities
and physical environment of employee breakroom were positive to a feeling of energy.

2) After data collection, authors have defined the design problem identification of interior
environment at hotel breakroom. The proposed breakroom was considered four main design

goals and each goal also identified several design objectives.

3) We conducted an experimental design using VR technology. The total of 32 students was
invited to the experiment. The participants were instructed to experience the existing condition
and rate the questionnaire. After completing the first set of experiment, they were asked to
experience the manipulated treatment and answer the same questionnaire. The virtual reality

simulation was created based on the actual employee break rooms of hotels located in Mid-west.

This study contributes to knowledge on the effect of workday breaks on employees’
psychological well-being in a hotel context. 1) The physical environment of the employee break
room, preferred break activities, and control of break were positively related to psychological
well-being by revealing the mediation effects of feeling of energy. 2) Given the physical
environment of the break area as the strongest predictor of employee well-being. This study
examined that VR technology worked conveniently to bring advanced visualization into a design

research process.
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Appendix 3: Means, Standard Deviations, and Pair Sample t Test

Variable — — L ; ;
Existing Condition Proposed Design Pair Test
M SD M SD t df
1. Emotional Exhaustion 3.82 1.12 2.84 1.17 5.08%* 2
2. Workplace Friendship Opportunity 5.08 0.91 552 1.02 -2.04* 32
3. Job Satisfaction 4.76 1.17 576 1.11 -4.90%* 32
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Cognitive Load as a Measure of Acceptance in
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ABSTRACT

Virtual reality (VR) has been used to visualize proposals in design and architectural disciplines
(e.g. Portman, Natapov & Fisher-Gewirtzman, 2015: Natapov & Fisher-Gewirtzman, 2016). The
use of this technology allows the evaluation of future designs in multiple aspects of the design
proposal. VR visualization not only allows designers but also other stakeholders, users, and

administrators to better understand the implication of design decisions that are being made.

An example of this is urban design, where design mistakes have high usability and cost
implications. In urban spaces, higher acceptance from the public is influenced by pedestrians’
features, greenery, and people (Noland, Weiner, Gao, Cook & Nelessen, 2017). Research
conducted on pedestrians’ routes has shown that the paths are result of visibility attributes and
cognitive demand (Natapov & Fisher-Gewirtzman, 2016). Cognitive demand is defined through
the cognitive load theory and plays a major role in the usability and acceptance of spaces.
Cognitive Load Theory (CLT) is structured in three elements: Intrinsic cognitive load,
extraneous cognitive load and germane cognitive load (Szulewski et al. 2017). Noland et al.
(2017) used eye tracking in combination with visual preference surveys as tools for better
understand people”s design acceptance, nonetheless, their research did not experiment with

immersive environments. This study proposed the use of immersive VR with eye-tracking and a



functional near-infrared spectroscopy (fNIR) device to measure cognitive load as a measure of

acceptance.

In this study, a walk-by through two different urban areas was documented using a 360-degree
video recorder. Thirty participants were recruited and randomly assigned to one of two different
VR environments. Participants were asked to view a walk-by video wearing an HTC VIVE
headset which included eye-tracking. An fNIR device was attached to the participants’ scalp
recording oxygenation levels of the brain to account for cognitive load in addition to a NASA-

TLX questionnaire administered as control.

The collected data was analyzed. The generated heat maps and the calculated cognitive load of
the two groups were compared. The analysis revealed how different designed attributes
influenced cognitive load of the users, hence, affected their perception and acceptance of the
urban space. The results of this study provide an example for the use of immersive virtual reality

and cognitive load as a measure of acceptance for interior or architectural design.
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ABSTRACT

Sustainability is a common component of Interior Design/Interior Architecture programs. Many
programs introduce students to Leadership in Energy and Environmental Design (LEED) since it
is one of the most recognized programs. “LEED, or Leadership in Energy and Environmental
Design, is the most widely used green building rating system in the world. Available for virtually
all building, community and home project types, LEED provides a framework to create healthy,
highly efficient and cost-saving green buildings. LEED certification is a globally recognized

symbol of sustainability achievement.” https://new.usgbc.org/leed

What if students of a Sustainability and Human Well-Being class explored several Green
Certifications to determine the common threads that run through them? How would this

influence their studio projects moving forward?

The educator will explain the strategies for selecting the Green Certifications and the
organizational format of the class while a student from the class will explain the values of
exposure to several Green Certifications and the benefits of measuring temperature, lighting and
decibel levels as required by several Green and Well strategies. Student examples of the
applications of strategies to a Studio project and Pre-Design research will be a component of the

presentation.

Using Green Globes, BREEAM, Living Building Challenge, and LEED as Green Certifications

to explore, Graduate and Undergraduate students in a Council for Interior Design Accreditation


https://new.usgbc.org/leed

(CIDA) accredited program embarked on a understanding of the four certifications and the

concepts that are common to them.

On the first day of the five-week class students were divided into four groups; each group
researching one of the Green Certifications. The groups were tasked with gaining a thorough
understanding of their groups’ certification and developing a graphically strong and straight-

forward format to present their findings to the class.

Experiential components to the class included site visits to; the Lutron Experience Center where
an understanding of the benefits of energy savings via lighting controls, integrated building
systems, and window treatments were demonstrated, the American Society of Interior Designers
(ASID) Headquarters, “the world’s first space to earn LEED and WELL Platinum

Certification”, https://www.asid.org, and opportunities to record and document temperature,

light, and decibel readings in a variety of settings, both indoors and outdoors. The temperature,
light, and decibel readings were referenced to the Green Certifications and WELL Standards as a

guide in the application of these strategies.

The presentation will include examples of student group Green Certifications, data collected
from temperature, light, and decibel readings from a variety of environments and their

connection to the strategies, and application of the strategies to Studio projects.
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Experiential Learning Through Virtual Field Trips in
History of Interior Design Education
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ABSTRACT

Interior design educators have been studying the implications of incorporating virtual reality as a
design support tool in studio-based courses (Wang, Newton, & Lowe, 2015). Other fields such as
K-12 and higher education researchers support the integration of virtual reality to enhance the
delivery of information and improve student learning. For example, the virtual field trip is one of
the virtual reality applications that can provide the user with an immersive and interactive
experience of real-world environments when actual field trips might be impractical for multiple
reasons (Kenna & Potter, 2018).

Previous research regarding interior design education argues that studying interior design history
creates connections between tangible artifacts and the contextual meaning of the built
environments through different eras, leading to a broader and deeper understanding of interior
design (Cunningham, 2014). Therefore, interior design educators are encouraged to introduce
interior design history in a context that motivates students to stay engaged in the learning process
(Stevenson, 2015). This study aimed to utilize virtual field trips to provide students with an
experiential learning experience when actual field trips are precluded. Experiential learning is
one of the active learning techniques that strengthen students’ motivation and metacognition.
According to Kolb (1984), experiential learning is a holistic learning process in which the learner
learns through experience. This study suggests that virtual field trips to historical and
contemporary sites could enhance students’ learning about the history of interior design during a

lecture-based course.



This study utilized Google Cardboard, which is a low-cost virtual reality headset used with
smartphones to display 360 images through Google’s street view application. The 360 images
were preselected and aligned with interior design history course materials by the instructor. This
research incorporated formative and summative approaches to measure students’ learning. For
formative assessment, each student was given an outline guide with major topics and associated
URLSs for the content that they were asked to watch. During class time, students were asked to
take notes on the main interior design features of virtual sites that they experienced. This class
assessment technique (CAT) intended to check students’ learning of key content during class.
The summative assessment took place at the conclusion of the interior design history
instructional period, where the students’ information retention was assessed through a final

exam.

Finally, the students were asked to voluntarily participate in a questionnaire that asked them
about their perception of incorporating virtual reality in the history of interior design curriculum.
The activity used in this research is expected to enhance the students’ engagement in the learning
process. As a result, the students are expected to ascend Bloom’s Taxonomy from remembering
to creating, which result in higher satisfaction with the learning experience. The process and the
findings of this study could be used by other instructors for improving interior design students’

learning experiences.
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Classroom Assessment Technique
Outline Guide
Romanesque
Check Out Pisa Cathedral
https://www.google.com/maps/@43.723314,10.3957104,0a,75y,91.86h,60t/data=!3m4!1e1!3m2
11sAF1QipPYOb63Jpuoeqs70EOxK90IabT-a2 KCglazV4v!2el0

Gothic

Check Out Notre-Dame
https://www.google.com/maps/@48.8527794,2.3497221,0a,75y,90t/data=13m4!1e1!3m2!1sAF1
QipMfmOEINSN0sQ21U1G5knzqwjS6ftwGrtduy4Yz!2e10

Art Nouveau

Check Out La Sagrada Familia
https://www.google.com/maps/@41.4026451,2.1754777,0a,75y,19.41h,60t/data=!3m4!1e1!3m2
11sAF1QipOhlYOMmM49EB 130D7sDMK 2vMJyViNwRBO1NLD!2e10

Eclecticism

Check Out New York Public Library

https://www.google.com/maps/@40.7531029,-
73.9820234,0a,75y,213.41h,66.91t/data=!3m4!1e1!3m2!1sAF1QipN312kSs7J2nmh_LCvxZrTvyfY-
2c¢5PdziDGgX-12e10

Check Out The Metropolitan Museum of Art

https://www.google.com/maps/@40.7794366,-
73.963244,0a,75y,182.67h,61.64t/data=!3m4!1e1!13m2!1sAF1QipOzm7Lwsy5VPXYuhYEaEBYzV17
uVYYsAhwr- pH!2e10

Modernism

Check Out Robie House

https://www.google.com/maps/@41.7895833,-
87.5961117,0a,75y,260h,70t/data=!3m4!1e1!3m2!1sAF1QipMrxbhtU9TIiERJI1PqZ8AHximga4Ng3C

ebmgTEo!2el10

Check Out Solomon R. Guggenheim Museum
https://www.google.com/maps/@40.7829796,-
73.9589706,0a,75y,340h,90t/data=13m4!1e1!3m2!1sAF1QipM2GH1g L6n0OgJchS-JVsJ-
9tBHAxYLdd kehNk!2e10



https://www.google.com/maps/@43.723314,10.3957104,0a,75y,91.86h,60t/data=!3m4!1e1!3m2!1sAF1QipPYOb63Jpuoeqs70EOxK90la6T-a2_KCg1azV4v!2e10
https://www.google.com/maps/@43.723314,10.3957104,0a,75y,91.86h,60t/data=!3m4!1e1!3m2!1sAF1QipPYOb63Jpuoeqs70EOxK90la6T-a2_KCg1azV4v!2e10
https://www.google.com/maps/@48.8527794,2.3497221,0a,75y,90t/data=!3m4!1e1!3m2!1sAF1QipMfmOElNSN0sQ2lU1G5knzqwjS6ftwGrtduy4Yz!2e10
https://www.google.com/maps/@48.8527794,2.3497221,0a,75y,90t/data=!3m4!1e1!3m2!1sAF1QipMfmOElNSN0sQ2lU1G5knzqwjS6ftwGrtduy4Yz!2e10
https://www.google.com/maps/@41.4026451,2.1754777,0a,75y,19.41h,60t/data=!3m4!1e1!3m2!1sAF1QipOhIY9Mm49EB_l3OD7sDMK_2vMJyVjNwRBO1NLD!2e10
https://www.google.com/maps/@41.4026451,2.1754777,0a,75y,19.41h,60t/data=!3m4!1e1!3m2!1sAF1QipOhIY9Mm49EB_l3OD7sDMK_2vMJyVjNwRBO1NLD!2e10
https://www.google.com/maps/@40.7531029,-73.9820234,0a,75y,213.41h,66.91t/data=!3m4!1e1!3m2!1sAF1QipN3l2kSs7J2nmh_LCvxZrTvyfY-Zc5PdziDGgX-!2e10
https://www.google.com/maps/@40.7531029,-73.9820234,0a,75y,213.41h,66.91t/data=!3m4!1e1!3m2!1sAF1QipN3l2kSs7J2nmh_LCvxZrTvyfY-Zc5PdziDGgX-!2e10
https://www.google.com/maps/@40.7531029,-73.9820234,0a,75y,213.41h,66.91t/data=!3m4!1e1!3m2!1sAF1QipN3l2kSs7J2nmh_LCvxZrTvyfY-Zc5PdziDGgX-!2e10
https://www.google.com/maps/@40.7794366,-73.963244,0a,75y,182.67h,61.64t/data=!3m4!1e1!3m2!1sAF1QipOzm7Lwsy5VPXYuhYEaEBYzV17uVYYsAhwr-_pH!2e10
https://www.google.com/maps/@40.7794366,-73.963244,0a,75y,182.67h,61.64t/data=!3m4!1e1!3m2!1sAF1QipOzm7Lwsy5VPXYuhYEaEBYzV17uVYYsAhwr-_pH!2e10
https://www.google.com/maps/@40.7794366,-73.963244,0a,75y,182.67h,61.64t/data=!3m4!1e1!3m2!1sAF1QipOzm7Lwsy5VPXYuhYEaEBYzV17uVYYsAhwr-_pH!2e10
https://www.google.com/maps/@41.7895833,-87.5961117,0a,75y,260h,70t/data=!3m4!1e1!3m2!1sAF1QipMrxbhtU9TiERJl1PqZ8AHximga4Nq3CebmqTEo!2e10
https://www.google.com/maps/@41.7895833,-87.5961117,0a,75y,260h,70t/data=!3m4!1e1!3m2!1sAF1QipMrxbhtU9TiERJl1PqZ8AHximga4Nq3CebmqTEo!2e10
https://www.google.com/maps/@41.7895833,-87.5961117,0a,75y,260h,70t/data=!3m4!1e1!3m2!1sAF1QipMrxbhtU9TiERJl1PqZ8AHximga4Nq3CebmqTEo!2e10
https://www.google.com/maps/@40.7829796,-73.9589706,0a,75y,340h,90t/data=!3m4!1e1!3m2!1sAF1QipM2GH1g_L6nOqJcbS-JVsJ-9tBHAxYLdd_kehNk!2e10
https://www.google.com/maps/@40.7829796,-73.9589706,0a,75y,340h,90t/data=!3m4!1e1!3m2!1sAF1QipM2GH1g_L6nOqJcbS-JVsJ-9tBHAxYLdd_kehNk!2e10
https://www.google.com/maps/@40.7829796,-73.9589706,0a,75y,340h,90t/data=!3m4!1e1!3m2!1sAF1QipM2GH1g_L6nOqJcbS-JVsJ-9tBHAxYLdd_kehNk!2e10

Check Out Barcelona Pavilion
https://www.google.com/maps/@41.3704746,2.1500091,0a,75y,332h,69.44t/data=!3m4!1el!3m
211sAF1QipPaegKTE1zBJaoglgsBvPtZ5ciHsiPm1iO 2cEP!2e10

Check Out Rietveld Schroder House
https://www.google.com/maps/@52.0852928,5.1476159,0a,75y,220h,90t/data=!3m4!1e1!13m2!1
sAF1QipNplkfMdBSkJVmtzgh94K71SGhAFaHaY2vGxr5U!2el10

Check Out Farnsworth House

https://www.google.com/maps/@41.6349167,-
88.53577,0a,75y,320h,90t/data=13m4!1e113m2!1sAF1QipNPS2IGPJEDR7iGdYhtYDTP4Glalnvtijg9n
iSlz12e10

Check Out Villa Savoye
https://www.google.com/maps/@48.9244694,2.02835,0a,75y,240h,80t/data=!13m4!1e1!3m2!1sA
F1QipMayASxpmCvG4F6 gODVA Hea6EPI10sHfFan1G!2e10

Post Modernism

Check Out Allen Memorial Art Museum

https://www.google.com/maps/@41.293594,-
82.216549,0a,75y,200h,80t/data=!3m4!1e1!3m2!1sAF1Qip09zhgQppInVojhiwQiOQlI7nnnnCMptB

jLfthbB!2e10

Check Out Humana Building

https://www.google.com/maps/@38.257222,-
85.758922,03a,75y,70t/data=13m4!1e113m2!1sAF1QipNQPZ9eH MxpEsUtIFF4jYg4vabwAdc6vahW
KMe!l2e10

Deconstructionism

Check Out Guggenheim Museum Bilbao
https://www.google.com/maps/@43.2690453,-
2.933802,0a,75y/data=!13m4!1e1!3m2!1scufn zYad1lFMzj22y9UbYA!2e0

Check Out Dancing House
https://www.google.com/maps/@/data=13m4!1e1!3m2!1sAF1QipNX3ABjP6ySrl6RtfeUFt20xSe2IA
Qkr9Ip69EQ!2e10

Check Out Seattle Public Library

https://www.google.com/maps/@47.606768,-
122.3324951,03,75y,279.95h,72.26t/data=13m4!1e1!13m2!1sAF1QipOzkomZWhQCn08Pi S971Gx
Qle AXH2cWhiOI8VI2e10



https://www.google.com/maps/@41.3704746,2.1500091,0a,75y,332h,69.44t/data=!3m4!1e1!3m2!1sAF1QipPaeqKTE1zBJaogJgsBvPtZ5ciHsjPm1iO_2cEP!2e10
https://www.google.com/maps/@41.3704746,2.1500091,0a,75y,332h,69.44t/data=!3m4!1e1!3m2!1sAF1QipPaeqKTE1zBJaogJgsBvPtZ5ciHsjPm1iO_2cEP!2e10
https://www.google.com/maps/@52.0852928,5.1476159,0a,75y,220h,90t/data=!3m4!1e1!3m2!1sAF1QipNp1kfMdBSkJVmtzgh94K71SGhAFaHaY2vGxr5U!2e10
https://www.google.com/maps/@52.0852928,5.1476159,0a,75y,220h,90t/data=!3m4!1e1!3m2!1sAF1QipNp1kfMdBSkJVmtzgh94K71SGhAFaHaY2vGxr5U!2e10
https://www.google.com/maps/@41.6349167,-88.53577,0a,75y,320h,90t/data=!3m4!1e1!3m2!1sAF1QipNPS2IGPJEDR7jGdYhtYDTP4G1aJnvtjq9njSlz!2e10
https://www.google.com/maps/@41.6349167,-88.53577,0a,75y,320h,90t/data=!3m4!1e1!3m2!1sAF1QipNPS2IGPJEDR7jGdYhtYDTP4G1aJnvtjq9njSlz!2e10
https://www.google.com/maps/@41.6349167,-88.53577,0a,75y,320h,90t/data=!3m4!1e1!3m2!1sAF1QipNPS2IGPJEDR7jGdYhtYDTP4G1aJnvtjq9njSlz!2e10
https://www.google.com/maps/@48.9244694,2.02835,0a,75y,240h,80t/data=!3m4!1e1!3m2!1sAF1QipMqyASxpmCvG4F6_g0DVA_Hea6EPl1OsHfFan1G!2e10
https://www.google.com/maps/@48.9244694,2.02835,0a,75y,240h,80t/data=!3m4!1e1!3m2!1sAF1QipMqyASxpmCvG4F6_g0DVA_Hea6EPl1OsHfFan1G!2e10
https://www.google.com/maps/@41.293594,-82.216549,0a,75y,200h,80t/data=!3m4!1e1!3m2!1sAF1QipO9zhgQppJnVojhiwQiOQI7nnnnCMptBjLfthbB!2e10
https://www.google.com/maps/@41.293594,-82.216549,0a,75y,200h,80t/data=!3m4!1e1!3m2!1sAF1QipO9zhgQppJnVojhiwQiOQI7nnnnCMptBjLfthbB!2e10
https://www.google.com/maps/@41.293594,-82.216549,0a,75y,200h,80t/data=!3m4!1e1!3m2!1sAF1QipO9zhgQppJnVojhiwQiOQI7nnnnCMptBjLfthbB!2e10
https://www.google.com/maps/@38.257222,-85.758922,0a,75y,70t/data=!3m4!1e1!3m2!1sAF1QipNQPZ9eH_MxpEsUtIFF4jYg4vabwAdc6vahWKMe!2e10
https://www.google.com/maps/@38.257222,-85.758922,0a,75y,70t/data=!3m4!1e1!3m2!1sAF1QipNQPZ9eH_MxpEsUtIFF4jYg4vabwAdc6vahWKMe!2e10
https://www.google.com/maps/@38.257222,-85.758922,0a,75y,70t/data=!3m4!1e1!3m2!1sAF1QipNQPZ9eH_MxpEsUtIFF4jYg4vabwAdc6vahWKMe!2e10
https://www.google.com/maps/@43.2690453,-2.933802,0a,75y/data=!3m4!1e1!3m2!1scufn_zYad1FMzj22y9UbYA!2e0
https://www.google.com/maps/@43.2690453,-2.933802,0a,75y/data=!3m4!1e1!3m2!1scufn_zYad1FMzj22y9UbYA!2e0
https://www.google.com/maps/@/data=!3m4!1e1!3m2!1sAF1QipNX3ABjP6ySrl6RtfeUFt20xSe2IAQkr9Ip69EQ!2e10
https://www.google.com/maps/@/data=!3m4!1e1!3m2!1sAF1QipNX3ABjP6ySrl6RtfeUFt20xSe2IAQkr9Ip69EQ!2e10
https://www.google.com/maps/@47.606768,-122.3324951,0a,75y,279.95h,72.26t/data=!3m4!1e1!3m2!1sAF1QipOzkomZWhQCn08Pi_S971GxQle_AXH2cWhiOI8V!2e10
https://www.google.com/maps/@47.606768,-122.3324951,0a,75y,279.95h,72.26t/data=!3m4!1e1!3m2!1sAF1QipOzkomZWhQCn08Pi_S971GxQle_AXH2cWhiOI8V!2e10
https://www.google.com/maps/@47.606768,-122.3324951,0a,75y,279.95h,72.26t/data=!3m4!1e1!3m2!1sAF1QipOzkomZWhQCn08Pi_S971GxQle_AXH2cWhiOI8V!2e10

Questionnaire

1- How satisfied are you with the incorporation of virtual reality to learn about history of interior

design?
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Dissatisfied Dissatisfied Dissatisfied Satisfied Satisfied Satisfied

O O O @) O O O

2- How would you rate the importance of incorporating virtual reality to learn about history of
interior design?
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Unimportant Unimportant Unimportant Important Important Important

O O O @) O O O

3- Incorporating virtual reality helped me to remember the information about history of interior
design (recall, recognize, or identify concepts)
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Disagree Disagree Disagree Agree Agree Agree

@) O O @) @) @) O

4- Incorporating virtual reality helped me to understand the information about history of interior
design (comprehend meaning and explain in own words)
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Disagree Disagree Disagree Agree Agree Agree

O O O @) O O O

5- Incorporating virtual reality helped me to apply the information about history of interior
design (use or apply knowledge in practice or real-life situations)
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Disagree Disagree Disagree Agree Agree Agree

O O O @) O O O

6- Incorporating virtual reality helped me to analyze the information about history of interior
design (Interpret elements and structure relationships between individual component)
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Disagree Disagree Disagree Agree Agree Agree

O O O @) O O O

7- Incorporating virtual reality helped me to evaluate the information about history of interior
design (assess effectiveness of whole concepts in relation to other variables)
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Disagree Disagree Disagree Agree Agree Agree

O O O @) O O O

8- Incorporating virtual reality helped me to create a new point of view given the information
about history of interior design (display creative thinking and develop new concepts or

approaches)
Extremely Moderately Slightly Neutral Slightly Moderately Extremely
Disagree Disagree Disagree Agree Agree Agree

O O O @) O O O




The rest of the questions are for classification purposes only.

9- Whatis your age?
a. Lessthan 18
18-20
21-23
24-26
27-29
30 or more
Prefer not to answer

@m0 oo0 T

10- What is your gender?
a. Male

b. Female
c. Other Please specify:

d. Prefer not to answer

11- How would you describe yourself? (Please select all that apply)

Prefer not to answer

a. American Indian or Alaska Native

b. Asian

c. African American

d. Native Hawaiian or Other Pacific Islander
e. White

f. Other Please specify:

g.

12- What is your classification in college?
Freshman/first-year

Sophomore

Junior

Senior

Unclassified

Prefer not to answer

O B o NN o Nl « i 1]
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Which filed that best Describes you major, or your anticipated major? (You may indicate more than one
if applicable)

14- What have most of your grades been up to now at Michigan State University?
a. A
b. A-, B+
c. B

d. B-, C+

e. C, C-, or lower

Thank you for your time and consideration!
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Problem-Based Learning in a Collaborative K-12
Museum Design Project

Abimbola Asojo, University of Minnesota
Hoa Vo, University of Minnesota

ABSTRACT

Providing interior design students authentic experiences is one primary goal of interior design
education. Hence, the authors incorporated a problem-based learning project to provide their
students with hands-on experiences. Problem-based learning (PBL) initiates students’ autonomy
in critical inquiry of the problem, clients’ requirements, and evaluations of potential solutions. A
design-oriented interpretation of PBL involves students following 5 steps (1) introduction to
problems, (2) critical thinking, (3) identifying learning needs (self regulation), (4) application of
new knowledge to solve problems, (5) reflection on the learning experience (Albanese & Dast,
2013; Galford, Hawkins & Hertweck, 2015; Huber, Waxman, & Clemons, 2017).

In a seven-week PBL experience, 32 interior-design-sophomores engaged in hands-on
experience of designing a state natural history museum in collaboration with a global
architecture and design firm. They worked on the museum’s South education wing, including the
K-12 education area and hands-on exhibition, taking into consideration fixed elements such as
the shell, structure, and vertical circulation. In week one, students were introduced to the project
and context by the instructors and firm professionals (PBL step 1). Also, students were assigned
to teams of three. The teams spent time researching and familiarizing themselves with the project
requirements and building systems (PBL step 2). In week two, the teams worked on their
preliminary concepts and designs (PBL steps 3 & 4). Week three was the time for critiques. The
teams presented their preliminary concepts to the instructors, firm professionals, and the museum

representative. Based on the comments they got, the teams developed their concepts into design



solutions in week four (PBL step 5). During these weeks, instructors gave the teams lectures and
desk critiques on rendering, technical drawings, and K-12 design principles. In week five, the
teams pitched their proposals with the floor plan, experience plan, RCP, and sketched
perspectives. The purpose was to allow sufficient time for the teams to revise their work.
Students used week five and six to enhance their designs based on the received critiques (PBL
steps 3, 4, & 5). The teams presented their final solutions to the instructors and firm

professionals in week seven.

All teams provided rich-in-context and insightful solutions that met the project requirements.
They were able to incorporate the state-official sustainable design guidelines into the
specifications of materials and furniture and fixtures. The key themes that emerged from all the
teams solutions were a sense of place, connection to nature, sustainability, universal

design and interactive technology. The museum representative, firm professionals, and the
instructors were pleased with the in-depth research and design solutions of the student teams.
Through the teams’ reflections of their design solutions and process, they expressed ample
understanding of the site, the existing building’s structures and systems, the community, and
target audience (K-12 students). This poster presents findings from the problem-based learning

project with student design solutions and their learning experiences via written reflections.
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Project-Based Learning: A Multidisciplinary
Collaboration between Freshmen and Capstone
Students

Silvana Polgar, California State University Fresno

ABSTRACT

Actively engaging first semester freshmen Interior Design (ID) students in a community project
about homelessness, a complex social problem, presents several challenges. These challenges
increase if the project is a multidisciplinary and collaborative project with senior students from a
Capstone class. The study prompts two questions: How early should social awareness be
introduced to higher education students? Can freshmen and senior students both benefit from a

collaborative work?

The course was related to the Project-Based Learning (PBL) teaching and learning model
(Thomas, 2000). A team of 18 ID and 4 Construction Management (CM) students, mentored by
faculty and a local architect, was assigned to design and build a temporary shelter prototype for
people experiencing homelessness. The ID students worked in teams of three students,
researched the topic and design solutions, initiated group and class discussions, conducted class
presentations, collaborated with the CM students, designed a logo, made a poster, and presented

the project at the HIP (High Impact Practice) Student Symposium.

For the ID students, qualitative data was collected, through empirical observation, during the
project. Qualitative and quantitative data were collected at the end of the semester through the
distribution of a survey/reflection. The data assessed the level of awareness of the students about
homelessness and the effect that the project had on the students at the end of the semester. Partial

empirical qualitative data were collected through weekly empirical observation and written notes



about: the ID students’ behavior and attitudes during the project, a field trip to a homeless
shelter, research, class discussions, group presentations, and collaboration and interaction with
the CM students.

As aresult, the PBL project raised student awareness about people experiencing homelessness
and their various needs. It increased students’ empathy, encouraged engagement with the
community, and volunteerism. It provided a platform for a valuable collaboration and integration
with CM students (Bear & Skorton, 2019). The project enriched the Interior Design course

curriculum and the students’ learning experience.
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Survey at the End of the Semester
Homelessness

1. Regarding the homeless project, what did you learn from the experience?

Why does it matter?

2. Before working on the project, what was:
a)Your knowledge about homeless people?

b) Your views/thoughts about homeless people?

3. Asaresult of researching, analyzing, and contributing to poster production,
what impact did the project have on you:
a) Academically-Explain:

b) Personally-Explain:

4. Did the project make you think about the importance of advocacy for the
homeless? Why?



5. Was the project a transformative experience? If it was a transformative
experience, explain why:

6. During the project, did you feel invested in yourself (involved in the project,
besides working on the project because you needed a grade)? Explain:

7. Ifyou felt invested in yourself, at what phase of the project did you feel
invested?
Circle one or more:
a) From the beginning of the research and/or class presentation
b) When we started to work on the colors and accent wall
c) During the development of the poster

8. Do you feel it is important to intervene as a designer to help reduce the
urgent homelessness crisis? Explain:

9. Did the project raise your interest to collaborate with other students, faculty,
the community, and local organizations to help minimize the homelessness
crisis?

Thank you. Have a good winter break.



Practice | Scholarship of Design Research | Poster

Post-Occupancy Evaluation and Integrated Lighting
Analysis Strategies: A Classroom Building Case Study

Abimbola Asojo, University of Minnesota
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Hoa Vo, University of Minnesota
Suyeon Bae, University of Missouri

ABSTRACT
Overview

The original three-story U-shaped classroom building opened in 1926 on the historic Mall of a
Midwest University. The renovation and addition of a new four-story was completed in 2017.
The four-story addition was integrated into the center of the original U-shaped building to
include a toplit atrium with two east-west “daylight streets” that wrap around a vertical four-
story volume that houses laboratories, a large lecture hall, classrooms, and offices (Figure 1).
The design was shaped to provide “daylight democracy” and to optimize access to natural light
and views in all public and private spaces. The facility renovation was designed using the State
Sustainable Building Guidelines. The Guidelines track state-funded buildings as a means of
demonstrating real outcomes aimed at the conservation of energy resources, creation and
maintenance of healthy environments, and occupants’ satisfaction with their environments. A
Post-Occupancy Evaluation (POE) was developed to assess human outcomes in compliance with
the Guideline’s project tracking requirements. After 14 months post-occupancy, a survey was
conducted in October 2018. To further study the integration of daylighting and electric lighting
design strategies, a fourth floor east-facing classroom was selected for analysis of the lighting
design strategies (Figure 2). This presentation discusses and compares findings from the POE

and the analysis of the classroom.



Post-Occupancy Evaluation

The POE focused on students’ satisfaction with the physical environment as related to indoor
environmental quality (IEQ) criteria such as lighting, thermal, and acoustic conditions in their
primary classrooms. The survey focused on students’ satisfaction with the facility (site, building,
and interior) and the effect of the facility’s physical environment on their perceptions of their
academic performance and health. The POE survey provided descriptive information about
students’ perceptions of the IEQ of their classroom environments. An IEQ Satisfaction Score in
the primary classroom is a statistical combination of the 11 category-level criteria (Acoustic
Quality, Appearance — aesthetics, Cleaning and Maintenance, Daylighting Conditions, Electric
Lighting Conditions, Furnishings, Indoor Air Quality, Technology, Thermal Conditions,
Vibration and Movement, and View Conditions). The mean IEQ Score for students’ satisfaction
with the physical conditions of the building primary classrooms was 5.58, which falls at the
moderately high end of the satisfied range (Figure 3).

Daylighting and Electric Lighting Analysis.

A 940 square feet classroom with 220 square feet of floor-to-ceiling east-facing windows for
daylight, and 136 square feet of interior glazing for borrowed light from a hallway was analyzed
(Figure 4 and 5). The electric lighting includes four rows of LED recessed downlights with four
switching scenarios for on/dimming/off. The visible light transmittance (VLT) of the east
exterior glazing is 58% and the west interior glazing at the hallway is 52%. Levels of daylight
and privacy are modified with perforated black shades on the east windows and perforated white
shades on the interior glazing adjacent to the hallway. Six rows of moveable tables and chairs are
oriented to the south in rows running east to west. The podium, marker board, and computer

projection screen are on the south end of the room.
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Reclaiming Beercraft: A Sensory Experience

Zishan Zeng, Virginia Commonwealth University

ABSTRACT

The senses are directly a source of stimulation, pleasures and pains, and therefore inherently
important to the human organism. They are important also because it is typical of many cultural
artefacts that through them sensory experience is given specific intensities and extensities,
shapes and meanings. The city’s history has been intertwined with beer culture going back more
than 150 years. To promote the local craft beer culture, the sensory design will be incorporated
into the interior design. From the sense of the human body, sight, taste, smell and touch, it
stimulates the sensory functions of beer lovers at multiple levels, enabling consumers to
understand the brewing process of beer more realistically and deeply. By creating a
comprehensive experience space that integrates education, history, experience, production and
entertainment, more beer knowledge is popularized to people, so that people can learn the
difference of crafts and raw materials between different beer types, and how to taste and
distinguish the quality of beer, which is conducive to people's better choice of beer and improve

the industry standards of the beer market.

The way we feel, smell, and even taste is hard to capture. This difficulty points to the deep-
rooted position of visual tyranny. Sensory studies incorporate a sensory approach to culture, the
challenge here being to give full weight to the role of the senses in cultural life. It also includes a
cultural approach to the senses, where this suggests setting impacts and employments of the
senses in their cultural context, particularly in the ways in which they are given and contribute to
shareable meanings. Nowadays, people have the opportunity to visit the brewhouse to see the

brewing process and enjoy the finished brewed beer. However, they can only see the boring



equipment and the repeated operation of the workers, and can not participate in it to feel the

charm of the craft beer culture.

My plan is to carefully dissect several precedent studies concerning breweries, wine museums,
cellars, and roastery. Previous studies include Cehegin Wine School by of Inmat Aarquitectura,
Antinori Winery by Archea Associati and Starbucks Roastery. In-depth interviews with
employees of Hardywood Park Craft Brewery and Stone Brewery, local beer lovers and local
designers who have designed breweries will be included in my methods of research. Besides, the
designers concerning the sensory design, including Juhani Pallasmaa, Steven Holl and Peter
Zumthor, will also be one of my key research parts.

Sensory design or consciously designing a full range of sensory experiences can better connect
us to the physical world and help people find the right place. The multi-sensory design concept
not only brings a tactile experience to consumers, but also makes people feel sublimated in their
hearts, realizes the integration of information, and maximizes the expression of product

information.

My idea is to create a maker space of craft beer, where history, learning, production, tasting,
education and design are combined. Here people can learn about the local craft beer history,
participate in the beer brewing process through vision, smell, taste and sound, absorb the
knowledge of beer, such as raw material, classification, storage, tasting, identification and so on.
During the process of experience and interaction, they could make their beer and even participate
in the design of beer containers and packaging design, which allows people to experience a

process from learning, production, designing to purchasing.
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A Public Education Model for ASD Therapies

Ed Williams, Virginia Commonwealth University

ABSTRACT

In 2018, the CDC determined that approximately 1 in 59 children in the US is diagnosed with an
Autism Spectrum Disorder (ASD). The percentage of children being diagnosed with ASD has
risen annually in recent history (CDC, n.d.). With this alarming escalation rate and the

implications on the future classroom, motivations for this research are as follows:

Gain a clear understanding of how people on the spectrum experience the world and apply
design strategies to assist them.

Alleviate the burden placed on educators in classrooms.

Provide an accessible model for therapy, designed to help children diagnosed with more severe

cases (DSM-5, F84.0, Level 3) to develop coping skills for the classroom.

ASD is a “developmental disability that can cause significant social, communication and
behavioral challenges.” The CDC states, “The learning, thinking, and problem-solving abilities
of people with ASD can range from gifted to severely challenged. Some people with ASD need a
lot of help in their daily lives; others need less” (CDC, n.d.).

A common challenge for children on the spectrum is sensory overstimulation. Symptoms are
often exacerbated by an inability to escape or to communicate a desire for change. The DSM-5
categorizes severity into a range of three “levels”, with the third level being the most severe and

labeled as “Requiring very substantial support” (APA, 2013).



Public “Special” Education classrooms in the US often lack funding or resources to appropriately
manage students with the most severe cases of ASD. Without proper resources, academic and
personal development may be stunted. When staff’s attention must be focused on one student

exhibiting severe symptoms, the needs of other students are difficult to meet.

Research for this project will examine common curricular practices and studies of environments

that have successfully catered to inclusion and development of students on the spectrum.

Research on “autism-friendly” interior environments, to include case studies of:

New Struan School in Alloa, Scotland
Netley Autistic Unit at Netley Primary School in Camden, London, UK
Center for Autism + The Developing Brain at NY Presbyterian Hospital in White Plains, NY

Personal Interviews with: A Special Educator who has worked in several public school settings.
This process will provide continuous feedback, introductions to a wide peer network and

potential opportunities to interact with hypothetical users in their typical classroom environment.

Mostafa’s Autism ASPECTSS Design Index defines parameters that have proven helpful in
designing inclusive spaces for children with ASD. These are: Acoustics, SPatial sequencing,

Escape space, Compartmentalization, Transitions, Sensory zoning, and Safety (Mostafa, 2018).

Conflicting research shows two common approaches to the design of schools for children on the
spectrum. Mostafa’s is an “autism-friendly”” approach designed to eliminate triggers. Opponents
suggest this approach does not allow for the development of coping skills that will allow children

with ASD to thrive in “real-world” settings.

A public therapy center may allow children with severe cases of ASD to develop healthy coping

skills in a safe environment that both nurtures and challenges.



This center would be designed to pull the most severely affected students from district schools,
alleviating the burden placed on the classroom. Students will progress through a curriculum
designed to help them develop the skills to succeed in the classroom before, ultimately, returning

to their home classrooms.

Consideration will go into currently-celebrated principles, such as Mostafa’s Design Index, as
well as case studies involving Biophilic Design. In contrast to most contemporary education
spaces for children with ASD, this environment will be designed as a transitional space in itself,

with the ultimate goal being the reintegration of students into typical classrooms.
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Addressing Sustainability, Wellbeing, Social Equity and
Resilience at the Schematic Design Level

Saglinda Roberts, Chatham University
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ABSTRACT

The Interior Designer’s role and knowledge base are increasingly expanding. Sustainable
design, social equity, wellbeing, and resiliency are currently at the forefront of the design
industry and are critical areas of concern for the future. Design itself is a complicated process
requiring multiple areas focus to be applied simultaneously. Sustainable design increases the
number of considerations, many of which are new to interior design students. The question was
if a methodology for guiding students through the complicated process of holistic sustainable
design in a clear, concise way could to be created and where it should take place in the design

process.

The approach for investigating the question was to first analyze, distill and categorize the broad
scope of information required for holistic integral sustainable design along with the past tenants
of architecture. Integral theory was identified as a viable basis for a new methodology, which
proposes that all human understanding can be categorized into four broad areas of Beauty or

Experience, Cultural Connection, Performance, and Inter-related Systems.

The research consisted of the applying the theory to a single design project seeking to discover:
(a) if it was a valid approach, (b) if a step by step process could be designed and used at a larger
scale, (c) if it would really make a difference in the design outcome. The exploration revealed a
holistic analysis method applied at the beginning of the process, resulted in a deeper level of

design, resonated with occupants, and created net-zero energy use.



The process was then applied to a Master’s level collaborative design studio with interior design
students and sustainability majors to test its use at a larger scale. This revealed an increased
depth of knowledge evident in student work and their thinking. Because of these results, it was
decided that this approach should become the new norm for the collaborative design studio in the

Masters of Sustainability Program.

To facilitate the use of this process, a studio companion textbook was written to expand and
concisely convey the process. The exercises, lectures, explanations, and processes were tested
with students as the book was being written. The result is a clear, concise step-by-step process
that introduces broad level sustainability thinking that students can take forward into their

professional careers.

Site location, climate forces, cultural context, and social equity are all aspects that deeply effect
user experience, productivity, cognitive learning, and creativity. Though not historically part of
interior design education, these aspects are critical to successful space planning, daylighting,
maintaining occupant health, creating biophilic experiences, establishing connections to the
outside community, and shaping corporate culture. By incorporating these aspects into each
project Interior Designers can help reduce ecological damage while creating projects that
holistically meet the needs of their clients, create cultural connections, are resilient, and
beautiful. The research and process will be explained and illustrated with case studies, matrices,
and sample design problems, as well as how it can be applied to traditional design studios.

REFERENCES

DeKay, M., & Bennett, S. (2011). Integral sustainable design : Transformative perspectives.
London; Washington, DC: Earthscan.

Peter Buchanan. (2012). The big rethink: Integral theory. The Architectural Review, , 1/25-
25/25.

Wines, J., & Jodidio, P. (2000). Green architecture. Koln; New York: Taschen.



Alexander, C., Ishikawa, S., & Silverstein, M.,. (1977). A pattern language : Towns, buildings,
construction. New York: Oxford University Press.

Kibert, C. J. (2008). Sustainable construction : Green building design and delivery. Hoboken,
N.J.: John Wiley & Sons.



Social & Environmental | Scholarship of Design Research | Poster

Biophilic Interior Design Preferences of Generation Z for
Hotel Guest Room Visual Art and Technology
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ABSTRACT

Purpose: The primary purpose is to better understand Generation Z preferences, specifically in
regard to hotel guestrooms. This is currently the largest generation and just starting to make
purchasing decisions that could result in lifelong loyalty (William, 2019). This generation values
experiences and the ability to travel is a priority. Additionally, Generation Z people are uniquely
digital natives and their use of technology may influence preferences (Cetin, & Dincer, 2014).
They are also a generation that values healthy living and as such understanding their preference
for biophilic interior design could influence design decisions, as well, understanding how to
optimally incorporate nature inside for this group is unknown. This work focuses on looking at
visual art as an opportunity for nature integration as well as a choice for integrating technology,

as a replacement for more traditional art media.

Review of literature: Generation Z consists of people who currently are 9-24 years old
(Williams, 2019). Generation Z is unique in the fact that they grew up experiencing the Great
Recession and they are conscious about where their money goes. They are very aware of not
only how much they spend but also what they choose to spend it on. Another unique
characteristic of this group is that they expressly value healthy living. With growing research
support for biophilic design and the resulting benefits that include improving health and well-
being, biophilic interior design offers fifty-four design attributes that can be used to assess

nature-based design preferences (McGee, Park, Portillo, Bosch & Swisher, 2019).



Since Generation Z values healthy living, they tend to seek out spaces that support these values.
Nature-based interior design can support optimal well being, but hotel guest rooms have not been
tested nor has biophilic interior design been researched for Generation Z preferences. Research
has found that visual art can provide health benefits such as reducing stress responses (Lankston,
Cusack, Fremantle, & Isles, 2010). This makes visual art a key feature in hotel guest rooms
which aligns with another study where guestroom aesthetics were the main indicators of
expected satisfaction (Bogicevic, Bujisic, Choi, Smith, & Li, 2017). Therefore, looking at visual

art is an important first step in understanding how nature is preferred in guest rooms.

Methodology: The researcher is using a sequential data collection procedure for a mixed-method
inquiry. The first step is an initial questionnaire of Generation Z participants, who are local
undergraduate students, to establish general preferences for hotel visual art. The second step will
include designing the visual art for a hotel guestroom where participants can customize the art
based upon given criteria in a virtual reality simulation. The simulation will be designed based
upon the initial questionnaire results including biophilic attributes, as well as findings in relation
to technology desired. This method of using potential customers to evaluate images of interior

hotel rooms was supported by Bogicevic et al in 2017.

Outcomes/Implications:T his work as an interior design educational project with student
participants aligns with CIDA standards 7b, which looks at the relationship between the natural
and built environment as it relates to the human experience, well-being, behavior, and
performance. The results of this Generation Z inquiry will help practitioners and the hotel
industry create user-centered designs that can support the well-being and experiences for the
upcoming Generation Z. It also highlights the use of the emerging method of virtual reality as a
research tool to better understand the immersive characteristic of interior design. This work
allows for visual presentation of the survey and the results along with example images of the

virtual reality designs selected by participants to easily illustrate the findings.
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Designing a Primary Health Community Center Using
Biomimicry, Natural Architecture, and Sustainability
Principles

Reem Bagais, Texas Tech University
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ABSTRACT

The purpose of this project was to improve preventive care to enhance population health. This
project included a primary health destination and it examined the use of sustainable design and
renewable energy. A literature review was conducted by searching different databases and
websites. Potential studies considering biomimicry, natural architecture, and sustainability

principles were identified from the review and were considered in the project.

The objective of the project was to examine the fundamentals of sustainable design rather than
merely adopting the instructions and recommendation provided by different sustainability rating
systems. In other words, the project examined scientific principles and key concepts in natural
architecture, explored and comprehended the essence of biomimicry and design solutions
developed in the domain, and analyzed the project from the perspective of (1) enhancing the
biosphere; (2) ecosystem; (3) the carbon and water cycles, and the food chain; and (4)health and

wellbeing of the community.

The project encountered two types of environmental challenges. First, site challenges included
the amount of dust and sunlight, solutions to which were explored through biomimicry concepts.
The amount of dust in the air can cause problems, the solution to which was inspired by camels
that live in deserts with a lot of dust. A camel’s eye lashes and nostrils can avoid dust by closing.

The other site challenge included excessive amount of sunlight which causes excessive heating.



The solution to it was inspired by the rotation of sun flower petals and also by color changes in
chameleons. The two inspirations were used in the facade to avoid dust, control the amount of
sunlight entering the space, and also to increase or decrease light absorption by the facade’s

color, depending on the outdoor temperature.

The second challenge included addressing site-specific (Lubbock, Texas) weaknesses and
strengths through natural architecture. Lubbock receives a considerable amount of wind during
the year. Consequently, part of the building was rotated for natural ventilation by attracting wind
into the building. To complement Lubbock’s amount of sunlight, sun panels were placed on the
roof to produce electricity. Moreover, since the project area floods during heavy rain, an
underground system was designed to collect rain water, and use it as a source of water while
simultaneously decreasing flood levels. Yet another common problem in Lubbock is bird waste
on buildings. This issue was addressed by designing a pigeon tower inspired by those in Iran. It
attracts birds, prevents waste, and adds a visual attraction to the site. In addition, geothermal

system was included in this project since Texas has a good source of geothermal energy.
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Designing a Primary Health Community Center in Light of Biomimicry, Natural Architecture,

and Sustainability Principles

Goal

The new concept of healthcare focuses on creating a regenera-
tive design by restoring, renewing or revitalizing the project
sources of energy and materials, and including sustainable sys-
tems that integrate the needs of society with the integrity of
nature.

Methodology

A literature review was conducted by searching different data-
bases and websites. Potential studies were identified from the
review and were included in the project.

Floor Plan

Biomimicry Concept

Panther chameleons rapidly change color by
actively tuning the photonic response of a lat-
tice of small guanine nanocrystals in S-irido-
phores. It is likely to be that the increase in
mean distance amtttong nanocrystals in excit-
ed male panther chameleons causes S-irido-
§ phores to shift their selective reflectivity from

short (blue) to long (red or infrared) wave-
lengths. This feature has been implemented in

— N N = s the facade by changing its color depending on
= @ ﬁ the amount of sunlight.

B Eyelashes protect eyes from wind-blown sand.
— " Nostrils close to keep sand out.

To keep sand from blowing into their noses,
camels can shut their nostrils. When there is no
sand blowing in the wind, a camel can open its
nostrils and breathe through its nose.

The building’s facade has been inspired by
these features of the camel to avoid the entry of
dust into the building by closing the openings in
the facade.

When sunlight is overhead, the IAA molecules
produced by the apical meristem are distribut-
ed evenly in the shoot. Once the sunlight
shines on the shoot at an angle, the IAA mole-
" cules move to the far side and that results in
~ the bending of the shoot toward the light.

The process of the sunflower can be observed
in parts of the facade. Each part can change its
angle according fo the direction and amount of
sunlight, to control the amount of light that
enters the interior.

Facade

The angle of each part depends on the amount of sunlight, the time of the
year, and the amount of dust. In other words, when there is the facade
will be closed to avoid more sunlight and dust. On the other hand, when
the temperature is low, the facade opens to allow the sunlight to enter the
interior.

Also, the color of each part depends on the amount of sunlight and the
temperalure, More sunlight causes a lighter color while less sunlight
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Natural Architecture

- Temperature ranges through the

year in Lubbock

Solution:

- Using solar panels to produce energy
- Controlling the amount of sunlight
entering the building by the facade

- Lubbock has low precipitation

- Lubbock lacks sources of water

- It has Flood in specific times of the
year

Solution:

- Collecting and storing water when
- there

- The highest wind velocity is during
February and it continues until end of
March.

- The direction of the wind is usually
from south and west.

Solution:

- The wind can be used for natural
ventilation and the openings

—Plgeon Waste and Biomass

- The acid content in pigeon droppings
can lead to the deterioration of the exte-
rior facade

Solution:

- Having a pigeon tower that can
attract pigeons a

-This tower can be used as an
attraction

- Anaerobic digestion is a unique treat-
ment

solution for generating clean energy
and fuel from the waste

References

Antarriy, . (1096). The aubdageeic model w8  thece Lo guidn healh romalie. Howth pramotion
Aogyhe, M., & Daan, . (1985} Eyo-contacs, distanca and afisation, Scoiomey, 289-

By, M. {2013), Camas, d Surhial, (2], him
Beffok, Macdakend, ot al. “Sustainabie Heahcare: how b assese and mnmmnn:mmilmums ‘mestanabiliy* Ann kg 25.5 (2013]: 4118
Camals. [2004).
Ciy of Lubbiock 2696 ater Gualty Faper,(201€). Retreved hom 1a-hc isbbock . usiocassefaut saurceiwalar cepart

awmaenE, 11{1], 1398

Curment Lutbock, Tavas Pupufaiin, Onmographce and stats in 2017, 2018, (2017) :
ple-lhve-in-hisbo
G-e«nh s e LEED ew comceotn gk {Sscond ud | [4017) Wasingien D U.S. Geown Bulting Cound
suriar, F., 6 \iBer, G (200). Suslaivable hauthears archischise, John Wiky & Sons
Hnwnﬁnmr.a Thi: "N Bhow” Ras 81 o Physician Practice. (2018, March 22). Ratriavad Trom hogs s Bme o
[
Kaushilk. (2075} Tha Figeon Towors of kan. Ratrived from i o i
Kellert, 5. R, Hoerwagen, ., & Mador, W (2071), Bicghikc dewgn: the theary, science and practice of bringieg buldings b . Jorn Wikey & Sons.
Wackanzie, Ashley. (. ). hat i It Gallod When Sufiwers Tum & Face e Sun? Home Guldes | SF fate. Rofrisved #om hifps-ihomeguides sigate com:
calied-umees-farn-foce-oues 7413 faml.
Mahon, . 8. {nd.) Wiy thr A 20cnl meda? Revieved Decamber 1, 2017, fom
w 201 Swhy-to-we-gocia -
s, 0., Gaines. K. &MMI 5 (206} Dalwnnu Tural healih i
ool & Dasign Jouma, 10/1
Singh. J., Figien Infcstalion & Health ks In Buidigs. {2014, Detasar 28 Raliavd | y ' guan-Inks
tion-Haal® Hazards-in-Ssidings himi
Eniue, L (2016}, Gardening Is banctcial for seult mantal haath: Scotlish Health Survery. 2012-2013. Scandinavian joumal of cozupational ihempy, 23(4), 220-325.
Selar Power in Latbock. (2018). Retrieved !
Doy s, S 8., Y o o, 1 & Wi, . ., (25 By Ffonk il s sk sk chmige by cimrplr. ek e o,
s,

gy,

ing Fealh A qual kadive g ot hasegiiiia, HERD: Hewllh Envinen-

m fieid, & Yeudall, £, Taron, G, Reegnoids. J., & Skinner, A, (2007). Growing whan heath: commenity gardening i South-East Toronlo, Hesith profmotion infer-
nutung, 32(2), 82-101

WisstherSpatk com . (nd) Roetrimved from ifgs esatha e, comyia T 350 age-Wedlhir-in-LusEocs- Faeis-Unites-Sotme- Year- Ron0Sachons-Clous

Wk, Mancy M, Ashdown,; Davies, Fiizabath 5 5. ; Cowall, F- D . Yang, Yizhas, (3007}, Ervicoemant, Design ans Ceasty, Embanmant snd mmm_ Vame



Social & Environmental | Scholarship of Design Research | Poster

Embracing Retail Sustainability: Attracting the
Millennial Consumer with Adaptive Reuse

Hannah Bulow, Virginia Commonwealth University

ABSTRACT

With the maturing of the Millennial generation, which is quickly becoming the dominant
consumer in the retail market, retail design must develop into a more distinct and specialized
field to accommodate the need of this growing consumer group. (Calienes, Carmel, Portillo,
2012). The rapid advancement of technology and the demanding values of Millennials invites a
tech savvy, innovative, social, and engaging experience in retail design (Calienes, Carmel,
Portillo, 2012). Millennials are more demanding in their search for retailers, and they support
business who share the same values as them. These values include sustainability, a concept of
maintaining the needs of the present without compromising the ability of the future generation
(Plevoets, Cleempoel, 2012).

While many builders focus on new construction buildings to achieve sustainability,
historic buildings offer a unique opportunity for sustainable retail design. With the minimization
of construction waste and pollution, less toxic chemicals, and increase use of local and recycled
materials, adaptive reuse offers retail businesses the ability to identify with local communities
while reducing waste (Plevoets, Cleempoel, 2012). Adaptive reuse allows for interiors to feature
superior craftsmanship, authenticity, and historic beauty in a modern setting. By having more
retailers realize the potential for a sustainable and unique experience that will attract Millennials,

historic buildings and surrounding areas can be revitalized in contemporary society.

By researching successful retailers that are resided in adaptive reuse buildings, there will

be a better understanding on what is drawing consumers into these spaces. Small businesses that



utilize technology and stimulating design elements, like lighting, decorative details, and signage,
will be further investigated to determine what aspects of their designs are drawing customers to
visit. The urban planning of these businesses will be assessed to determine how the surrounding
area may be influencing attention and traffic. A qualitative case study into what Millennials
expect for their retail experience, their desired locations for stores, and how they view the
preservation of the environment will provide further insight into their values and views on

sustainable interiors.

From preliminary research and precedent studies of retail designs in adaptive reuse
buildings, findings conclude that retail stores build upon the experience and values of its users to
achieve success. A luxury clothing retailer in Chicago blended ADA compliance, community
bonding, and sustainable practices with a flexible entry sequence. This entry features a rolling
stair/ramp that acts as both as a sense of entry and as a multi-purpose space for musical
performances and lectures (Rao, 2019). This retail design space preserves the historic beauty of
the original building, reduces waste that would have taken place during construction, and
engages with the community. The adaptive reuse of the building invites creativity, identity, and

sustainability for a retail business and its users.

With the average lifespan of a retail design being less than five years, retail stores are relying
more on sustainable practices and materials to maintain a consistent branding and imagery for its
Millennial consumers (Plevoets, Cleempoel, 2012). This research will advise retail designers on
the current demands of Millennial customers in the retail industry and how the adaptive reuse of
buildings supports sustainability to attract to the largest generation since the Baby Boomers. By
appealing to the demands of Millennial experience and mindful environmental practices, the

retail industry can promote sustainability and communities while supporting brand identity.
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Finding Children’s Secret Spaces: Perceived Secrecy in
Early Childhood Environment

Sahand Abbasi, Texas Tech University
Kristi Gaines, Texas Tech University
Debajyoti Pati, Texas Tech University
Charles Klein, Texas Tech University
Malinda Colwell, Texas Tech University

ABSTRACT
Introduction

Built environment is one of the main factors affecting the non-traumatic secret as an indicator

of social development and emotional maturity in children. Research indicate that the physical
design features of the childcare facilities can directly impact children's social behavior by either
preventing or facilitating social skills considering the time children spend in the such facilities
daily. Most childhood environments are planned and monitored by adults and there are very few
places that they have more attachment to because of the control they don’t have over such
environments. In secret spaces, children create and control environments which they can claim as

their own.

Ability to control the environment will improve confidence and place attachment in children.
Sense of control over the environment alongside with the sense of privacy are important factors
contributing to a positive experience in an environment. On the other hand, experiencing the
uncontrollable situation may lead to anxiety, depression, blood pressure increase, and reduced
immune system. Children prefer places and activities which provide them the opportunity to set

their own rules in order to gain more control. In a secret hiding space, the critical issue is that



they can control when, where and from whom they desire to hide. This will help children to
develop their place identity and environmental competency and will promote social and personal

development.

The main framework behind the concept of secret space is the theory of prospect-refuge. The
ability to see (prospect) without being seen (refuge) fulfills the biological need of a secured
environment. Being away from adult’s supervision, having control of the space, and feeling
secret is interesting and motivating for children. Thus, they try to find or build places with these
features to create secrecy. Children tend to commit to their special and secret places because of
the place attachment that they have with the environment. Secret spaces provide a sense of
control over the environment and activities for children and creates the opportunity for active

participation in certain activities. It is an important indicator for an early childhood environment.
This qualitative study tries to address the following research questions:
« How children perceive different types of secret spaces?
o Which settings have more effect on perceived secrecy in children?
o Which settings afford higher level of perceived secrecy?
o Which type of secret space provide more opportunities for cooperative behavior?
Methods

Methods including focus groups and interview have been used for this research, exploratory
questionnaires were given to parents and the focus group with experts was conducted for
generating the interview sessions during the class activity in selected childcare facilities. Semi-
structured interviews occurred during normal days at school during the regularly scheduled free

play time and each group of children were interviewed for approximately 10—15 minutes.

Participants were recruited purposefully based on the research questions, theoretical frameworks,
and evidence informing the study; from children age 3-5 from 4 child care centers in Texas.

Conclusion



This study tries to investigate children’s understanding and experience of the concept of secret
space by exploring the impact of different settings on the level of secrecy and cooperative
behavior of children, and to make suggestions for creating child-friendly environments,

associating children’s perspectives.
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Interior Design-Based Evaluation of a University
Learning Environment
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ABSTRACT
Purpose

This research project will evaluate the background noise levels of a frequently used classroom
computer lab in the Interdisciplinary Academic Building at Georgia Southern University and
suggest modifications to the design of the classroom to promote noise absorption and improved

acoustics.
Hypothesis

The noise levels in the Interdisciplinary Academic Building computer lab will exceed the

recommended background noise level of 35 dB recommended by ANSI.
Review of Literature

It is already known that performance and learning are impacted by noise. For example, it has
been shown that university students perform better in school when they study in a quiet room
versus a noisy room (Onchang & Hawker, 2018). The American National Standards Institute
specifies a standard for a maximum sound level in elementary school classrooms of 35 dB, but
studies have found that even many elementary classroom settings do not adhere to that standard
(Flagg-Williams, Rubin, & Aquino-Russel, 2011). As a result, students are prone to mishear or
misinterpret instruction, especially at an early age. Teachers also suffer from voice strain due to

having to speak above background noises in the classroom (Choi & McPherson, 2005).



Additionally, experimentation has indicated that acoustic conditions of a classroom significantly
affect young adults’ interpretation of spoken instruction, and they benefit from better acoustics
and sound amplification systems, which are frequently used in elementary classrooms (Larsen et
al., 2008).

Methodology

To evaluate current acoustical conditions in the Interdisciplinary Academic Building
computer classroom, I will first, take sound level measurements in the classroom during and after
class times using the “dB Meter Pro” application on an iPhone interface. I will be collecting data
during several computer skill-based classes. After collecting the readings for each class, | will
compile the data, find the average noise level of the background noise in the classroom, and
compare it to the recommended standard. After compiling my findings | will research effective
interior design solutions for classroom noise control based on the identified amount of
background noise. | will then implement and demonstrate the design solutions through a model

of the classroom created in Revit.

Implications

The implications of this study will highlight a current issue associated with this classroom which
needs addressing. The classroom has very little acoustic controls which leads to lectures that are
difficult to hear. With my research and proposed solution, the university will be obligated to
address this issue on campus and provide a better learning environment to its students.
Additionally, in the future when more classes move toward digital-based teaching, classrooms

will need effective ways to control the noise produced by computers.
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Natural Light and Its Effect On Student Perceptions of
Learning Performance and Well-being In Classroom
Environments

Hannah Smith, Georgia Southern University
Angelita Scott, Georgia Southern University

ABSTRACT

Purpose

This study will investigate how natural light effects perceived learning performance and well-
being within a classroom learning environment. It is necessary to understand how college student
learning performance is effected to implement positive outcomes within interior space. When
students feel greater levels of well-being in their education, they are able to perform at higher
levels. There is limited literature understanding the intersections between natural light and

student learning performance.

Hypothesis

1. Students in a university classroom environment prefer rooms with natural light than those
without related to perceived learning performance.

2. Students in a university classroom environment prefer rooms with natural light than those

without related to perceived well-being.

Review of Literature

Natural light is an important resource in school environments because it is key to influencing
occupant well-being (Turekova, Lukacova, & Banesz, 2018). Research has found that people are
prone to spend more time in areas with windows because it promotes activity, communication,

and engagement in university study areas (Etheredge, Waliczek, & Zajicek, 2014). Studies show



that students are easily distracted by windows, however, the presence of them have benefits to
overall student learning performance (Samani & Samani, 2012). According to Tanner, it has
been established that classrooms without windows can result in students experiencing daily
feelings of jet-lag. To prevent this, a balance between natural light and artificial light in a
classroom would be ideal to improve student learning performance (Tanner, 2009). The
Naturalness, Individuality, and Stimulation conceptual model (SIN) (Barrett, Davies, Zhang, &
Barrett, 2015) will be used as the theoretical framework for this study. The SIN model reflects
the human “hard-wired” response to the availability of healthy, natural elements of our
environments. People desire to interact with such spaces which addresses our individual
preference to improve student learning performance. The theory goes on to identify three design
principles: naturalness, individualisation, and stimulation (Barrett, Davies, Zhang, & Barrett,
2015). This study will focus on the principle of naturalness.

Methodology

The researcher will conduct a comparative study in a university interdisciplinary building
surveying students in classrooms about their satisfaction with natural light and its effect on
various elements in the environment. Data will be collected using a questionnaire developed
from established literature and existing surveys. The questionnaire will be piloted for reliability
and validity. It will consist of Likert scale questions and minimal demographic questions
regarding gender, age, and area of study. The population will be made up of a convenience
sample of approximately 100 participants (n = 100). Participants will consist of undergraduate
students from various majors within the same college at a University in the Southeastern region.

Descriptive statistics and cross-tabulation data will be analyzed using SPSS software.

Implications

The results of this study have implications for learning environments as college students are
often focused on their learning performance. Natural light is important to regulate circadian
rhythms in the human body (Tanner, 2009) and regulating our sleep and wake cycles (Barrett,
Davies, Zhang, & Barrett, 2015). Therefore, investigating natural light in classroom settings is an
important concept to explore as it supports alertness and concentration which are both factors of
learning performance and well-being. Interior designers have the capability to implement natural

light solutions to support students’ overall well-being and learning performance.
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One Step Closer to Achieving Inclusive Design: Design
Considerations for Clients with Low-Vision

Lauren Hughes, Mississippi State University

ABSTRACT

Every design decision made throughout the design process can create a positive or negative
experience within the interior built environment for a person with low-vision. Research has
shown that it can affect the level in which they are willing to participate within that environment
(Jenkins, Yuen & Vogtle, 2015). As designers, we strive to create an inclusively designed space
to accommodate people with many different mobility, cognitive, visual and hearing ability
levels. The question is, “Can we do more?” The number of people with visual limitations is
expected to increase by 6.31 million by the year 2020 due to the aging population of baby
boomers (Akpek & Smith, 2013) plus the addition of those who are genetically predisposed to
have low-vision. This increase elevates the need for consideration in the design of interior
spaces to allow this combined population of people to safely navigate and participate in the built

environment.

When the term “inclusive design” is used in the design community, many professionals equate
the term with the Americans with Disabilities Act. Interior designers follow the requirements
outlined in the ADA to ensure access to those with limitations, but these requirements favor
those with mobility limitations and only address protruding objects for those with vision
limitations (Sokol, 2007). The purpose of this research is to contribute to the body of knowledge
for the interior design profession by developing recommendations for designers to consider when

designing a project to accommodate users with low vision.



This study will use quantitative research methods to investigate the following research
questions. Is there a relationship between the contrast levels of interior finish materials and the
accuracy of a person with low-vision’s perceptions of the interior environment? Is there a
correlation between the contrast of finish materials and the level in which a person with low-
vision is willing to participate within that environment? Does a person with low-vision perceive
the interior environment differently than a person who is normal-sighted? Demographic data
including their low-vision diagnosis has been gathered similarly to a previous study completed
by Barstow, Bennett and Vogtle (2011).

A previously conducted pilot study comprised of observations revealed the need to narrow the
research topic. This study investigates the factor of contrast and how it affects people with
normal and low-vision. The final research utilizes an online survey and a virtual reality

study. The survey was completed by 100 normal-sighted and 100 low-vision

participants. Preliminary results show that 85% of normal-sighted participants and 86% of low-
vision participants agree that contrast plays an important role in their ability to perceive the
interior space. An observational study utilizing a virtual reality environment will allow 20
participants to explore a room with different wall, base and floor materials of varying contrast
levels. The preferred contrast levels between floor, base, and wall materials as well as behaviors
exhibited by participants will be documented. Behavioral frequency recordings will be executed
to determine if there is a correlation between contrast in the interior environment and behaviors

exhibited by participants while within that environment.

The poster will exhibit a graphic representation of data and information on a major issue that is
facing the interior design profession today. The poster will list the key issues resulting in the
need for the study. Research questions will be presented which guided the survey instrument
development. Data collected will be exhibited by numerous charts to show implications of the
study. Final conclusions derived from the data will be shown on the poster. The poster on

display will open a dialog of discussion among educators from the United States and Canada.
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Demographic Information

1. What is your age?
0 18-25
0 26-35
0 36-45
0 46-55
0 56-65
0 66-75
0 76 or older
o Prefer not to answer

2. What is your gender?
o Male
o Female
o Prefer not to answer

3. What race do you most closely identify yourself with?
o Caucasian/White
o African American
o American Indian
o Hispanic
o Other
o Prefer not to answer

4. How would you identify your level of visual impairment?
o Normal (20/20- 20/25)
o Near normal (20/30-20/70)
o Moderate (20/80-20/160)
o Severe (20/160-20/400)
o Profound (20/400-20/1000)

5. What is your low-vision diagnosis?
o Age-related macular degeneration
o Diabetic retinopathy
o Temporal arteritis
o Corneal transplant
o Optic Neuritis
o Optic Nerve Hypoplasia or Nystagmus
o Central areolar choroidal dystrophy
o Coloboma or glaucoma
o Myopic macular degeneration
o Unknown
o None
o Other



Example Survey Instrument Questions- Phase |

6. Please evaluate the importance of these aspects of the interior environment for people with your
level of vision.

a. Contrast levels within the interior environment is an important issue for people with your level of
vision.

Strongly Somewhat Neither agree Somewhat Strongly
Disagree Disagree nor disagree Agree Agree
1 2 3 4 5

b. Contrast levels between wall and floor finishes is an important issue for people with your level of
vision.

Strongly Somewhat Neither agree Somewhat Strongly
Disagree Disagree nor disagree Agree Agree
1 2 3 4 5
W~
/’P (e

L -

A .

c. High contrast between wall and floor finishes is helpful in aiding a person with your level of vision
to accurately perceive the interior environment.

Strongly Somewhat Neither agree Somewhat Strongly
Disagree Disagree nor disagree Agree Agree
1 2 3 4 5

d. Medium contrast between wall and floor finishes is helpful in aiding a person with your level of
vision to accurately perceive the interior environment.
Strongly Somewhat Neither agree Somewhat Strongly
Disagree Disagree nor disagree Agree Agree

1 2 3 4 5



Example Behavior Frequency Instrument for Virtual Reality Observation- Phase Il

Participant #:

Behaviors Observed:

A- Blinking Eyes

D- Stopping to ask for assistance

Observer:

B- Slow down C- Reaching for/touching the wall

E- Avoid/leave the space F

E. Medium Wall/
Medium Floor

I. Dark Wall/ Dark
Floor

Behavior Observed Environment/ Level of | Number of Occurrences Totals
Contrast
A - Blinking Eyes 1. High Contrast 1. High Contrast 1. High
C. Light Wall/Dark C. C.
Floor
G. G.
G. Dark Wall/Light
Floor
2. Medium Contrast 2. Medium Contrast 2. Medium
B. Light Wall/ Medium | & B
Floor
D. Medium Wall/Light D. D.
Floor
E. E.
E. Medium Wall/Dark
Floor
H. Dark Wall/ Medium H. H._
Floor 3. Low Contrast 3. Low
3. Low Contrast A A
A. Light Wall/ Light
Floor
E. E.

Note: This is an abbreviated form due to page limitations. All observed behaviors are included on the final
behavioral frequency form that will be used during the virtual reality study.




Example Study Environments Ranking form for Virtual Reality Observation- Phase Il

Participant #:

Observer:

Preferred Contrast Wall/Floor Conditions | Participant Comments Preference
Levels: Rankings
Rank each study 1. Light Wall 1. Light Wall- Comments 1. Light
environment in order
of preference with 1 | A. Light Wall/ Light A. A
being the most Floor
preferred and 4 being ] ] B. B
the least preferred. B. Light Wall/ Medium

Floor C. c__

C. Light Wall/Dark

Floor

2. Medium Wall

2. Medium Wall 2. Medium

D. Medium Wall/Light

Floor D. .

E. Medium Wall/ E. B

Medium Floor E F.

F. Medium Wall/Dark

Floor

3. Dark Wall 3. Dark
3. Dark Wall
G. G.

G. Dark Wall/Light -

Floor

H. Dark Wall/ Medium H. H.

Floor

I. Dark Wall/ Dark
Floor




Example of Study Environments Finishes for Virtual Reality Observation- Phase Il

1. Study Environment A (Low-contrast study environment/Lightest wall & lightest floor)

Wall Finish Sherwin Williams SW 7064 Passive
Base Finish Johnsonite/Tarkett 28 Medium Gray
Floor Finish Shaw/Minimal Limit 64515

2. Study Environment B (Medium-contrast study environment/Lightest wall & medium floor)

Wall Finish Sherwin Williams SW 7064 Passive
Base Finish Johnsonite/Tarkett 28 Medium Gray
Floor Finish Shaw/Minimal Verge 64555

3. Study Environment C (High-contrast study environment/Lightest wall & darkest floor)

Wall Finish Sherwin Williams SW 7064 Passive
Base Finish Johnsonite/Tarkett 28 Medium Gray
Floor Finish Shaw/Minimal Fringe 64585

Note: There are nine separate study environments being investigated within the same
identical virtual reality room. The environments depicted on this form show the
lightest of three wall colors. A medium gray and dark gray wall color are also used
along with these same three carpets to create 9 separate study environments.

Bl

=

Virtual Reality Backpack computer and goggle set used during Phase Il Observational studies.
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Parking Plaza: Reconnecting Farms to Cities

Houria Boumzairig, Virginia Commonwealth University

ABSTRACT

“There is a close relation between the beginning of agriculture and the birth of
architecture. Our cities were shaped by food”. Precht, C. (2019). We need agriculture back in
our cities and minds. As the agricultural revolution ended our presence as hunters and gatherers,
grain was a stable food source that allowed us to permanently settle. Farming and living were
interconnected — they needed to be in proximity due to a lack of efficient transportation and
refrigeration, according to Precht, C. (2019). So, all ancient settlements were dense areas
centered around farmlands; it was a story of community! Early farmers knew exactly who their
customers were, and every customer knew exactly where their food came from. With
transportation and new technologies now, living and farming became disconnected. Corporate
farms today no longer tell the story of community, instead a story of disconnection and
destruction. In recent decades it has become increasingly clear that the way we live and eat is a
big threat to our health and the health of our ecosystem. Our food system is facing challenges of
feeding an exorbitantly increasing population, with a non-efficient farming model. To
compensate for the obvious gaps, the agricultural industry resolves to using fertilizers and
chemicals that bring serious damage to the environment: water pollution, soil depletion, air
pollution caused by food transportation from farms to cities... Altogether resulting in massive
Greenhouse gas emissions. Climate change is forcing us to rethink our way of life. Our cities

need to become part of our agricultural system, again!

Dickson D. Despommier‘s genius idea of vertical farms in 1999, has excited scientists, architects
and politicians around the globe. Today, these urban farms are gaining global awareness and
construction is blooming in places like the Middle East, Europe, and the United States. These



multi-story intensely managed indoor farms are capable of growing produce anywhere even in
cities, all year long and with less use of transportation, according to Despommier, D. D. (2010).
The Vertical Farm : Feeding the World in the 21st Century. 1st ed. New York: Thomas Dunne
/St. Martin's. Growing food in the city means it is closer to where it is consumed, so it stays fresh
longer and generates less loss for the businesses that use or sell it. Urban farming operations train
and employ local people, generate local tax revenue, supply local stores and restaurants, and
encourage the consumption of local products—all of which are good for the local economy. The
benefits extend to environmental and social impact. Furthermore, any plant starts losing nutrients
the minute it is harvested from the earth. Which is why the sooner we eat the food the better it
will be for our health. Fresh produce is healthier, contains more nutrients, and is bursting with

flavors.

Architecture and Design are at the core of this equation. Urban agriculture isn’t just limited to
growing food on rooftops, it encompasses turning any place in a city into a productive source of
food. | am especially interested in converting vacant spaces and buildings to show that it can be
done anywhere! That’s why I chose to turn a parking lot into an urban farm. This thesis merges
the concept of city farms with farm-to-table style restaurants, a hybrid program that hopes to
reconnect agriculture back into our urban fabric and thus reconnect people back to their food.
The program also focuses on community engagement and creating an immersive learning
experience where users can interact with the farmers and learn directly about how the produce is
grown, participate in the process, touch, feel, smell and engage their entire sensory spectrum in
the action. And then, they would slow down and sit in a restaurant to savor every fresh bite, all
under one roof. As designers we must strive to implement this concept locally so that in the next

decades, our farms will once again tell a story of community!
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Restorative Spaces in Title | High Schools

Lindsey Slater, Florida State University's Department of Interior
Architecture and Design

ABSTRACT

Children from low-income backgrounds face multiple obstacles throughout their life including
inadequate nutrition, exposure to environmental toxins, and homelessness (Brooks-Gunn &
Duncan, 1997). Exposure to these stressors can affect a child’s behavior (Needleman, 1992),
their cognitive abilities (Farah, Noble, & Norman, 2005), and their academic performance (Ford,
2016). As children of low-income struggle to compete with their non-low-income peers, some
issues in the educational system come to light, such as school funding (Baker, Farrie, & Sciarra,
2018; EdBuild, 2019) and residential segregation based on income (Duncan & Murnane, 2014).
Low-income students are more likely to attend low-income schools (National Research Council,
1993) characterized by lower quality teachers, less rigorous curriculum, and a higher student-
teacher ratio (Lee, Byrk, & Smith, 1993). These factors can make it difficult to reach the state
mandated academic standard. However, it is not only low-income students that are affected by
these issues. When a school reaches a 25% poverty rate, academic achievement for the entire

student body decreases (Bainbridge & Lassley, 2002).

Interior design might be able to able to intervene. Through the modernization of school
infrastructure (Caufield, 2018; Chmielewski, Herber, Jauregui, O’Donnel, & Silsby, 2017),
dynamic space planning (Chmielewski, Herber, Jauregui, O’Donnel, & Silsby, 2017; Herr, 2018)
and meaningful decoration (Fisher, Godwin, & Seltman, 2014), design can be used to enhance
the educational experience of low-income students and promote academic achievement. A
growing movement within the design community focuses on user health and well-being. Groups

such as the International WELL Building Standard have created guidelines that the built



environment may follow to promote health and well-being. Some spaces include restorative
spaces which aim to provide users a place to take a break and mentally recharge (International
WELL Building Institute, 2019). The presence of a designated break time and the space to do so
reduces stress and mental fatigue, promotes a healthy work-life, or school-life balance
(International WELL Building Institute, 2019), increases attentional capacity (Larson, et al.,

1998), and hopefully improve academic performance.

In a school setting, restorative opportunities can be before and after school, lunch time, and any
other breaks students get throughout the day. During these times, mainly before school starts and
during lunch time, students have access to the courtyard and cafeteria. To this end, the courtyard
and cafeteria can serve as restorative spaces that promote student health and well-being. These
spaces have critical design considerations that include promoting community, empowering
students, encouraging healthy choices, adequate indoor environmental quality, and efficiency
and maintenance which are factors that have a positive psychological effect on students as it
increases user satisfaction. Restorative opportunities and spaces are especially important to
students of low-income because low-income individuals are more likely to encounter stress from
homelessness, family violence, food insecurity and other environmental stressors. By further
developing these spaces, students would be able to relax and recharge during the school day,
develop a third-place attachment to school, and improve their mental health and well-being,

which in turn can improve their academic performance.
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Spatial Narrative in Biophilic Interior Design
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ABSTRACT

As stakeholders increasingly seek evidence-based rationale for design decisions to provide
healthy spaces for users, understanding the influence of nature on interior environments is a
growing topic of interest for researchers and designers. More specifically, concepts such as the
connection to nature (biophilia), wellbeing, and indoor environmental quality have progressed
from the realm of sustainable design to mainstream outlets. Experts like Steven Kellert have
publicized biophilic design implementation strategies and the consulting firm Terrapin Bright
Green has distilled these down into guidelines. In addition, biophilic design has also impacted
building rating systems like LEED, WELL Building Standards, and the Living Building
Challenge. Yet, despite the increasing influence of biophilic design, most efforts seem to stall at
a surface-level of implementation by filling interiors with living walls or plants. While this is an
admirable and aesthetically pleasing approach to “greening” interiors, it falls short of the true
physiological and psychological benefits biophilic design can provide. Influential leaders in this
arena, including Bill Browning of Terrapin and Jason McLennan of McLennan Design, have
recently identified the “greenwashing” of plant-filled interiors disguised as holistic biophilic

design, and are arguing there is a critical need for a new scale or refocused application.'-2

To meet this need, the goal of this project is to provide measurable and applicable approaches for
deepening the human-nature connection in interior environments by pursuing the following

research questions:



« How do biophilic design spatial applications — beyond living plant material — support

renewed focus, attention, and mindfulness in the corporate workplace?

o How do narrative and sensory experiences enhance the benefits of nature integration in

interior environments?

Current research on the psychological and physiological response to biophilic design is
primarily based in Connection to Nature Theories as a subset of Environmental
Psychology. A complementary approach to nature appreciation is also explored in
Ecological Aesthetic Theories, which have been less prevalent in research related to
natural interior environments. We are also analyzing additional studies and literature

surrounding these topics as part of this project.

To explore the proposed research questions the team is employing a mixed-method
approach typical of research on interior environments. These methods include conducting
interviews, participant observations/ethnographic studies, and case study(s). As part of
the interviewing process, we are evaluating existing questionnaires and scales for
relevance and adapting them for interior environmental nature applications. Several

relevant scales the team identified include:

« Nature-relatedness Scale®
« Perceived Restorativeness Questionnaire®
e The Mindful Attention Awareness Scale®

This study will provide improved understanding of how projects in which biophilic design is
approached as a place-based, narrative, and spatial overlay — as opposed to an overt
representation of living materials — increase the experience of connection to nature. We will
evaluate data gathered from interviews, surveys, and ethnographic research from the site visits
through these theoretical lenses, allowing us to understand how biophilic design is intended to
function with respect to spatial utilization. This is foundational for evidence-based
guidelines/framework for actionable, applicable, and place-based solutions for the increased



integration of nature to promote aspects of attention-restoration. Ultimately, this tool will assist

designers in creating spaces for symbiotic focused/mindful work and exposure to nature.

The poster will graphically display the story of the project and engage viewers with visual
representations in the form of 2D diagrams, project photography, conceptual renderings, and
related text.
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ABSTRACT

The purpose of this study is to identify how sustainability cues (linen and towel reuse signs)
placed in luxurious and budget hotel room environments affect customer satisfaction towards
their hotel experience. While previous studies have shown that hotels with sustainable incentives
generally increase customer satisfaction and revisit intention, this study will examine the
moderating effects of a luxurious (vs budget) hotel environment and environmental
consciousness of the consumer as potential variables that can explain differences in satisfaction
when consumers are exposed to sustainability cues. The study will also investigate the mediating
effects of consumers’ perceived motives of the luxurious (vs budget) hotel in influencing

customer satisfaction toward their hotel experience.

The hospitality industry has increasingly promoted sustainable practices in recent years. They
have engaged in multiple sustainable initiatives that save energy and water while reducing waste
(Berezan et al., 2013; Gao and Matilla, 2014). Becoming a “green hotel” is especially favorable
for hotels in their need to embody corporate social responsibility (CSR) to consumers as well as

promote an eco-friendly yet relaxing hotel experience (Gao and Matilla, 2014).



However, there are controversial stances on the adaptations of sustainable practices in the
hospitality industry. A myriad of literature that asserts the positive benefits of sustainability
initiatives, including increased customer satisfaction (Lee and Heo, 2009; Luo and Bhattacharya,
2006) and revisit intention (Berezan et al., 2013). Some, on the other hand, claim that consumers
may perceive very opposite motives for sustainable initiatives in hotels and exhibit “green
skepticism” (Leonideu and Skarmeas, 2015) by questioning the hotel’s intrinsic motives of
sustainable actions as “self-serving” rather than “public-serving” (Becker-Olsen et al., 2006;
Raska and Shaw, 2012). Moreover, consumers fear that their comfort and hotel experience could
potentially be sacrificed because hotels are reducing their resources (Chong and Verma, 2013;
Gao and Matilla, 2014). Robinot and Giannelloni (2010) and CarbonTrust (2011) suggest, due to

this issue, that hotel’s do not reveal their sustainability initiatives at all.

A 2 (hotel environment: luxurious vs budget) x 2 (sustainability cue: present vs absent) was
employed. Environments are created in Revit, 3D studio Max and Enscape and presented using
HMD to experience the scenarios in realistically represented hotel rooms. A within-subjects
design was used (N=18). After viewing the stimuli and appropriate scenario, participants
completed a questionnaire measuring perceived luxury (Vigneron and Johnson, 2004) as a
manipulation check, perceived motives (Becker-Olsen et al., 2006) to identify its mediating
effects, and customer satisfaction (Oliver, 2010) to identify the moderating effects of luxurious
(vs budget) hotel environment and consumer environmental consciousness (Bohlen et al., 1993).
Using high fidelity Virtual Reality simulation, the study presents findings on differences in
satisfaction depending on how the sustainability cues are perceived by the consumer in luxurious

(vs budget) hotels, moderated by consumers’ environmental consciousness.

This investigation broadens previous research by taking a design-oriented approach and shows
how the surrounding environment can change consumer’s psychology towards sustainability
initiatives. Furthermore, both design and marketing implications pertaining to sustainability for

the hospitality industry are discussed.
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ABSTRACT

The aim of this study is to develop design solutions inspired by nature that makes buildings more
sustainable by reducing wastes. Sustainability is not an option; it is a necessity. Buildings should
be designed in a way that their negative impacts be minimized. While it is crucial to design new
buildings based on sustainability principles, existing buildings should also be modified in order
to get as close as possible to sustainable approaches. Thus, in this project, an existing building
was selected with the aim of implementing innovative design solutions that make it more
sustainable. To do so, principals of LEED certifications and the operational idea of LEAN served
as the framework for this project. A commercial building (9,968 sq. m) which was previously
designed by the first author was selected as the base condition for further analysis and
modifications. The building was located in Bushehr which is a coastal city in Iran. According to
the Koppen Climate Classification system, Bushehr is considered a warm semi-arid climate
(BSh). Principles of LEAN was utilized to identify potential sources of wastes in the projects.
Based on an in-depth climatic analysis of the site of the project, a biomimicry model was
adopted to generate several design solutions. A natural cooling system inspired by rabbits’ ears
was designed and implemented in the existing building with the aim of reducing energy use.
Based on the computer simulation of airflow, the layout of the building was modified to

maximize the use of natural ventilation. Other existing technologies were also incorporated.
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Taking the Water - For the Third Age and Beyond

Alison Ho, Virginia Commonwealth University

ABSTRACT

“The impact of an aging population is felt on the population as a whole and cuts across the entire
physical environment,” said Helen Castle, Editor of Architectural Design (Farrelly, 2014, p. 5).
By 2030, one in five residents will be of retirement age and by 2050, the population of those over
the age of 60, will reach 2 billion.

Young old is a term that describes persons age 55-67 (Farrelly, 2014, p. 47). This demographic is
living longer than previous generations and are entering a very transitional period in their life.
They are towards the tail end of their career, are looking at early steps of retirement and, if they
have children, have become or are soon to be empty nesters. This transitional period is difficult
for many, as they must realign their priorities and fill the void that used to be career and children.
The concept, third age, coined by Peter Laslett in the 1980s, describes the period for those who
are post-career and children but before the onset of illness and physical decline. It is a period
when one is free of obligations and responsibilities to their career and children and when good
health makes it possible to enjoy leisure time. Evidence-based design will be a critical
component of this project and will help inform and support the design of an activity center to
help this demographic transition into the next phase of their life. This space can hope to keep this
population integrated into their community, sustain their social life, and keep their minds and
bodies active.

Robert Havighurst’s definition of successful aging is considered one of the earliest in
gerontology literature. His theory seeks to suggest that the science of gerontology must have

conditions promoting maximum happiness and satisfaction (Martin, Kelly, Kahana, Kahana,



Willcox, Willcox, Poon, 2015). The study of successful aging is considered a central theme for
the discipline of gerontology and a number of theories of how to age successfully have been
discussed by gerontologists since the early 1950°s. Aging theories such as J.W. Rowe and R.L.
Kahn’s model of successful aging, activity theory, disengagement theory, voluntary organization,
and the social agency model can be studied to help make informed programmatic and design

decisions.

Matthias Hollwich, a leader in the field, and co-owner of firm Hollwich and Kushner (HWKN)
has spent several years studying architecture and design and its effect on aging. His New Aging
model seeks to make aging an empowering process. Hollwich and his firm have designed a few
facilities based on this model including, Boom Palm Springs, Max, and Skylar. All these
facilities encompass elements of shared amenities with public programs in highly livable urban
environments. Precedent studies concerning senior community centers, multigenerational living
facilities, community centers and assisted living facilities will be included in methods of
research. These precedents can give an insight into function and structural organization, spatial
sequence, materiality, and other programmatic elements for this population. In-depth interviews
with professionals at the Department of Gerontology will be included in methods of research

along with site visits to various facilities.

By drawing on past research and precedents, this activity center for the young old and third age
population will forego the typical model of “flex spaces” in senior community centers.
Structured spaces with dedicated activities will enhance, entice and excite this demographic and
support them socially, physically and mentally during this transitional period. The activity space
will have structured activities such as an art studio, a piano room, and a yoga studio. An on-site
cafe will feature local restaurants and chefs through a pop-up style restaurant. This activity space
will help give this demographic a new focus, sense of responsibility and self-worth post-career

and post children.
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The Impact of Lighting Type on Consumer Behavior in
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ABSTRACT
Purpose

This project will explore how lighting in the produce section of a supermarket influences a
consumer's decision to purchase produce. There is research in this field that examined this theory
in restaurants, however, this specific area has not been researched and needs more testing to

determine any correlation.

Hypothesis

Consumers shopping in the produce section at a supermarket will select healthier options and

possibly more produce when the lighting is brighter or adjusted to a certain warmth.

Review of Literature

One research articles states “In terms of consumer well-being, dining in brightly lit ambient
settings might be a good option if the goal is to enhance choice likelihood for healthy options.”
(Biswas, Szocs, Chacko & Wansink, 2017, p. 2) which if used correctly, could influence
healthier shopping among individuals when used in a supermarket setting. Research also
concludes that “Food retailers, in particular at supermarkets, are key shapers of the food

environment which influences consumers’ diets” (Martinez, Rodriguez, Mercurio, Bragg &



Elbel, 2018, p. 1) and if lighting can help change consumer’s choices positively without them

being aware, then this is an important topic to research further.

A source states “most of the purchasing decisions of shoppers in supermarkets are not planned at
all but are made in-store based on unconscious processes” (Wijk, Maaskant, Kremer, Holthuysen
& Stijnen, 2018, p. 4) which tells us that many other aspects, such as lighting, strongly affects
what consumers buy. One source shows that the “mere element of lighting can be employed to
change the atmosphere within a commercial environment and to help to create a specific store
experience” (Quartier, Vanrie & Cleempoel, 2014, p. 2) which explains how this topic can
greatly impact the success of a store. If the environment of a store is tailored to mimic positive
findings in research, then the feeling associated with shopping in that store will be positive, thus

potentially encourage and promote specific more desired shopping habits.

Methodology

The researcher will conduct a pre-survey inquiring about the participants shopping habits
including questions regarding the percentage of the produce he or she buys per week and their
approval of their primary store’s selection. Participants will then be introduced to a virtual reality
model of three grocery produce sections with various lighting displays. Following the simulation,
participants will complete a post survey that will ask them questions about their experience with
the simulation and any lighting (or design) preferences seen in the models. The study population
will consist of about 20 participants of a convenience sample. The surveys will be conducted
using a Qualtrics survey and the data collected will be evaluated and the result will be

determined using graphs.

Implications

The results from this study can help inform the design of supermarkets as owners and designers
work together to consider how a stores’ atmosphere, specifically lighting, can impact and
influence customers and their healthy shopping habits. This research will seek to explain how
lighting plays an important part in consumers’ decision-making process when it comes to

purchasing fresh, healthy produce. This study will seek to demonstrate the impact of interior



design, specifically lighting design, can have on encouraging customers to make healthier
decisions while shopping, thus leading to increased well-being and a healthier lifestyle for

themselves and their families.
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ABSTRACT

After viewing appendix 1, consider 40 million live in poverty, 18.5 million in extreme poverty in
America. (Alston, Philip Human Rights Council, 2018) Chronic psychosocial stress is gaining
recognition as a major mechanism through which poverty exerts a negative toll on children and
adults. Ongoing stress associated with poverty, or the stress of living with less than one needs,
creates constant wear and tear on the body, dysregulating and damaging the body’s physiological
stress response system and reducing cognitive and psychological resources for battling adversity
and stress. (Wadsworth, 2012). A rapidly growing body of research has shown that stress

responses can have suppressive effects on immune system functioning. (Kennedy, 1990)

The design industry is picking up speed and focus on social justice. CIDA has three specific
standards that address areas of social, environmental, cultural and economic contexts of interior
design work. Standard 4. Global Context Standard 7. Human-Centered Design, And last,
Standard 14. Environmental Systems and Comfort (Council of Interior Design Accreditation,
2018)

“Design is a universal language for social justice: Every designer is now a member of the global
community. Concerns of social justice underlie environmental design activities at all scales in the

21st century. Increasingly, interior designers are called upon to articulate the benefits of their



work to the individual, the group, and the larger community, and to find a balance of the greatest
good in meeting competing demands. Access and use by all, ecological impacts, and
participation of end-users in the activity of design are just some of the examples of the new
criteria for ethical design.” (Staff Inhabitat, 2019)

The purpose of this presentation is to conduct a preliminary inquiry to prepare for this year-long
collaboration between Interior Design, Nursing, and Social Work students. Graphics will include
statistics of poverty, food insecurity, drug and opioid use. Images of typical built environmental

issues that affect health, safety, and welfare within the Appalachian community. Common health
issues will be presented in visual images and or graphics such as pie-charts. Public policies,

access to public services will also be shown in a visual format.

Design for Health Initiative: This is a collaborative effort, integrating Interior Design, Nursing,
and Social Work. This project looks to investigate the Appalachian community’s generational
poverty and health-related issues pertaining to poor housing conditions. Interior Design students
will research WELL Building Standards and use these standards as the foundation for their
design solutions.

Students will complete research and participate in a poverty simulation experience. (Appendix 2)
The students will participate round table discussions with participant community members, local
community non-profit organizations that address the issues of poverty, health, wellbeing, drug

addiction, aging in place, and native American communities.

The students will form teams representing each of the disciplines, complete an assessment of the
volunteer community member. Interior design students will develop solutions and plans to
remediate the built environment issues. Pre and post-assessments will be completed with both
students and community members. Students will be encouraged to present at appropriate

conferences.
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How the Poverty
Simulation Works
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An Investigation of Cultural Well-Being in the
Workplace Environment

Angelita Scott, Georgia Southern University
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ABSTRACT

Purpose

The purpose of this study is to investigate the concepts of culture, well-being, and their
importance to employees in the workplace. There is minimal research related to culture and well-
being in the profession of interior design and even less related to the workplace physical

environment. Therefore this study was designed to explore these variables.

Review of Literature

Culture is a part of our values and identity. Identity is an area of well-being that is directly tied to
quality of life impacting our perspectives from which we make all life decisions (Diener, 2009).
Scholars posit that cultures have differing concepts of well-being, which influence an
individual’s desirable feelings (Diener, 2009). Diener (2009) states this concept “speaks to the
fundamental nature of well-being, and therefore understanding in this field cannot proceed
without acknowledging the influence of culture” (p.1). Findings from Sagiv and Schwartz’s
(2000) study reveal that values have weak direct effects on well-being when the environment is
not considered. Therefore this study is important to address in the interior design profession and
uses Hofstede’s (1984) cultural dimensions model as a theoretical framework to ground the
concepts of culture defined as nationality and ethnicity. The Council For Interior Design
Accreditation (CIDA) (2018) requires that all “Interior designers have a global view and
consider social, cultural, economic, and ecological contexts in all aspects of their work.” (p.16).

Though research has been conducted around culture and interior design very few discuss an



explicit connection to well-being. Guerin (2014) states that a factor shaping well-being is

designing for people’s cultural identity, cultural aesthetics, and/or cultural norms.

Research Questions
1. Does culture influence employee well-being in the overall physical work environment?

2. Does culture mediated by satisfaction with the physical workplace environment influence

well-being?

Methodology

The survey used in this study was an existing validated and reliable post-occupancy evaluation
tool. Questions related to culture were developed and added from existing literature. The
questions were piloted and demonstrated an acceptable value of reliability (p =.726). All
questions were developed using a 7- point Likert Scale and demographic questions. This study
used a purposive convenience sample of full and part-time faculty and staff who were culturally
diverse and taught courses related to culture in a midwestern University building located in a
major metropolitan area. The survey was administered to 215 faculty and staff who officed in the
building with 75 participating in the study resulting in a 30% acceptable response rate. Data

analysis was conducted using descriptive statistics and bivariate analysis.

Findings

The majority of employees believed that culture is important in the workplace environment
(95.4%) and that culture does influence well-being in the workplace environment (81.5%). These
findings support the literature reviewed in this study.

Implications

Designing with culture in mind can address diversity and well-being in workplace environments
by influencing employee well-being and workplace retention. In doing so, employees may feel
valued. As employees are exposed to cultures outside of their own, there is a greater awareness
and appreciation of their similarities and differences. Organizations addressing employee well-
being should understand that employees who feel valued by their companies create a deeper
connection with the organization. The connection is reflected in employees’ satisfaction and

loyalty to the company, which may result in less turnover and a higher return on investment.
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Multicultural Interiority: Shared Interior Roles in
Balinese Compound Housing

Gregory Galford, Virginia Tech

ABSTRACT
Relevance:

The Balinese compound house is a series of small pavilions arranged around shared interior and
outdoor spaces set within a perimeter wall. It is constructed according to established guidelines
that reflect a broader view of Hindu religious and family structure. It is architecturally evocative,
but is often used by Western designers only for its allusion to a particular style based on culture
and place. It provides the interior design educator with alternative ways to utilize multicultural
options to emphasize issues of ergonomics and anthropometrics when conducting exercises in

residential design and the principles of design.
Problem:

The interior design educator needs to have alternative models of residential environments to
present to students. This requires a preliminary knowledge of other global models to help us to
understand options within our own context. This presentation focuses on explaining the structure

and layout of the Balinese compound house as a means to achieve this broader knowledge.
Context:

This presentation relies on existing literature on the topic combined with the author’s own
experiences with Balinese compound housing. An explanation will be provided of the social,

historic and economic guidelines that are unique to the region. This will illustrate the ways in



which we can use the past and present to inform future models of housing and empower the

interior design student to be prepared for the future.
Method of investigation:

This presentation is a review of the literature surrounding the Balinese compound house as a
means to establish a broader research study. The questions that are to be addressed review the
compound house as a tool to establish a unique dialogue with interior design in the U.S. The
ultimate research objectives are to investigate whether an understanding of that particular
housing style provides relevance for designers in America. The author has made four visits to
Bali, and has established research ties with faculty at a local university. Particular case studies
may be utilized, as well as interviews and observation. The purpose of this review of the
literature and the presentation is to begin the process of research design that will inform next

steps in the research.
Outcomes:
The questions to be addressed within this presentation are:

o How can international models rooted in the past inform interior design educators in the

study of residential design and design principles?

o Is this an appropriate way for interior design educators to incorporate multicultural

elements into their curriculum?
e How can this knowledge advance American residential design?
Significance of presentation:

The expected implications for this literature review and presentation are that the particular
questions that are to be addressed will be modified and clarified. This will be done with a focus
on utility and relevance for future U.S. design research. This will be followed by the next phase

of study.
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Brewing Artisanal Pasts: Craft Beer, Spirits, and the
Manufacturing of Historic Interiors

Erin Cunningham, University of Florida
Nam Kyu Park, University of Florida

ABSTRACT

Craft breweries and craft distilleries are extremely popular across the United States. Responding
to large scale production and globalization, these businesses showcase an interest in local
products, sustainable practices, and community welfare (Kohn, 2010). Often these values are
expressed through the rehabilitation of historic buildings. Among the many historical resources
available, abandoned industrial buildings have surfaced as particularly desirable “host
environments” (Matthews & Picton, 2014, p. 340); their redesigned spaces capturing an interior

aesthetic of a manufacturing past.

In many ways these preservation efforts are positive. These businesses are creating desirable
places that we want to visit; and they are giving abandoned buildings a new life. Often these
businesses demonstrate an investment in their communities — fostering local music, art, food,
and products. At the same time, these interior preservation efforts embrace market solutions that
might be understood to overlook broad social and economic inequalities. In fact, it is possible
that their enormous popularity allows us to underestimate the extent to which they are
perpetuating inequalities, accelerating gentrification, white-washing history, and — through a
creative interior interpretation of a romanticized industrial era — generating pasts that never

existed.

Using cross-case analysis, this research looks at two Florida examples of craft breweries and

distilleries that have adapted historic buildings for their venues: the Ice Plant Bar and St.



Augustine Distillery in St. Augustine, Florida, and the Cypress & Grove Brewing Company in
Gainesville, Florida. Both these businesses reside in early-twentieth-century factory buildings
that were originally used as ice plants — producing and storing ice for businesses, residential
customers, fisherman, and shrimpers. Located in a historically African American neighborhood,
the Ice Plant Bar and St. Augustine Distillery is a contributing building to the Lincolnville
National Historic District. Its current use — as a bar and a distillery — reflects its industrial
history; small quantities of ice are still produced on site and used in craft cocktails, distilling
takes place on site, and the interiors celebrate the history of manufacturing with details like metal
cranes and cooper stills. As the owners proclaim “we wanted to restore the feeling of walking
into an old factory” (Janzen, 2015, para. 3). Likewise, Gainesville’s Cypress and Grove Brewing
Company also celebrates its industrial past — the old, onsite artesian well, which was
historically used for producing ice, now produces craft beer and the interiors feature materials

salvaged from the factory floors.

Scholars have examined the reuse of historic buildings for beer and spirits production through
the lens of inner-city gentrification (Mathews & Picton, 2014), place-making (Fletchell, 2016),
and the commaodification of history (Kohn, 2010). This paper proposes that these sites, which
present exciting reuses of historical buildings, also invite critical questions about the preservation
of interior spaces: How do these reimagined industrial interiors celebrate production, and the
past? How do they obscure the past? And, what is the social cost? Within the larger framework
of case study research, this work couples site analysis with an analysis of an extensive range of
source materials, including preservation documents, media coverage, and publicity materials, to
demonstrate how an interior aesthetic of manufacturing contributes to creating a nostalgic
reinterpretation of the industrial era, the impression of authenticity through a language of

making, and privileged spaces of middle class consumption.
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The Ice Plant Bar and St. Augustine Distillery

St. Augustine, Florida

Figure 1. Exterior of Ice Plant building. Figure 2. Interior of Ice Plant Bar. September 8, 2019.
September 8, 2019. (photo by author) (photo by author)

F. igure 3. Interior of St. Augustine Distillery. Figure 4. Interior of distillery gift shop. September 8, 2019.
September 8, 2019. (photo by author) (photo by author)



Cypress & Grove Brewing Company
Gainesville, Florida
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Figure 1. Exterior of Cypress & Grove Brewing Co. January 22, 2019. Figure 2. Interior of Cypress & Grove

(photo courtesy of C. Liu) showing beer production. January 22,

2019. (photo courtesy of C. Liu)

Figure 3. Interior of Cypress & Grove showing event space  Figure 4. Interior of Cypress & Grove showing
January 22, 2019. (photo courtesy of C. Liu) bar area. January 22, 2019. (photo courtesy of C.
Liu)
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Capability Design: Developing a Big Tent Theory for
Interior Design

William Riehm, University of Louisiana at Lafayette

ABSTRACT

Design professions have always taken theoretical inspiration from the disciplines of history,
archeology, literary criticism, and philosophy. Alberti wrote to actualize Plato’s concepts,
Winckelmann’s archeology laid a foundation for the Neoclassical movement, and Edith Wharton
famously read Darwin, Veblen, and Nietzsche as a teen. Over the past few decades, post-
structuralist philosophers such as Derrida, Foucault, and Deleuze have formed much of the basis
for post-modern and deconstructivism design theory. And still today many young design students
are asked to confront Heidegger’s Being and Time or Merleau-Ponty’s Signs while pondering the
theories of phenomenology expressed in the designs of Zumpthor and Libeskind. The Interior
Design academy, while attentive to these past and recent theoretical movements, has been
challenged to find an anchored home in them. Our scholarly efforts in evidence-based, user-
centered, biophilic, and universal design have placed us on a string that runs through many
theoretical models but doesn’t weave particularly tight. In their 2011 study of theories found

in The Journal of Interior Design, Clemons and Eckmann found over 200 references to design

theories, but the highest frequency of any specific theory was five (41).

This paper proposes that Interior Design look to the economic and political philosophy of the
Capability Approach as founded by Amartya Sen and Martha Nussbaum to find a big tent
theoretical model that empowers design. The Capability Approach has a core focus of
understanding human wellbeing as a function of what one is capable of doing rather than having
the right o permission to do (Nussbaum and Sen 1993, Sen, 1999, Nusbaum 2011). Discussing

these ideas Martha Nussbaum says, “The right question to ask seemed to us to be: what are



people actually able to do and to be? ... And we look at capabilities rather than functioning
because we think it’s the opportunities that are important” (Taylor 2010). A tenant of the
Capability Approach is that freedom has little use if one is not capable to actualize that freedom
and that wealth does not correlate to well-being. If one has the right to eat, one must also have
the capability to find food and the agency to fast.

Nussbaum establishes ten core capabilities: 1. life 2. bodily health 3. bodily integrity 4. senses,
imagination, and thought 5. emotions 6. practical reason 7. social and family affiliation 8.
interface with other species and nature 9. play and 10. control over one's environment. Each of
these measures are founded in economic and political theory, so to form a design theory from
this, we should consider how these core capabilities are experiences in space over time.
Embedded in the Capability Approach is a necessity for human wellness that is directly tied to
the Interior Designer’s ethical responsibility to maintain and improve the health safety and
welfare of building occupants. It also calls for universal access, something designers have
promoted with universal design, and it highlights the importance of Biophilia calling for access

and potentials for engagement for nature. The connections to design are many.

One of the best known applications of the Capability Approach is the Human Development
Index which is an analytical tool intended to asses a society’s success through wellbeing rather
than monetary gain (Gross Domestic Product). Perhaps as we consider the Capability Approach
spatially, a framework for measuring the success of design emerges. (A Capability Design
Index?) Reviewing each core capability individually, reveals complex interrelated sub-metrics
currently examined in Interior Design scholarship and others that provide new areas of

research. In conclusion, the assertion here is that the Capability Approach can be adopted by the
interior design community as a big tent “Capability Design” weaves us more strongly together

and broadens the scope of impacts on society and peer design disciplines.
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Exploring Frank Lloyd Wright through the Lens of ‘Big
Data’

Elise King, Baylor University
Qiannan Wu, Baylor University
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ABSTRACT

Frank Lloyd Wright remains one of America’s best known and most prolific architects, credited
with designing more than 1,000 structures. Such a sizable oeuvre holds hundreds of thousands of
data points, contained in artifacts such as writings, photographs, and architectural drawings.
Much of this data, however, remains untapped. Wright’s floor plans, for example, are full of rich
layers of information (e.g., tracking room names over time can indicate changing societal
preferences/shifts). But to utilize the data in hundreds or thousands of these plans, requires either
reproducing them in CAD or BIM or measuring and recording the information by hand. Both are
time consuming and prone to error. In response, we developed a web-based tool that allows users
to analyze large corpora of architectural floor plan images (i.e., scans of original drawings). The
Building Database & Analytics System (BuDAS) unites complementary manual data entry and
image recognition to automate the process of floor plan detection and analysis. By utilizing floor
plan data, researchers can explore the historical narrative in new ways, analyzing data points
longitudinally over the course of an architect’s or designer’s career. In this study, we explore
Wright’s changing conception of space through an analysis of his residential floor plans using

BuDAS.

Space is a topic Wright discussed frequently throughout his career, including in his
autobiography and principles of organic architecture, among other venues (Wright, 1928;

Wright, 1931; Wright, 1932). But do Wright’s pontifications on space stand in accordance with



his built work? Using floor plan images of Wright’s residences uploaded to BuDAS, we
collected information on room relationships, doors/openings, room sizes, and room
names/categories. After uploading plan images, BuDAS automatically detects and collects
information related to room sizes, types, and relationships. This, along with contextual
information entered manually (e.g., location, date of construction, cost, name of client), is stored

in the database for analysis.

Using the data collected from Wright’s residential floor plans, we explore interior and exterior
space usage (minimum, average, and maximum square footage) and room relationships
(connectivity, adjacency, and openness) over the course of his career. The results are explored
alongside Wright’s writings on space, comparing major points (destruction of box, fireplace,
public/private) with numerical data. The study provides a novel, data-driven historical analysis of

Wright’s residential architecture and space usage.
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Fashion Interiors and Historic Preservation: The
Commodification of History and Taste

Chunyao Liu, University of Florida
Erin Cunningham, University of Florida

ABSTRACT

Artistic expression overlaps, from high fashion to high architecture (Berry, 2018). Specifically,
throughout the 20"Century and up until present times, fashion companies have drawn on historic
architecture in their branding, merchandising and brick-and-mortar locations. For instance, Ralph
Lauren rehabilitated a historic mansion to its flagship store in New York City in 1986. Hermés
opened its Mumbai flagship store in a grand Victorian residence in 2011, and its Shanghai store
in a historic mansion in 2014. Maison Louis Vuitton Venddme, one of Louis Vuitton’s stores in
Paris, was transformed from two hotels particuliers (Parisian townhouses) in 2017. In the same
year, Prada restored a 1918 Beaux-Arts mansion in Shanghai and held its spring fashion show
inside. Notably, these projects demonstrate a fascination with the domestic environment,
especially the homes of the elites. Therefore, the exploration of fashion, commodification, and

the preservation of historic domestic interiors forms a valuable area of inquiry.

This research explores the following questions: 1) How do fashion companies alongside interior
designers preserve, reinterpret, translate, and sell buildings” history and showcase the tastes of
the elites? 2) How are fashion and the preservation of historic domestic interiors connected? 3)
How is the preservation of historic interiors driven by fashion and commodification in the

context of globalization and 4) What are the potential drawbacks?

Based on theories of authenticity (Peirce, 1974; Jokilehto, 1994) and taste (Bourdieu 1984) in the

fields of both historic preservation and consumer culture, this research examines two historic



preservation projects initiated by fashion brands in global cities — one is Ralph Lauren’s
Flagship Store (Gertrude Rhinelander Waldo House) in New York City, the other is Prada Rong
Zhai in Shanghai. Both cases are historic mansions located in global cities, built in the late 19th
Century, originally owned by wealthy elites, and finally adapted and reused by global fashion
companies. The two cases share these similarities yet are different in a number of critical ways,
which allows for a fruitful comparison. Ralph Lauren’s Flagship Store was completed in 1986 —
a time period when historical reproductions and novel retail experiences gained popularity
together with the rise of a consumer society (Malamud, 1998). It was rehabilitated as a staged
retail space to convey an upscale home-like setting while selling merchandise. In contrast, the
interiors of Prada Rong Zhai, completed in 2017, does not stage a domestic environment;
instead, its emtpy historic interiors serve as a backdrop for art exhibitions and fashion shows,
showcasing growing “cultural tastes for authenticity” in the 21% Century (Zukin, 2010, p. 228).
The two different approaches reveal how the evolution of the preservation of historic interiors is

impacted by changing concepts of taste and authenticity.

This project couples a historical analysis of archival materials gathered from the New York
Public Library, the New York City Landmarks Preservation Commission, and Shanghai
Municiple Archives in China with site analysis and a content analysis of social media posts; it
uses these methods to examine changing ideas of taste and how this dovetails with larger social,
economic, and political contexts. Notably, this research sheds light on how the history is
uncovered, preserved, conveyed and exploited by the fashion companies through preservation.
And it argues that with a thorough understanding of the double-sided influences brought by the
consumption of history and authenticity, interior designers can better enhance taste-making and

place-making in global cities through historic preservation.
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