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Abstract: This Professional Practice Instructional Unit empowers learners to experience the 

programming phase's impact on the design process through scenario-based 

learning (SBL). The unit was built in the online responsive course authoring app, 

Rise 360, and delivered through the learning management system, Blackboard. 

The course, designed for a junior-level (third year) interior design studio, includes 

pre-assessments, various multimedia resources, three scenarios, and multiple 

exercises. 

 

This unit is conducted online and at the learner’s pace, allowing them to repeat 

or review the material and exercises needed to progress. The unit begins with a 

pre-assessment to help the learner establish and recognize their existing 

knowledge of programming. A series of videos and readings introduce the basic 

concepts and goals of the programming phase. These concepts include the 

qualitative and quantitative aspects of a program, utilizing empathy to extract 

information, and multiculturalism in programming. 

 

The unit's centerpiece involves “choose-your-own-adventure” style interactive 

interviews where the designer “speaks” to stakeholders, gathering information to 

develop a program. As the learner's path might not provide enough information 

to develop a program fully, they are encouraged to repeat the interviews as 

needed. Each stakeholder also has a different personality to allow the learner to 

navigate different personality types. 

 

This unit provides the learner a simulated yet realistic and relevant experience 

intended to challenge their perceptions of the Programming Phase and help 

them understand the impact of the people involved in the project. The interview 

scenarios engage the learner in professional phenomena, decision making, 

application of existing knowledge, identifying 'missing' knowledge, and exploring 

alternative learning pathways to construct meaning. 

 

The unit may be accessed here: http://idec-

2020.s3.amazonaws.com/programming/content/index.html#/ 
  



Learning Objectives: Learning Objectives : 

• Create an understanding of the value of programming in the design process 

• Prepare, conduct, and extract stakeholder needs and desires from interviews. 

• Combine your findings with your knowledge of codes to develop a preliminary 

schematic program. 
 
Criteria: This unit on programming is part of a design studio project. The exercises are progressive, 

establishing the learner’s existing knowledge of programming followed by a 

series of exercises breaking down the programming process into steps. The fully 

developed program is submitted with the student’s final project. The exercises 

are not graded until the final project is turned in to encourage the learner to 

reflect, repeat, and further develop the steps as they learn more about 

programming.  
 
Process: This unit begins with a pre-assessment to help the learner establish and recognize their 

existing knowledge of programming. Videos and readings introduce the basic 

concepts and goals of the programming phase, including the qualitative and 

quantitative aspects of a program, utilizing empathy to extract information, and 

multiculturalism in programming. 

 

Deliverables of the unit (journal entry, stakeholder matrices, and a reflection 

paper) are described with detailed instructions and links to additional resources 

the learner might need, including codes, examples, and grading rubrics. 

 

Learners conduct simulated interactive interviews where the designer “speaks” to 

stakeholders, gathering information to develop a program. Learners are 

encouraged to repeat the interviews as needed, testing and adjusting as the 

design progresses. 

 

The unit concludes with the same brief assessment that started the unit so they 

can recognize their learning and a reflection paper.  
 
Presentation Method: The content was delivered online, launched from the University’s learning 

management system, and contained in a stand-alone module. Once inside the e-

learning module, all resources and necessary links are provided where 

appropriate and the inclusion of a resource area. Studio time was used for 

discussion, questions, and feedback. 

 

The unit may be accessed here: http://idec-

2020.s3.amazonaws.com/programming/content/index.html#/ 

 

After a brief pre-assessment, the unit content is provided through readings and 

videos. The deliverables are then described in detail to provide clarity for the 

learners to understand how the unit will unfold. 

 

Links to appropriate areas in Blackboard are provided for submitting work. The 

final program was to be included in their final project submission and 

presentation. 



 
Evaluation: The deliverables in this unit are progressive and slot into the larger course structure. The 

assessments are focused on the insights gained by the learner and their creativity 

in expressing them. 

 

The learner is asked to respond to two of four prompts in their course-long 

journal. Their entries are evaluated through a rubric centered on insights via 

reflection. 

 

The Stakeholder Matrix and Program are submitted with their final project as they 

are considered “living documents.” The stakeholder matrix is evaluated through a 

rubric assessing insights as well as presentation quality. Both deliverables are also 

included in the final project grade relative to the impact on the design solution. 

 

The unit concludes with an open-ended reflection paper focused on the learning 

process. The same rubric used to evaluate the journal entries is used.  
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To this point in your education, the instructor has provided you with a program for the project

requirements. In the industry, the programming process is a critical part of designing a tailored

solution to meet the client’s needs and desires. In Unit 06: Programming, you will use

simulations to stand in place of interviewing an actual client. By conducting an interview and

use of code or industry standards, you will create the program for the restaurant through the

use of active listening and empathy

Programming

Explorations

Interviews

Resources

Comprehension Check

Scott Barton
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Programming

Getting Started

Before we get into this unit's content, let's take a quick quiz to see how much you already know about

programming.
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Write down your score and be mindful of any answers that may have surprised you. You will add your

experience to your discussion post to start the unit.

B E G I N Q U I Z

SUBMIT

Programming is focused on the 

"What"

"Why"

"How"

"What and "How"

"What" and Why"



C O NT I NU E

SUBMIT

C O NT I NU E

Programming is only focused on function.

Site analysis is part of programming.

True

False

True

False



SUBMIT

C O NT I NU E

SUBMIT

Match the data type to its category

Spatial Experience

Adjacency

Life-cycle Costs

Schedule

Form

Function

Economy

Time



C O NT I NU E

SUBMIT

C O NT I NU E

Culture is not part of programming.

True

False



Unit Goals
To this point in your education, the instructor has provided you with a program for the project requirements. In

the industry, the programming process is a critical part of designing a tailored solution to meet the client’s

needs and desires. In Unit 05: Programming, you will use simulations to stand in place of interviewing an

actual client. By conducting an interview and use of code or industry standards, you will create the program

for the restaurant through the use of active listening and empathy.

Learning Objectives:

Understand the value of programming.

Prepare, conduct, and extract stakeholder needs and desires from interviews.



Combine your findings with your knowledge of codes to develop a preliminary schematic program.

What is Programming?
If a chef came up to you today and asked you to design their new restaurant, you might be excited and ready

to jump right in and start designing. Before we get too ahead of ourselves, we need to figure out what we are

designing. "A cool new restaurant!! Duh!" you might say. There's more to design than that, much more. The

"what" of a design is the product of the "why" of a design. It is through programming that we will discover the

why and define the what behind the design challenge.

Our responsibility as designers is to provide the best possible spatial and experiential solution relative

to scope, schedule, and budget tailored to our clients' needs and desires. 

Notice, our personal taste and style is not part of that statement. Our job is to use our expertise to provide our

clients with a solution that fits their functional and aesthetic vision. Along with the clients, we also need to

understand the various stakeholders in the project, including end-users and staff, to discover what they need

to make the project successful.

Programming is the process by which we discover the functional, economic, and aesthetic parameters of

the project. If you recall your design history course, Vitruvius called this "firmness, commodity, and delight."

Programming is the research and analysis part of the design. In fact, it is so critical to the design process,

that we say it is part of the "Pre-Design Phase." We cannot start the design process until we have defined as

many parameters of the project as possible. Often, our fee is associated with the information we uncover in

the programming phase. However, we should understand that the program may change as we move through

the design process. The client might realize that they no longer need or want a particular feature or realize a

new element is needed. Our job is to try to draw out as much information as possible in programming so

there are no drastic changes. Programmatic changes to the project once we enter the design phase usually

are expensive or come at the cost of other desired elements.

A more abstract, but no less critical outcome of the programming process is empathy. When we start to ask

questions about our clients, their culture, and their vision, we start to understand them on a deeper level. In



essence, empathy is the act of understanding or being sensitive to the thoughts, feelings, emotions, and

experiences of another person. The programming process will reveal the unique characteristics of the

project and what concerns and culture they bring to the project as context for the design.

As we build empathy with the users of our spaces during programming, we will use that in the design phases

to put ourselves in the shoes of each stakeholder to assure the design works for them. Again, this assures

that we are designing for our clients, and not based on our own whims.

In this unit, we are going to look into the different aspects of programming. We will look into the quantitative

and qualitative information we are looking to discover. We will also look into the ways we might reveal that

information. Finally, we will look at how we might organize that information so that we can use it to create

design solutions. Don't worry! Programming is complex and like design, takes lots of practice to master. This

unit will give you a deeper understanding of the process so you can apply it in your next project.

Start this unit by reading the following article and watching the video. Keep your answers from the opening

questionnaire in mind, as you will use them in this unit's discussion.

Programming + Site Analysis 

Read this article on Programming and Site Analysis. In this article, think of the site as the place where the

project is going to be built. For example, a site can be an existing retail space, an empty �oor in an of�ce

building, or part of completely new construction.

GO TO ARTICLE

The videos for this unit stretch across the various aspects of programming. While you view them, take notes

and think about how programming affects the design solution. The videos range from a pragmatic approach

https://www.qpractice.com/programming-site-analysis/


to a human-centric perspective. Design reflects this range. As you view the videos, think about how the

pragmatic intertwines with the human aspect of design.

The Interior Design Process Phase 1: Programming: The first video is a general overview of

the programming process. This video paired with the article above will provide a solid

understanding of the programming process.

1

Expectations and Empathy: The Future of Product Design: In this video, professionals speak

about the changing expectations of design. They use the term "product," but don't let that deter

you. A completed design solution is our product. Listen closely to the impact design can have in

business and the power of the "why" of design.

2

FHIL | Stages of Design Thinking | Empathy: That brings us to empathy. This entertaining video

illustrates how understanding the stakeholders builds empathy. 

3

Multiculturalism in Design: Understanding and building empathy for the end users is vital for

successful design. We have a responsibility to be sensitive to the beliefs and values of all of

the users of our designs. This video speaks about how a seemingly small detail can disrupt the

success of a project.

4

YOUTUBE

The Interior Design Process Phase 1: Programming

https://www.youtube.com/
https://www.youtube.com/watch?v=bmIwsJYar2E


The Interior Design Process Phase 1: Programming

This video provides an overview of the information gathering phase of the design

process. This phase is called "programming".

VIEW ON YOUTUBE 

VIMEO

Expectations and Empathy: The Future of Product

Design

A "product" today is rarely just physical, but consumer's expectations for meaningful

product experiences are greater than ever. The challenge for designers is to bring

empathy and sensitivity to their work, regardless of the tools and technologies at their

disposal.

VIEW ON VIMEO 

Verify to continue
We detected a high number of errors from your
connection. To continue, please confirm that
youâ€™re a human (and not a spambot).

reCAPTCHA
I'm not a robot

Privacy  - Terms

https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fwww.youtube.com%2Fembed%2FbmIwsJYar2E%3Ffeature%3Doembed&url=http%3A%2F%2Fwww.youtube.com%2Fwatch%3Fv%3DbmIwsJYar2E&image=https%3A%2F%2Fi.ytimg.com%2Fvi%2FbmIwsJYar2E%2Fhqdefault.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=youtube
https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fwww.youtube.com%2Fembed%2FbmIwsJYar2E%3Ffeature%3Doembed&url=http%3A%2F%2Fwww.youtube.com%2Fwatch%3Fv%3DbmIwsJYar2E&image=https%3A%2F%2Fi.ytimg.com%2Fvi%2FbmIwsJYar2E%2Fhqdefault.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=youtube
https://vimeo.com/
https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fplayer.vimeo.com%2Fvideo%2F112328284%3Fapp_id%3D122963&dntp=1&url=https%3A%2F%2Fvimeo.com%2F112328284&image=https%3A%2F%2Fi.vimeocdn.com%2Fvideo%2F497262761_1280.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=vimeo
https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fplayer.vimeo.com%2Fvideo%2F112328284%3Fapp_id%3D122963&dntp=1&url=https%3A%2F%2Fvimeo.com%2F112328284&image=https%3A%2F%2Fi.vimeocdn.com%2Fvideo%2F497262761_1280.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=vimeo
https://www.google.com/intl/en/policies/privacy/
https://www.google.com/intl/en/policies/terms/


VIMEO

FHIL | Stages of Design Thinking | EMPATHY

This is "FHIL | Stages of Design Thinking | EMPATHY" by Oxenfree Film & Motion on Vimeo,

the home for high quality videos and the people who love them.

VIEW ON VIMEO 

Verify to continue
We detected a high number of errors from your
connection. To continue, please confirm that
youâ€™re a human (and not a spambot).

reCAPTCHA
I'm not a robot

Privacy  - Terms

YOUTUBE

IDEC Competition Video Globalism and Multiculturalism

https://vimeo.com/
https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fplayer.vimeo.com%2Fvideo%2F193271237%3Fapp_id%3D122963&dntp=1&display_name=Vimeo&url=https%3A%2F%2Fvimeo.com%2F193271237&image=http%3A%2F%2Fi.vimeocdn.com%2Fvideo%2F605730385_1280.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=vimeo
https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fplayer.vimeo.com%2Fvideo%2F193271237%3Fapp_id%3D122963&dntp=1&display_name=Vimeo&url=https%3A%2F%2Fvimeo.com%2F193271237&image=http%3A%2F%2Fi.vimeocdn.com%2Fvideo%2F605730385_1280.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=vimeo
https://www.google.com/intl/en/policies/privacy/
https://www.google.com/intl/en/policies/terms/
https://www.youtube.com/
https://www.youtube.com/watch?v=gYZE7Y_qe_w


Programming Data
As we learned in the reading and videos, programming is research that falls into two categories: quantitative

and qualitative. The next sections look into what type of data are we looking for under each category.

Quantitative

For programming, let's consider quantitative data as anything that can be measured or counted. The term,

"measured," can be very broad. Using our restaurant project as an example, many things can be measured.

We can count the number of chairs, or stoves, or plates, or toilets. Some information about our project has

IDEC Competition Video Globalism and

Multiculturalism

VIEW ON YOUTUBE 

Design is not just what it looks like and feels like.

Design is how it works.

Steve Jobs 

1

https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fwww.youtube.com%2Fembed%2FgYZE7Y_qe_w%3Ffeature%3Doembed&display_name=YouTube&url=https%3A%2F%2Fwww.youtube.com%2Fwatch%3Fv%3DgYZE7Y_qe_w&image=https%3A%2F%2Fi.ytimg.com%2Fvi%2FgYZE7Y_qe_w%2Fhqdefault.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=youtube
https://cdn.embedly.com/widgets/media.html?src=https%3A%2F%2Fwww.youtube.com%2Fembed%2FgYZE7Y_qe_w%3Ffeature%3Doembed&display_name=YouTube&url=https%3A%2F%2Fwww.youtube.com%2Fwatch%3Fv%3DgYZE7Y_qe_w&image=https%3A%2F%2Fi.ytimg.com%2Fvi%2FgYZE7Y_qe_w%2Fhqdefault.jpg&key=40cb30655a7f4a46adaaf18efb05db21&type=text%2Fhtml&schema=youtube


specific measurements such as square footage, floor-to-ceiling height, etc. Very important qualitative

factors are schedule and budget. Revisiting their measure will be critical throughout the entire process.

An additional way to look at the quantitative aspect of programming is to look for facts. We can observe that

the entry faces west, the main entrance is on a busy road, temperature averages, demographics of users

(like the age of students in a school), cultural factors, and many more. 

Sometimes, our clients will be able to tell us exactly what goes into the spaces and how many items are

needed. We can call that direct types of data. One method we can gather this type of data through

interviews. We can speak to the various stakeholders and ask them what they need. We can also gather this

type of data through observation. We can go to the site or a similar example and record what we see. 

Life would be great if all we had to do is ask and all the information we needed would be available.

Unfortunately, it is not, so we need to utilize other methods. For example, we might be able to ask our clients

what goes into a restaurant and they respond with a detailed list. However, maybe they forgot to think about

something simple, like restrooms. Does this mean we do not include restrooms because the client did not

specifically ask for them? Or, perhaps the client did list restrooms but did not provide a size or toilet count.

What do we do then?

There is a second method for acquiring quantitative data. We can take the information we do have and utilize

resources, such as codes, equipment manuals, or industry standards, to calculate quantitative values. This

type of data is known as indirect. In this type of data, we need to use one piece of information and combine

it with a second source to define the actual measurable data needed.  To find the restroom requirements, we

simply need to go to the codebook and use the formulas provided to get a proper toilet and sink count. We

can also use resources, like codes, to give us a required square footage count. So if your owner says that

they would like an auditorium for 300 people, we can go to the codebook to see what the area per person is.

While you have studied codes in prior courses, it is worth noting that integrating a code review in

programming can help define the design challenge.

Along these lines, there will be needs that the client is not aware that they must have. For example, most

clients will not understand the need for fire separation or certain material requirements. Sometimes, the

client will not be able to put into words specific needs. When the client is unaware or unable to speak to a

need, we call that a latent need. It is our job as the designer to uncover those latent needs during the

programming process. We can discover these needs through interviews, observation, experience, etc.



Qualitative

Not all factors in a design challenge are as tangible as the number of tables in a restaurant. Many aspects of

a client's vision are subjective, like quality and experience. This type of programming information must be

interpreted so the client's vision is realized and not lost in translation. 

Like quantitative data, much of the information we need can be acquired through interviews and observation.

But unlike the direct and indirect questioning to discover the objective criteria, qualitative information

requires different methods to uncover. 

In the initial part of the programming phase, the best technique is the question-and-follow-up technique. This

method requires the use of leading questions and strong listening skills. It starts with the posing of a

relatively broad question. This question must be open-ended (not answerable with a yes or no). An example

might be to ask what is the client's vision of the customer experience or to ask what it should feel like to be

in the space. 

These subjective questions will generate a wide array of responses. Your job in these conversations is to

actively listen. Specifically, you are listing for subjective descriptions that can be misinterpreted. You are also

listening for where the speaker is showing passion, either positive or negative. A major part of active

listening is to not just use your ears, but also your eyes. You can read emotion by watching body posture. 

The "follow-up" part of this technique is to dig deeper into what you hear. Once you have identified a

subjective description, it should be followed by questions seeking clarification. If your client says that they

want their restaurant to be "fun," an alarm should be triggered in your head. What does fun mean for your

client? In fact, that might be the perfect follow-up question..."What do you mean by 'fun'?"

2



By observing the client's current environment and operating conditions, there might be indicators of things to

investigate. When designing a hotel, looking into the other properties owned by the client can potentially shed

light into style and operational trends you see and are good topics to nail down.

Programming is an ongoing process. In a follow-up meeting, precedent or diagrams may be needed to clarify

some of the client's vision. These can be working into the design process as other elements of the design

become more concrete.

Active Listening 

Read this brief article on active listening. It speaks to various skills that active listening requires.

GO TO ARTICLE

C O NT I NU E

Journal Entry 

In this unit's journal entry, compare your initial answers to the opening questionnaire to what you have learned

and respond to two (2) of the prompts below. Your journal entry is due on Sunday,11:59 PM, Warrensburg

time (Central time zone).

What surprised you about the programming process?1

How can the programming phase affect the final design?2

How can empathy affect design?3

What skills are important for the programming? 4

https://www.skillsyouneed.com/ips/active-listening.html


Submit your Journal Entry 

Click the button to go to Blackboard to submit your entry

BLACKBOARD JOURNAL

Journal Rubric 

Click the button to go to the Journal Rubric de�ning how your re�ection will be scored.

JOURNAL RUBRIC

References 

Click the button to go to the Resources page that contains all of the references for this Unit.

RESOURCES

Complete the content above before moving on.

https://ucmo.blackboard.com/webapps/blogs-journals/execute/viewBlog?course_id=_161908_1&blog_id=_78280_1&type=journal&index_id=month
https://learn-us-east-1-prod-fleet01-xythos.s3.us-east-1.amazonaws.com/5dfd4f5d9105a/5155103?response-content-disposition=inline%3B%20filename%2A%3DUTF-8%27%27JournalRubric.pdf&response-content-type=application%2Fpdf&X-Amz-Algorithm=AWS4-HMAC-SHA256&X-Amz-Date=20200223T173408Z&X-Amz-SignedHeaders=host&X-Amz-Expires=21599&X-Amz-Credential=AKIAZH6WM4PLTYPZRQMY%2F20200223%2Fus-east-1%2Fs3%2Faws4_request&X-Amz-Signature=8524e0166095c7286757b99805fc26b02d2a2b921cd1fde0a4e9f738efd8bf6a


Exploration 06.01: Programming Interview

Lesson 2 of 5

Scott Barton
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Introduction

In this exploration, you will practice your interview and active listening skills. You will complete

interviews with your client and staff to build a program for their new restaurant. 

Be sure to read all of the instructions before you begin the interview process.



Conduct Interviews

In this project, you will interview your new client, Dani Jones. She has also brought the Chef David

Long and the logistics manager, Sarah Davies if you would like to speak with them as well. 

Be sure to take copious notes. Remember, when you spend time with your clients, their time is

valuable, so make the most of your time with them. Be thorough, don't rush, but be respectful of

their time.

 

Step 1



Try Different Strategies

You can go through the scenario as many times as you think is necessary. Be sure to note the

results of your different strategies. You will utilize these for your reflection paper.

Step 2



Document Your Analysis

Use the Progam Template for your interview notes. Copy and use the table for all the spaces that

you identify should be the project.

Step 3

https://docs.google.com/document/d/1mkKTXbeUGfxwpJ_LcQbR0Cuh2QZzOyoMLsWMxK6Hh7k/edit?usp=sharing


Jump to the Interviews 

Be sure to review all of the requirements for the week, but you can jump to the Interviews by clicking the

button.

INTERVIEWS

Resources 

Click the button to go to the Resource page.

RESOURCES

C O NT I NU E

Assignment 06.02: Stakeholder Matrix

Submit Your Comparison

Submit your analysis by Google Docs link or in PDF form.

Your submission is due by 11:59 PM Sunday, Warrensburg time (Central). 



Introduction

In our interviews, we learned a lot about our project. Now we need to organize the information in

preparation for design. This exercise will provide a visual representation of who will operate in

what spaces. It will also help you to understand if there are gaps in your initial analysis.



Purpose

You will be creating a two-factor matrix identifying which spaces the stakeholders will use. The

purpose is to assure that we are accommodating all of the users for a given space and not

focusing only on one group. For example, in the dining area of the restaurant, guests will not be

the only stakeholders in the space. This exercise will help you identify who will be in any given

space in your design.

Step 1



Organize What You Know

You should sketch your matrix in your sketchbook or on trace paper so that you can iterate, make

mistakes, and experiment before you create a final matrix.

To start, list all of the names of the stakeholders in a column on the left side of the page. You

should use your Program Analysis to assist your efforts.

Next, place all of the names of the room across the top of the page. Again, your Program Analysis

should be your guide. 

Draw a grid as high and as long to encompass both lists.

Step 2



Who Goes Where

Next, simply mark the box where any given stakeholder will operate in the named space. Many

stakeholders will operate in many spaces, while others may only exist in one or two.

This part of the exercise is all about empathy. Put yourself in each of your stakeholders' shoes and

walk yourself through their day. What do they do when they come in? What do they do during their

shift? Who do they interact with? What equipment do they use?

You may find that there are more connections than your initial Program Analysis revealed. This is

perfect! The entire point is to process our data in multiple ways to make sure we are not leaving

any gaps or misunderstandings. You may also identify equipment or other insights that did not

come out of your interviews.

Step 3



View Samples 

Click the button to view a few examples of an Adjacency Matrix. These are not versions to copy, as your

project will have different criteria relative to your programming �ndings.

MATRIX EXAMPLES

Submit your Stakeholder Matrix 

Click the button to go to the Google Drive folder. You will also �nd this link on Blackboard. It is also the same

location we have submitted throughout the class.

GOOGLE DRIVE

Your submission will be graded using the Stakeholder Matrix Rubric 

Click the button to go to the Program Analysis Rubric de�ning how your contributions will be scored

GO TO RUBIRC

C O NT I NU E

Create a Final Matrix

The last step is to make a presentation level matrix. In Industry, you would present this document

back to your client to confirm your insights. It should be a professional level document.

Prepare your analysis in PDF form and submit to the unit folder:

https://drive.google.com/open?id=1VIxvzJUCTnhq3NBUdS6D8OGFTzUA-gtk

 

https://learn-us-east-1-prod-fleet01-xythos.s3.us-east-1.amazonaws.com/5dfd4f5d9105a/5154787?response-content-disposition=inline%3B%20filename%2A%3DUTF-8%27%27Adjacency%2520Matrix%2520Examples.pdf&response-content-type=application%2Fpdf&X-Amz-Algorithm=AWS4-HMAC-SHA256&X-Amz-Date=20200223T183154Z&X-Amz-SignedHeaders=host&X-Amz-Expires=21600&X-Amz-Credential=AKIAZH6WM4PLTYPZRQMY%2F20200223%2Fus-east-1%2Fs3%2Faws4_request&X-Amz-Signature=f2cf6805ae9fd246cff9a7a7176dbbbc0c14229c27d3c2f2f626bd92e28ce684
https://drive.google.com/open?id=1VIxvzJUCTnhq3NBUdS6D8OGFTzUA-gtk
https://learn-us-east-1-prod-fleet01-xythos.s3.us-east-1.amazonaws.com/5dfd4f5d9105a/5154863?response-content-disposition=inline%3B%20filename%2A%3DUTF-8%27%27StakeholderMatrixRubric.pdf&response-content-type=application%2Fpdf&X-Amz-Algorithm=AWS4-HMAC-SHA256&X-Amz-Date=20200223T184726Z&X-Amz-SignedHeaders=host&X-Amz-Expires=21600&X-Amz-Credential=AKIAZH6WM4PLTYPZRQMY%2F20200223%2Fus-east-1%2Fs3%2Faws4_request&X-Amz-Signature=4248c604ca4c812bde3e74a8aa4c5d0ffa964a6ab341ce64ebe523385fc24669


Assignment 06.03: Program

Now it's time to tie it all together. To this point, we have defined the functions, desires, needs, and vision of

the spaces in the project. Now it is time to make a full program. Using the Program Template, create a

document that will be your guide for the rest of the project. You may also choose to create your own

document.

Using the code link found in the references page and the lessons learned in your codes course, identify the

appropriate sizes and requirements for spaces. Then, make adjustments to those sizes from what you have

learned about the programmatic needs and vision of your client.

You can also use the following industry guidelines:

60/40 dining to back of house ratio, but depending on your dining experience, this may vary wildly. 

Kitchen space may also be estimated at 5 sq. ft. per expected guest.

Fine Dining: 18 – 20 sq. ft. per person

Full-Service Restaurant Dining: 12 – 15 sq. ft. per person

Counter Service: 18 – 20 sq. ft. per person

Fast Food Minimum: 11 – 14 sq. ft. per person

Resources 

Click the button to go to the Resource page.

RESOURCES

Submit your Program 

Click the button to go to the Google Drive folder. You will also �nd this link on Blackboard. It is also the same

location we have submitted throughout the class.

GOOGLE DRIVE

Your submission will be graded using the Program  Rubric 

Click the button to go to the Program Rubric de�ning how your contributions will be scored

https://docs.google.com/document/d/1iAqXZmzMLtfcq1c7mnAUun6uelezAg9NBycKPCjS-xk/edit?usp=sharing
https://drive.google.com/open?id=1H_Wh0TGdy5KrjLk5vSiiXnEpNxju2l0l


GO TO RUBIRC

C O NT I NU E

Assignment 06.04: Re�ection Paper

In this unit's reflection, think about where you started and your responses in the initial questionnaire.

Consider what you have learned in the exercises of this unit and respond to the following prompts.

Your submission should be 2-3 paragraphs long. You may include images or other visuals to help

communicate your intent.

Submit your  Re�ection Paper 

Click the button to go to the Google Drive folder. You will also �nd this link on Blackboard. It is also the same

location we have submitted throughout the class.

GOOGLE DRIVE

Your re�ection paper will be graded using the Re�ection Paper Rubric.  

Click the button to go to access the rubric.

RUBRIC

How did the interview scenarios help your understanding of programming?1

How did empathy play into your experience of programming?2

What was the most difficult part of the programming process?3

What did you learn during this unit?4

https://drive.google.com/file/d/1V_Ub4PIjXdghmRWp69v4bAlmeyDEhkvO/view?usp=sharing
https://drive.google.com/open?id=1oA0wbwCZHIiSC7oeVB6is9gxTw9Mex8T
https://drive.google.com/file/d/1OgT8TZjnN-mHnKawdjy4kk4qPhwPjbl4/view?usp=sharing
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Programming Interviews
Before you can start designing, you will need to interview some of the stakeholders for the project so that

you can develop a program. Meet with each person and take notes. This will be your source of programming

information. When you feel comfortable with the information you have gotten fro meach person, move on to

the next. 

Dani Jones
Dani is a restauranteur who owns three other restaurants. She provides all of the financial backing and

infrastructure for the project. She is known for her stylish taste that is always a signature in her restaurants.

She has hired you to bring her innovation and life to her new restaurant.
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Interviews

1



Scene 1 Slide 1

0  Scene 1 Slide 2

Thank you for meeting with me. I'm so excited
to start planning my new restaurant. What do
we do first?

Great! I just need to ask you a few questions to get started.1



Scene 1 Slide 2

0  Scene 1 Slide 3

1  Scene 1 Slide 4

What would you like to know about?

Where do you plan on opening this restaurant?1

What is the budget for the project?2



Scene 1 Slide 3

0  Next Slide

1  Scene 1 Slide 5

At the moment, we can't decide on the
location.  We've looked at a few places, but we
don't know if they will work. Could you help us
with a feasibility study on a few sites?

No Problem. I can help you select a site. Is there a budget to

work with?
1

I'd love to help you select a site. What is your biggest goal

for the restaurant?
2



Scene 1 Slide 4

0  Scene 1 Slide 6

1  Scene 1 Slide 3

2  Next Slide

We have a budget that is around $150 per
square foot. We think the restaurant should be
about 50 sq. feet per customer. You'll need to
talk to Chef David to get his projected
headcount.

I have one question, and then let's talk about hours of

operation. Does the 50 sq. feet count the back of house?
1

Where is the project going to be built?2

Perfect. That's all I really need. I'll take it from here.3



Scene 1 Slide 5

0  Scene 1 Slide 7

1  Scene 1 Slide 6

2  End of Scenario

I want this restaurant to be a model of
sustainability. Let's make sure we are taking
every opportunity to make sustainable
decisions, including the design, materials we
choose, and how we operate.

Very cool! How will do you want this to show up in the

restaurant design?
1

Very nice! What do you think the hours of operation will be?2

Great! I think I have everything I need. Thank you for your

time.
3



Scene 1 Slide 6

0  Scene 1 Slide 7

In order to make the numbers work, we need
to be open for lunch and diner. We will open for
guests around 11 AM and close about 11 PM.
The staff will come in around 9:00 for
deliveries and prep.

Great. Are there any special features you would like us to

include?
1



Scene 1 Slide 7

0  Scene 1 Slide 8

1  Scene 1 Slide 11

2  Scene 1 Slide 2

I was hoping we can have outdoor seating.
This goes well with Chef's concept and the
connection to nature to reinforce our
sustainable goals.

Great! I'd like to ask you about your vision for the guest

experience.
1

This has been very helpful. Thank you for your time.2

I apologize, but I think think I missed something. Do you

mind if we start at the top?
3



Scene 1 Slide 8

0  Scene 1 Slide 9

I want the guests to feel like we are part of
their family. We want them to come back time
and time again so we can know them as
people, not just customers.

Wow! That's great! Let's move on to discussing your brand.1



Scene 1 Slide 9

0  End of Scenario

1  Scene 1 Slide 10

2  Next Slide

I want the branding to be integral to the
restaurant design.  I'd like you to collect your
thoughts you have collected in your interviews
and provide us with a branding concept before
we start design.

I'm sorry, that is out of our scope. Thank you for your time.

This has been very helpful.
1

I'd love to do that. Traditionally, branding is an extra service.

I can write up an additional proposal if you would like us to

proceed.

2

Sure! Branding is a typical part of our standard contract. I

was hoping you had not already completed that part of the

process.

3



Scene 1 Slide 10

0  Scene 1 Slide 11

1  Scene 1 Slide 2

That is so exciting! Is there anything else I can
answer for you?

No, I think I have it all. I'd like to thank you for your time.1

Yes, actually. I think I might have missed something. Do you

mind if we go over a few things again?
2



Scene 1 Slide 11

Continue  End of Scenario

2

Scenario End

You have completed your interview with Dani Jones.

START OVER





Chef David Long
Chef David is well known in the restaurant industry for the innovation he brings to the kitchen and the dining

experience. He likes to intersect the styles of two different cultures, creating something new, while

respecting both cultures.



Scene 1 Slide 1

0  Scene 1 Slide 2

Hello! I'm so excited to tell you about the vision
I have for this concept.

Great! I just need to ask you a few questions to get started.1



Scene 1 Slide 2

0  Scene 1 Slide 3

1  Scene 1 Slide 4

What would you like to know about?

Tell me a little about the food you will serve.1

What kind of experience do you want for your guests?2



Scene 1 Slide 3

0  Scene 1 Slide 5

1  Scene 1 Slide 9

The food here is going to be fantastic! We are
going to use only locally sourced products.
Everything will be served in small portions, like
tapas. We want everyone to order a few things
and share them.

Very nice. What type of cuisine are you thinking?1

Very nice! I get the concept. How many diners do you

expect?
2



Scene 1 Slide 4

0  Scene 1 Slide 3

1  Scene 1 Slide 6

The experience we are planning is about
togetherness. Think about a hearth, where
everyone comes together to celebrate
spending time with each other. This place
should be about being present.

Interesting concept. Tell me a little about the food you will

serve.
1

That's cool! Let me a little about what it should feel like to

dine here?
2



Scene 1 Slide 5

0  Scene 1 Slide 7

1  Next Slide

2  Next Slide

My approach to cooking combines two styles.
For this restaurant, we want to combine local,
farm-to-table fine dining with something else.
We haven't narrowed it down yet. Maybe you
have an idea?

Very interesting. Tell me more about what you mean by" fine

dining."
1

I understand the fine dining approach, but tell me more

about how I can offer a suggestion.
2

Very nice! I get the concept. How many diners do you

expect?
3



Scene 1 Slide 6

0  Scene 1 Slide 5

1  Scene 1 Slide 3

2  Scene 1 Slide 9

The diners should feel like their party is the
only group in the restaurant. When they come
back the next time, they should have the same
feeling, but in a different space. There should
be a variety.

Very nice. What type of cuisine are you thinking?1

Tell me a little about the food you will serve.2

How many diners are you expecting to serve?3



Scene 1 Slide 7

0  Scene 1 Slide 8

1  Scene 1 Slide 9

Our version of fine dining is to use the highest
quality local ingredients. Our menu will be
seasonal and focus on the essence of each
ingredient. We'll also fuse traditional and
modern techniques. 

Got it! Tell me a bit about street food.1

How many diners are you expecting?2



Scene 1 Slide 8

0  Scene 1 Slide 7

1  Scene 1 Slide 9

Well, we heard you are an expert. I wanted to
collaborate with you and use your ideas. I also
want to make sure the concept allows for
simple but robust meals for a low cost. 

Got it! I have an idea for you. Tell me about fine dining.1

How many diners are you expecting?2



Scene 1 Slide 9

0  Scene 1 Slide 16

1  Scene 1 Slide 10

2  Scene 1 Slide 2

We are thinking that we will have 30-35 seats
in the dining area and 8-10 seats at the bar.
This could adjust to the concept if need be. We
would also like a private dining room.

Perfect! I think I have all I need. Thank you for your time.1

If you don't mind, I have a few more questions.2

I think I missed something, Can we circle back?3



Scene 1 Slide 10

0  Scene 1 Slide 11

1  Scene 1 Slide 12

2  Scene 1 Slide 13

What else would you like to know?

Is there any special equipment in the kitchen we should plan

to include?
1

How should the kitchen interact with the dining area?2

Will the restaurant have any special features?3



Scene 1 Slide 11

0  Scene 1 Slide 12

1  Scene 1 Slide 13

2  Scene 1 Slide 16

I would like to have a stone oven in the
kitchen. It's such a big item, do you think there
is a way we can make it a feature?

Oh yes! Of course, we can make it a feature. Along those

lines, what relationship does the kitchen have to the dining

area?

1

Oh yes! That's sounds great! Are there any other special

features in the restaurant?
2

I'm not sure yet, but we will try. Thank you for your time. I

think I have all I need.
3



Scene 1 Slide 12

0  Next Slide

1  Scene 1 Slide 16

2  Scene 1 Slide 13

I would like the food to be celebrated as it
leaves the kitchen. Cooking is like being a
magician, turning simple things into great
experiences. I want every diner to experience
that magic.

Very cool! Should the diners see inside the kitchen?1

Ok! Got it! Thank you for your time! I think I have everything

I need.
2

You mentioned something about a special feature?3



Scene 1 Slide 13

0  Scene 1 Slide 16

1  Scene 1 Slide 10

My favorite memories as a kid were walking to
the movies and grabbing some street food
along the way. Displaying my collection of
Hollywood storyboards would be perfect for
this restaurant.

Thank you for your time. I think I have everything I need.1

I think I missed something, can we revisit a few items?2



Scene 1 Slide 14

0  Scene 1 Slide 16

1  Scene 1 Slide 13

2  Scene 1 Slide 15

I think it depends on the design of the
restaurant. I just don't want the diners to see
the trash or deliveries. Speaking of, I also don't
want the restrooms visible to diners either.

OK, no worries! I think I have everything I need. Thank you

so much for your time.
1

No problem! You mentioned something about special

feature for the restaurant?
2

What hours are you going to be open?3



Scene 1 Slide 15

0  Scene 1 Slide 16

1  Scene 1 Slide 10

I think we will be open for lunch and dinner,
and especially for happy hour! This might have
to change if your ideas need us to adjust the
hours.

Great! Thank you for your time. I think I have everything I

need.
1

Got it! I think I missed something, can we revisit a few

items?
2



Scene 1 Slide 16

Continue  End of Scenario

3

Scenario End

You have completed the interview with Chef David Long.

START OVER





Sarah Davies
Sarah is a unique member of the team. Dani has decided to hire someone specifically to manage local

sourcing for ingredients, including meats, fruits and vegetables, and spirits. Sarah is a master of logistics

and planning and will help manage deliveries from local farmers and producers.



Scene 1 Slide 1

0  Next Slide

1  Scene 1 Slide 2

Hello! I'm very busy. I'm not really sure what I
can add to the planning. 

I understand. Your time is important. You are right, you

probably do not add much value. Forgive my intrusion and

have a nice day.

1

I understand. Your time is important, but including your

perspective can help make the restaurant more successful.
2



Scene 1 Slide 2

0  Scene 1 Slide 3

1  Scene 1 Slide 4

Ok, sure. What can I answer for you?

What are your major responsibilities?1

Where do you spend most of your time?2



Scene 1 Slide 3

0  Scene 1 Slide 4

1  Scene 1 Slide 6

2  Scene 1 Slide 7

My main responsibility is to coordinate
incoming and outgoing deliveries. I interact
with farmers, distributors, and suppliers. 

Where do you usually spend your time?1

What equipment do you need to do your job?2

What is your biggest concern?3



Scene 1 Slide 4

0  Scene 1 Slide 8

1  Scene 1 Slide 5

2  Scene 1 Slide 9

I spend about half of the time in the restaurant
and half of the time out with the various
suppliers.

What do you do about trash?1

When you are in the restaurant, where do you spend your

time?
2

Thank you for your time. I think I've gotten all the

information I need.
3



Scene 1 Slide 5

0  Scene 1 Slide 7

1  Next Slide

2  Scene 1 Slide 9

I prefer to sit in an office. Sometimes the noise
can be a little loud while I'm on the phone. I
also need to get away from the hustle and
bustle of the restaurant.

What is your biggest concern?1

What equipment do you need to do your job?2

Thank you for your time. I think I've gotten all the

information I need.
3



Scene 1 Slide 6

0  Scene 1 Slide 8

1  Scene 1 Slide 9

2  Scene 1 Slide 2

Well, I have my laptop and my cell. Beyond
that, I need somewhere to put files, print
documents and meet with suppliers. 

What do you do about trash?1

Thank you for your time. I think I've gotten all the

information I need.
2

I'm not sure I got it all. If you don't mind, can we go through

it again?
3



Scene 1 Slide 7

0  Next Slide

1  Scene 1 Slide 9

2  Scene 1 Slide 2

My biggest concern is to make sure that the
suppliers have easy access to the kitchen and
storage. Dani and Chef will not want suppliers
going through the dining room or interrupting
kitchen prep.

What about trash?1

Thank you for your time. I think I've gotten all the

information I need.
2

I'm not sure I got it all. If you don't mind, can we go through

it again?
3



Scene 1 Slide 8

0  Scene 1 Slide 9

1  Scene 1 Slide 2

We want to recycle as much as we can, so we
need to make sure we have easy access for
the trash trucks as well as the recycling
trucks.

Thank you for your time. I think I've gotten all the

information I need.
1

I'm not sure I got it all. If you don't mind, can we go through

it again?
2



Scene 1 Slide 9

Continue  End of Scenario

End of the Interview

You have completed the interview with Sarah Davies.

START OVER
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Tools

The links below are some of the tools you will use for this unit.

Helpful Links

Some of the links below may be useful during this course. If you find other links that the studio may find

helpful, please submit them to the Blackboard Forum.

References
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Resources

Program Analysis Template

Program Template

2018 IBC Building Code: https://codes.iccsafe.org/content/IBC2018?site_type=public

Hollywood storyboards: https://www.studiobinder.com/blog/storyboard-examples-film/

https://docs.google.com/document/d/1mkKTXbeUGfxwpJ_LcQbR0Cuh2QZzOyoMLsWMxK6Hh7k/edit?usp=sharing
https://docs.google.com/document/d/1sabdWrxmx_unsmk0yIgtCU2TlhxkCSrigucqWcgCWGQ/edit?usp=sharing
https://codes.iccsafe.org/content/IBC2018?site_type=public
https://www.studiobinder.com/blog/storyboard-examples-film/


AdventHealth Innovation Lab (2016, October 10). FHL | Stages of design thinking | Empathy [Video].
Retrieved from https://vimeo.com/193271237

League, L. (2019, February 19). What's this about programming and site analysis? [Website]. Retrieved
from https://www.qpractice.com/programming-site-analysis/

Robin, A. (2017, February 19) Multiculturalism in interior design [Video]. Retrieved

from https://www.youtube.com/watch?v=gYZE7Y_qe_w

Videos for Interior Design Education Online (2016, August 03).The interior design process phase 1:
Programming [Video]. Retrieved from https://youtu.be/bmIwsJYar2E

Ziba Design (2014, November 19). Expectations and empathy: The future of product design [Video].
Retrieved from https://vimeo.com/112328284
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https://vimeo.com/193271237
https://www.qpractice.com/programming-site-analysis/
https://www.youtube.com/watch?v=gYZE7Y_qe_w
https://youtu.be/bmIwsJYar2E
https://vimeo.com/112328284


Let's test your learning. Your score will not be recorded, but you will need it to compare with the initial quiz to complete

your reflection. You can take this quiz as many times as you need. This quiz is focused on your learning.
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Comprehension Check



Question

01/05

Programming is focused on the 

"What"

"Why"

"How"

"What" and "How"

"What" and "Why"



Question

02/05

Programming is only focused on function. 

True

False



Question

03/05

Site analysis is part of programming. 

True

False



Question

04/05

Which of the following are factors in programming? (select all that apply)

Adjacency

Life-cycle Costs

Construction Documents

Spatial Experience

Diagrams

Specifications

Schedule



Question

05/05

Culture is not part of programming.

True

False



Journal

 Levels of Achievement

Criteria No
Submission Emerging Novice Proficient Mastery Extraordinary

Formatting 0 to 0
points
No journal
submitted

1 to 2 points
Little to no
effort; Little to
no insight or
reflection; or
Late

3 to 4 points
Minimal
effort;
Minimal
insight or
reflection; or
Late

5 to 6 points
Acceptable
effort;
Acceptable to
no insight or
reflection; Late

7 to 8 points
Above average effort;
In depth insight or
reflection with some
vulnerability; Late

9 to 10 points
Amazing effort; Deep
and thoughtful insight
or reflection, including
vulnerability;

PrintPrint  Close WindowClose Window

Name

Description

Rubric Detail

View Associated Items
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Reflection Paper

 Levels of Achievement

Criteria No
Submission Emerging Novice Proficient Mastery Extraordinary

Formatting 0 to 0
points
No reflection
submitted

1 to 2 points
Little to no
effort; Little to
no insight or
reflection; or
Late

3 to 4 points
Minimal
effort;
Minimal
insight or
reflection; or
Late

5 to 6 points
Acceptable
effort;
Acceptable to
no insight or
reflection; Late

7 to 8 points
Above average effort;
In depth insight or
reflection with some
vulnerability; Late

9 to 10 points
Amazing effort; Deep
and thoughtful insight
or reflection, including
vulnerability;

PrintPrint  Close WindowClose Window

Name

Description

Rubric Detail

View Associated Items

javascript:associationListToggle( );


Stakeholder Matrix

 Levels of Achievement

Criteria Emerging Novice Mastery Extraordinary

Understanding 0 to 1 points
The matrix shows little
evidence of
understanding the
concepts and
instructions.

2 to 4 points
The matrix is planned
adequately; understanding
of some concepts and
instructions shown.

5 to 7 points
The matrix is planned
carefully; understanding of
most concepts and
instructions is shown.

8 to 10 points
The matrix is planned
carefully; understanding of all
concepts and instructions is
clearly shown.

Creativity 0 to 1 points
The artwork
demonstrates little
personal expression and
problem solving skills.

2 to 4 points
The artwork demonstrates
an average amount of
personal expression.

5 to 7 points
The artwork demonstrates
some personal expression
and logical problem solving
skills.

8 to 10 points
The artwork demonstrates
original personal expression
and outstanding problem
solving skills.

Effort 0 to 1 points
Learner did not put forth
the effort required to
finish the project;

2 to 4 points
Learner put forth the minimal
effort required to finish the
project or submitted the
project late.

5 to 7 points
Learner put forth extra effort
required to complete the
project.

8 to 10 points
Learner put forth
extraordinary effort to
complete the project beyond
expectations.

PrintPrint  Close WindowClose Window

Name

Description

Rubric Detail

View Associated Items

javascript:associationListToggle( );


student work examples| studio iv 
university of central missouri | spring 2020 

Journal Entry Samples 
 
Student 01: 
I got the questions correct on the opening quiz, because I feel like I have a broad idea of what goes into 
the programming process, but the rest of the reading and videos was very informative on the specifics 
that I’ll need to become familiar with. There is SO much careful thinking, detailed planning, and in-depth 
analysis that goes into programming. I thought learning about the difference between quantitative and 
qualitative was especially interesting, because I think it’s easy for me to get caught up in the touchy feel 
emotional aspects of design and skim a little faster of the codes and number of toilets required when both 
are essential. Empathy is essential for programming. We have to actively listen to what the client is saying 
and to help them make us understand even when they aren’t exactly sure how to verbalize what they 
want. It is so important to put ourselves in their shoes and start from that point, to make sure we don’t just 
go with our own personal style. I think two important skills are active listening and starting with an open 
mind for each new experience, but also ready to offer direction and personal expertise. 
 
Student 02: 
Prior to looking at readings and videos, I did not know that things such as multiculturalism played a major 
role in programming. Designers have to take into consideration that their clients come from all types of 
ethnic and religious backgrounds. In depth research should be conducted before a designer can come 
forth with a design solution. This also ties into the empathy aspect of programming. Both clients and 
designers should connect on a "deeper level" in order to prevent any conflict or confusion between both 
parties. The programming phase can affect the final design because it is basically the skeleton of the 
project. It is the necessary research and analysis needed before any permanent decisions can be made. 
 
Student 03: 
Even though I got all of the answers to the initial questionnaire correct, I still feel that I learned so much 
more about programming. I learned how the programming phase really uncovers the client vision. I also 
learned more on the difference between quantitative and qualitative methods and how they impact the 
programming phase. Programming has a major effect on the final design because this is where you really 
find out what is needed as well as what the client is envisioning for the project. If we didn’t have the 
programming phase the design would turn out to just be the vision of the designer without considering 
what the client is wanting. This is also when we figure out what is needed for the space such as how 
many stoves or how much square footage is needed. We also learn the quality and experience that the 
client is envisioning or wanting to convey through the experience of the space. When in the programming 
phase it is important for the designer to be a good translator, interpreter, and active listener. Through 
these skills, the designer can really start to understand even more than the client, what they are looking 
for and what would be the best fit and result for the client. 
 
Student 04: 
A project can't be developed without programming. It frames design; it's the skeleton before the guts. 
Programming gives the who, what, where, why, and leads to the how. It discusses culture, vision, needs, 
desires, goals, facts, concepts, and uncovers the problem. If there is no interaction with the client or 
establishing of stakeholders to create a design for them, then the design is essentially for the plants that 
are going to take over the building once it closes down due to lack of success. Because it wasn't 
designed for anyone. No one did the work. No one got down on their knees on the floor and said, "this 
table is too tall for a three year old" or asked, "why don't we go beyond the minimum requirement to make 
this more functional and comfortable?" Empathy begins in the programming phase, but it should be 
carried through until the project is finished. Empathy is the "why" of design. If the designer can't justify the 
why of a choice, or that why doesn't relate back to a stakeholder, then the choice needs to be rethought 
or thrown out the window.   



Stakeholder Matrix Samples 
 
Student 01: 

 
Student 02: 

 



Student 03: 

 
Student 04: 

 
  



Reflection Paperangry Samples 
 
Student 01: 
The interview scenarios were very helpful in understanding my programming because it brought up many 
different things, some being things I wouldn’t have known or others being something that I would have 
thought would go a different way. These scenarios helped my understanding of programming by giving 
me an almost life like interview that I might get in the real world instead of already having a list of things 
from the teacher that the client needs. I had to listen to what the client was saying and really dig deep into 
their words and use empathy to figure out the best solution for the end user. Through using empathy, I 
could really think into what each stakeholders day might be like and what might make their work life 
easier.  
 
The most difficult part of my programming process was trying to figure out how much square footage 
should be used in each space. I think this might have been so challenging for me because I’m not the 
type of person to just throw some numbers on the page. I think everything through and therefore it takes 
me a while and I also over think things and want the spaces to be done in the most realistic and efficient 
way. From this unit I learned a lot more on the programming process and how it can really be a challenge 
to figure out how something is going to work. I also learned more on a realistic way of programming and 
how you might not be given a straight answer and you might have to use a persons body language or 
look deeper into their thoughts and actions to figure out what would be the best possible solution for all of 
the stakeholders combined. 
 
Student 02: 
I found creating my own programming to be very interesting and a great learning experience. This 
technique forced me to think more outside the box and about everyone that could and will potentially use 
the spaces provided. I also found it very interesting to have to come up with or find my own square 
footage per space. I learned so much about square footage ratio between space and how to divide the 
spaces accordingly. I think what I learned most from this is to always consider the underdog, or users 
outside the box in order to really create a space that works well for everyone. When considering these 
people it can also allow the design to enhance further than ever imagined before.  
 
In the stakeholder matrix, I found apply people to the rooms they could have access with to be very 
helpful. Thinking of how many people could use the space or the maximum amount of people that could 
use it at one time was very intriguing. I also found it very helpful to list out all the rooms and spaces 
needed throughout the design. This list allowed me to better understand what spaces I needed, the 
adjacencies between them, and how much square footage to allow for each based on the number and 
need of each space. For my first time creating a matrix and programming, I learned a lot about all the 
possibilities to consider and how to include everyone in the design by thinking of them early and often. I 
also liked that the programming template forced me to think about materials and furniture that could be 
used within the space. This also allowed a lot of guidance with square footage. I feel very confident 
moving forward, knowing that I have a good backdrop to look back on when creating and enhancing 
design ideas. 
 
Student 03: 
The programming part of this project I thought was really cool. It was interesting to have 
a program that was made to give the requirements by the “client” of the project instead of the 
requirements being handed to us on a paper and listed like every project that was assigned in the 
past years. It really made me focus on what the “client” was saying and what they expected and 
wanted out of the space. It threw curveballs that I wasn’t expecting to put in my image of the 
restaurant I was about to design. I think this programming really pushed me out of my comfort 
zone because it made me push to try different things in my design. 
 
I think the hard part of the programming was figuring out the square footage of what I 
wanted the restaurant to be or how much space to give each area. Throughout the process I 



learned that I had unnecessary spaces and that other spaces needed to be bigger than I originally 
thought. I think once I got my layout of where I wanted each space to be I felt really happy about 
it. Even though I am very content with the space I know that it will continue to change as it gets 
closer to the end of the project. 
 
Student 04: 
The amount of work that goes behind programming was more than I thought it would be.  I am sure that 
there will even be more in an actual project. I have learned that there is a lot of time that goes into 
interaction with the client. There are many small, but important, details that need to be discussed so that 
the design can be the best it can possibly be.  This stage is definitely one of the most vital pieces to the 
project.  
 
The website allowed for a virtual interview with the clients and stakeholders which I found particularly 
interesting. It is definitely a good first step for real interviews later in life, but is also a lot different than 
what I imagine it will be. The situation will definitely be a lot more intimidating and could go two ways: 
really great or really bad. Not all clients are the greatest to talk to, so that makes for an interesting and 
fearful conversation. Will need much more experience and practice before I am ready to face them alone.  
 
Student 05: 
The programming template was really helpful for the programming process. This portion 
of the project forced me to look at each space individually and better understand what each room 
needed. To be completely honest I had made my block diagrams before I filled out the 
programming documents, so I had already decided some of the information prior to filling out 
the program. The stakeholder matrix is something I did before I started sketching out the layouts, 
I found it to be very helpful. The site I selected for my restaurant is a multi-level, long narrow 
building, the stakeholder matrix really helped me to decide which aspects of the restaurant 
needed to go where in order to create a plan that made the most sense for the end users. The 
program analysis reiterated lots of the information from the stakeholder matrix and helped me to 
see more how the workers would need to interact with the space before I had thought mainly of 
the restaurant’s visitors. Overall, I think that these programming assignments are helpful tools 
that will be useful going forward as a designer. 
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