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Abstract: Menzer (2015) found that engaging in various arts activities at a young age is associated with 

positive social and emotional behaviors, including empathy, sharing, and mood 

control. Similarly, a series of longitudinal data analyses sponsored by the National 

Endowment for the Arts (NEA) examined the potential impact of arts engagement 

on education-related outcomes for children and teenagers from low-

socioeconomic-status neighborhoods. The study found that, among children and 

teenagers from socially and economically disadvantaged backgrounds, those with 

high levels of arts engagement showed more positive outcomes on indicators 

such as school grades, test scores, and high-school graduation rates, compared 

with youths with low levels of arts engagement. The Cultural Arts Center is in a 

Midwest city area now experiencing a high rate of poverty, discrimination, 

blighted properties and frequent incidents of violence. This center has generated 

enthusiasm and a sense of success to youth who have never participated in the 

performing arts before. The Cultural Arts Center would like to expand their 

services to serve the community better by acquiring a new building. The purpose 

of this project is to design a prototype for the center with structured classrooms 

taught by professional instructors who offer classes in introductory and 

beginning levels of dance, drama, music, and visual arts. Through this project the 

students developed an understanding of youth-at-risk, their communities, school 

systems, policies, lack of after school and art programs in these communities, and 

a thorough understanding of the mission, vision, and goals of the Cultural Arts 

Center. Students were required to research these issues, develop deep empathy 

for youth-at-risk, their circumstances, and sensory needs and provide a sensitive 

and empathetic design solution that would instill discipline, and pride through 

self-expression and self-discovery. 
  
Learning Objectives: Discursive Skills: Able to assess and evaluate relevant information from diverse 

perspectives and sources. Critical Thinking: Demonstrate critical thinking through 

a self-reflective process of conceptualization and considers alternative 

perspectives through research. 

Design Skills: Able to propose spatial interventions that addresses program, 

context, behavior inhabitation, & materiality across scales. 



Representation: Implement graphic representation techniques using a wide 

variety of media. 
 
Criteria: The project challenged the students to develop a design for the Cultural Arts Center for 30 

students and 5 instructors and the director. Programmable Spaces include: 

director’s office, music studio, visual art studio, dance studio, theater/creative 

writing, reading nook for children between the classes and few programmatic 

concepts to think about: opportunities to display the work of the students, 

storage, flexibility, flow and circulation, safety and security of the facility.  
 
Process: This project consists of 3 phases: Pre-Design (Research and Programming), Concept and 

Schematic, and Design Development. 

Phase 1: Through site analysis, understanding the context and users, researching 

(collecting information, analysis and synthesis) of similar typology and precedent, 

extensive literature review on youth-at-risk, under-represented communities, 

potential impacts of art, codes and understanding every space type mentioned in 

the program was conducted. 

Phase 2: The students created an empathy map, day in life journey, expression of 

felt space of the user through art or collage or making and assumption and goal 

setting exercise. These studies were utilized to integrate ideation within the 

schematic design phase, using an iterative process and within the conventional 

tools of programming (diagram, parti, adjacency studies). 

Phase 3: This was further translated into plan, elevations, sections, 3-dimensional 

drawing.  
 
Presentation Method: Project Booklet included: 

Site and Context: Location, orientation, applicable codes, issues and challenges 

with the building/location 

Client profile and end user profile 

Literature review: summary of articles focusing on the project (minimum 6) 

Programming: Activity Based Programming: Determine the activities and behavior 

that will occur in the building. Space Based Programming: Derive the spaces from 

these activities and program provided and organize the information in a tabular 

manner explaining the overall program 

Precedent Studies: Similar Typologies (minimum 4) 

Conclusion: How does this help you reframe the problem? Can you think of 

spaces in-between the program already mentioned? What could they be? How 

does this research help you frame the problem better? 

Digital Presentation included: Project Goals; Concept Studies and Diagrams; Floor 

Plan; Section and Elevation; 3-Dimensional development- can be perspectives, 

axonometric etc., must include one of the sensory spaces 
 
Evaluation: Programmatic Needs: Evaluation of whether the design meets the needs of the 

program and whether the adapted program meets the needs of the client. 

Functionality: The design meets those requirements needed for space to function 

in an acceptable manner for users. 

Design Quality/Creativity: The design solution addresses the elements and 

principles of design and satisfies the human and functional needs for that 



situation and application. How the translation of the concept into a physical 

environment along with the discourse between the two will also be evaluated at 

each stage. 

Comprehensiveness: This criterion evaluates whether each part has been 

addressed thoroughly and, in enough depth, to foster understanding. 

Completeness: All the parts have been completed. 

Verbal Presentation: Strive for concise, clear comments. The verbal presentation 

must capture attention to justifications that relate to both the translation and the 

program. 
 
Credits: 5 
 
References: Catterall, J. S., Dumais, S. A., & Hampden-Thompson, G. (2012). The Arts and 

Achievement in At-Risk Youth: Findings from Four Longitudinal Studies (Research 

Report 55). National Endowment for the Arts. 

Greenberg MT, Domitrovich C, Bumbarger B. Preventing Mental Disorders in 

School-Age Children: A Review of the Effectiveness of Prevention Programs. 

Rockville, Md: Center for Mental Health Services; 1999. 

Menzer, Melissa. 2015. The Arts in Early Childhood: Social and Emotional Benefits 

of Arts Participation. A Literature Review and Gap-Analysis (2000–2015). 
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PROJECT INTRODUCTION:  
In the broadest sense, a youth-at-risk is a child or adolescent who faces extreme threats to a successful transition 

into adulthood. They are vulnerable to multiple and intersecting problems, including emotional and behavioral 

disorders, substance abuse, violent and risk-taking behaviors, and poor connection to and performance in school. 

Youth-at-risk are more likely to live in vulnerable families and in inadequately supportive communities that contain 

high rates of conflict and expose youth to high-risk activities. 1  They are typically coping with trauma not only from 

their earliest days, but they continue to face ongoing rejection, abandonment, and violence, making it increasingly 

difficult for them to risk allowing anyone into their lives, especially an adult in a position of authority, like a 

teacher, that they are not familiar with. 

 

Research suggests that the arts can have a positive impact on youth development, from birth through 

adolescence. For example, Menzer (2015) found that engaging in various arts activities (such as singing, dancing, 

play-acting, and doing crafts) at a young age is associated with positive social and emotional behaviors, including 

empathy, sharing, and mood control. 2 Similarly, a series of longitudinal data analyses sponsored by the National 

Endowment for the Arts (NEA) examined the potential impact of arts engagement (such as taking art courses or 

participating in a school band or choir) on education-related outcomes for children and teenagers from low-

socioeconomic-status neighborhoods. The study found that, among children and teenagers from socially and 

economically disadvantaged backgrounds, those with high levels of arts engagement showed more positive 

outcomes on indicators such as school grades, test scores, and high-school graduation rates, compared with 

youths with low levels of arts engagement. 3 

 

Cultural Arts Center is based upon the concept of art as a weapon against poverty, racism, and discrimination. 

What started in 1996 as a dance ministry has evolved into the community-based Cultural Arts Center, a haven for 

at-risk youth. Youth who have never participated in the performing arts have suddenly experienced that excitement 

and sense of accomplishment at this center. Cultural Arts Center would like to expand their services to serve the 

community better by acquiring a new building. The purpose of this project is to provide a prototype for this center 

with structured classrooms setting with professional instructors who offer classes in introductory and beginning 

levels of dance, drama, music, and visual arts  

 

 

 

 

 
1 Greenberg MT, Domitrovich C, Bumbarger B. Preventing Mental Disorders in School-Age Children: A Review of the 

Effectiveness of Prevention Programs. Rockville, Md: Center for Mental Health Services; 1999. 
2 Menzer, Melissa. 2015. The Arts in Early Childhood: Social and Emotional Benefits of Arts Participation. A Literature Review 

and Gap-Analysis (2000–2015). Washington, D.C.: National Endowment for the Arts. 
3 Catterall, J. S., Dumais, S. A., & Hampden-Thompson, G. (2012). The Arts and Achievement in At-Risk Youth: Findings from 

Four Longitudinal Studies (Research Report 55). National Endowment for the Arts. 

PROJECT BRIEF INTERIOR DESIGN STUDIO  
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PROJECT OBJECTIVE:  
The founder, and executive director of Cultural Arts Center received a Bachelor of General Studies with a 

concentration in Computer and Administrative Science. As a child, she received a tremendous amount of exposure 

to the arts and mastered several musical instruments. In February 2002, she founded the community based 

Cultural Arts Center. The founding of this arts center was implemented out of a need to provide positive outlets for 

youth. The Cultural Arts Center was incorporated in February 2003 and received its non-profit organization status 

in May 2003. 

The Cultural Arts Center (FCAC) is committed to: 

• Building self-esteem, discipline, and a drive for excellence among at-risk children and youth through 

dance, drama and voice training, and arts education 

• Providing professional performance opportunities for program participants 

• Enhancing an appreciation for cultural and ethnic diversity 

It helps children develop critical life skills such as commitment, follow-through, and teamwork. Its current goals 

are to: 

• Make dance education available and affordable in "under-served" communities, where access to this type 

of training is limited or non-existent. 

• Involve parent, educators, professional artists, and the community in the lives of the children and youth 

through art education. 

• Offer quality dance instruction through classes, workshops, and repertory programs taught by master 

teachers and world-renowned performers. 

• Create professional performance opportunities so that students may actively participate in the world of 

performing arts, and showcase their artistic talents, and 

• Provide at-risk youth with life skills, discipline, resilience, and self-reliance. 

 

This project will be completed as a collaboration of student teams. Your team will research and design the 

prototype for this cultural arts center. The goal of the Cultural Arts Center prototype is to bring children and youth 

from all backgrounds together in a structured classroom setting with professional instructors who offer classes in 

introductory and beginning levels of Dance, Drama, Music (vocal and instrumental), and Visual Arts. The theater 

classes teach students to work together as a team when they practice call and response recitations. The dance 

classes allow expression through movement. Students also learn of different cultures and historical contexts by 

being introduced to different forms of dance, such as African Dance, Modern Dance, and Tap Dance. In visual arts 

classes, students learn to draw objects using basic shapes and they learn to recognize those shapes in common 

objects they see every day.  

 

Students shall develop an understanding of youth-at-risk, their communities, school systems, policies, lack of after 

school and art programs in these communities, and a thorough understanding of the mission, vision, and goals of 

Cultural Arts Center. Students shall also gain an understanding of the role art education plays against poverty, 

racism, and discrimination. Teams are required to research and explore these issues, develop deep empathy for 

youth-at-risk, their circumstances, and sensory needs and provide a sensitive and empathetic design solution that 

would instill discipline, self-pride, and self-confidence, through self-expression and self-discovery.  

 

1. General Program: 

• Cultural Arts Center:  

For now, it is estimated that there will total 25-30 students who will be part of this program, with 4 

to 5 instructors and the director. The students will move from one class to another in cohorts. The 

maximum capacity of the program will be 40 students.   

o Director’s office, near the entrance, 150 sqft 

o Locker’s for the students to store their backpacks, preferably near the drop off. 

o Music Studio for 5 to 8 students. Provide storage for musical instruments. 

o Visual Art Studio- 8 to 10 students for drawing, painting and sculpture. Storage space for 

the supplies and a sink required.  
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o Dance Studio: (Ballet, Modern, African, Afro-Cuban), 8-10 students- Typical requirement 

in the room- Mirrors and grab bars 

o Theater/Creative Writing, - 8-10 students, a flexible space, which can be transformed into 

space for performance. 

o Reading Space/Nook for children between the classes 

o Integration of sensory space to meet the needs of the children. The reading nook can be a 

part of the sensory space 

o A small lounge space for the instructors, which includes locker for their belongings and a 

small kitchenette.  

o Few programmatic concepts/spaces to think about: opportunities to display the work of 

the students to visitors and internally, storage space for supplies, flexibility in spaces, so 

they can be transformed into performance and display spaces for the community, flow 

and circulation (public entry, children drop off and pick up, staff flow etc.), safety and 

security of the facility. The hours of operation during the school year would be from 

3:00pm to 6:00pm and summer would be from 9:00am to 5:00pm.  

o The director would like to see an integration of the art/mural into the facility. 
 

DESIGN STRATEGY AND PHASING:  

Critical to the start of every project, research, investigation and a thorough understanding of the project, client and 

context are imperative to providing a successful, well thought out design. Context refers to everything from the 

physical space, adjacent site context i.e. buildings, streetscape, landscape, bus stops, sidewalks, etc., adjacent 

uses, neighborhood characteristics and regional characteristics. Learning how to compile contextual research and 

programmatic data, leads to the implementation of an appropriate solution meeting the physical, economic, social 

and psychological values and needs of the project. 

 

This project consists of 3 phases: Pre-Design (Research and Programming), Concept and Schematic, and Design 

Development (Digital Presentation and model).  

Phase 1: Pre-Design Research and Programming (Analysis and Synthesis)  

Through site analysis, understanding the context and users, researching (collecting information, analysis and 

synthesis) of similar typology and precedent, extensive literature review on youth-at-risk, under-represented 

communities, potential impacts of art, codes and understanding every space type mentioned in the program. 

Information Index: (It may not be limited to these topics) 

Site, Environment, 

Quality (design 

intelligence) 

 

Site analysis, climate analysis, orientation, accessibility, code survey, point 

of reference/entry/exit, sustainability issues. 

Context and conditions 

(design intelligence) 

 

Surroundings, psychological implications, character 

Client, culture and 

function (institution & 

thought leaders 

intelligence) 

Mission, vision, goals, culture, area parameters (Min. and Max. SqFt, 

Requirements in each Room), personnel forecast, user characteristics, 

organizational structure, traffic analysis (Main Paths, Secondary Paths, Min 

Widths Required, Flow), space adequacy, spatial relationships, ADA and 

Universal design 

 

Issues (research 

intelligence) 

 

Wayfinding, Sustainability, Trends, Theory and Framework, Codes and 

Regulations.  

Time (research Change, growth, occupancy date, projections, escalating factors, 
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Research will be conducted in-class and out of class; writing and completion of this assignment are entirely out-

of-class. Once you are finished with your research, ESTABLISH GOALS AND OBJECTIVES FOR THE PROJECT: 

Goals: what needs to be achieved? What are Client’s goals and what are the design goals? 

Objectives: are measurable outcomes to achieve the goals established?  

 

Phase 2: Ideation, Concept and Schematic Design  

 

 “To design is to adventure!!” 

 

You will do two studies, empathy map and expression of felt space of the user through art or collage or making. 

 

Once you have gained project wisdom and conducted these studies you will start designing the project. You will 

analyze and evaluate all the information gathered: (sketched, and upload on concept board for reviews). You will 

be able to map an experience plan (scenario plan for all areas in the project) and refine your design goals.  

 “Mapping is about articulating project wisdom within a plan that is aligned with the project vision. It is less about 

how to design and more about why to design.”- Roselyn Cama 

 

Concept is a ‘project driver or central idea’ that informs your design approach. It should clearly express the design 

idea (what) and design strategy (how). 

You will: 

• Write concept statement and strategies/tactics to accomplish the project 

• Have Inspiration supporting the concept (studies, research, images) 

• Develop Parti Diagram and Experience Plan 

• Illustrative sketches of ideas 

 

Develop various drawings by organizing and reorganizing these diagrams. Document this process work. 

You will get feedback on this phase from your peers and instructor. Now you will move to the Schematic Design 

Phase where you will develop Space Plan and 3-dimensional sketches and receive feedback. 

 
Phase 3: Design Development: 

You will first refine the floor plan and start working on the final three-dimensional development. You will also 

refine your project statements and diagrams as needed. You will have a progress uploaded for this stage and final 

presentation. 
 

DELIVERABLES: 
1. Process Work 

2. Project Booklet  

3. Digital Presentation: 

 

DIVISION OF WORK: 
This project is being done in teams of 2. The benefits of team work experiences cannot be understated, and 

this opportunity will enable each student to take a complex project farther than they could take it on their own 

and is great training for work in the field, the vast majority of which is done collaboratively. To make sure that 

the logistics of the project are considered, and the optimal learning environment is achieved, the following 

guidelines must be followed. 

 

Each team must use a project planning sheet and determine in advance how the work is to be accomplished. 

intelligence) 

 

adaptability and tolerance 
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The document must identify: 

1.   Tasks* (concept statement, bubble diagrams, E-W section, etc.) 

2.   Person responsible for each identified task 

3.   Due date for each task 

4.    Date the deadline was met by the responsible person, and if not, on what date it was complete 

5.    Schedule of team meetings outside of class (to augment studio time). A minimum of two times per 

week in addition to studio time must be identified. Meetings can be cancelled if not needed (decision must be 

unanimous), but all students must commit to meeting times; times must be decided collaboratively 

 

This information must be turned into the instructor at programming and research phase, concept and 

schematic, and along with the final booklet. It is the intention to provide a single final score to all members of 

the team. However, the instructor retains the right to award different/unique scores to team members within the 

team. The final score for each member will depend on the member’s participation, quality of work, commitment 

to team deadlines, and attendance at scheduled team meetings. These characteristics will be determined based 

on 1) evidence of work, 2) observation of team members and readiness at critiques and reviews, and 3) 

evaluation by team members. 

 

EVALUATION CRITERIA: 

The grading of the assignments for this course will be based on integrated criteria such as the following. Please 

note the instructor has the right to add/subtract criteria as needed based on changes during the project. It is 

important to note that all these criteria are interrelated; they cannot be separated as each one affects the other(s). 

 

Programmatic Needs 

• Evaluation of whether the design meets the needs of the program and whether the adapted program 

meets the needs of the client.  

Functionality  

• Whether the design meets those requirements needed for space to function in an acceptable manner for 

users. For example, circulation clearances, code compliance, etc.  

Design Quality/Creativity 

• The design solution addresses the elements and principles of design and satisfies the human and 

functional needs for that situation and application. Creativity in the problem solution and strength of the 

overall character of the space are also evaluated. How the translation of the concept into a physical 

environment along with the discourse between the two will also be evaluated at each stage. 

Comprehensiveness 

• This criterion evaluates whether each part has been addressed thoroughly and, in enough depth, to foster 

understanding. For example, annotated drawings, models, word descriptions, titles, etc. help increase 

understanding of one’s design ideas and scope of work. Please note that ideas must be communicated 

VISUALLY. Words alone are not enough in most cases. 

Completeness 

• This criterion evaluates whether all the parts have been completed.  

Verbal Presentation 

• Strive for concise, clear comments. The verbal presentation must capture attention to justifications that 

relate to both the translation and the program. Stay within the time limit. 

 



 

 

 

STUDENT NAMES………………… 

TOTAL POINTS: …………………….   

 
CRITERIA EXCELLENT 

(A Grade 
Range) 

ABOVE AVG. 
(B+ or B Grade 
Range) 

AVERAGE 
(B- or C+ 
Range) 

BELOW AVG. 
(C or C-) 

POOR 
(D+, D -or D-) 

PROJECT BOOK (Research + Book) 
All Sections mentioned on Project Brief are Included with appropriate headings - TOTAL POINTS 200 
CONTENT OF THE BOOK: 150 POINTS 

DEPTH OF INVESTIGATION: (20 PTS)  
Demonstrated understanding of client, the 
typology and contextual issues; and 
effectively reconciled competing forces 
associated with the conceptual and 
technical design issues. 

     

PROJECT STATEMENTS: (10PTS) 
Project Statements: Fluency & 
Composition Quality  
(intro, body, conclusion, proper spelling, 
grammar, syntax, sentence structure)  
Goals and Objective: Fluency & 
Composition Quality  
(intro, body, conclusion, proper spelling, 
grammar, syntax, sentence structure) 

     

SITE AND CONTEXT:(10 PTS) 
Appropriate site selection with reasoning 
and thorough analysis of site (written and 
diagrammatically). 
Synopsis of understanding of the site, 
context, history and culture of place. 
 

     

LITERATURE REVIEW: (30 POINTS) 
Summaries of articles is well documented 
Key takeaways from guest lectures 
documented 
Synthesis of literature review 
Overall depth of research and analysis. 
 

     

OCCUPANT/USER 
REQUIREMENTS/SPACE NEED 
ANALYSIS: (40 POINTS) 
Client and User group profile is well 
defined 
Understanding of the appropriate 
activities, spaces and programming 
concepts based on the research. All the 
forms for spaces are filled out 
Adjacency Matrix filled out correctly 
Prototypes and annotated inspiration 
images well documented 
Appropriate square footage calculated in 
excel sheet. 

     

PRECEDENT ANALYSIS: (40 POINTS) 
Appropriate selection and interconnected 
to the issue.  

     

BIBLIOGRAPHY 
(10 POINTS) 

     

OVERALL COMPOSITION AND QUALITY OF THE BOOK: 50 POINTS 

Correct format and all the content 
mentioned is added 

     

Cover sheet and Table of Contents      

RUBRICS 



 

 

Legibility and visual quality of layout       

Overall aesthetics of graphic layout and 
branding 

     

Overall Organization of the Booklet      

Overall Design Quality        

DESIGN PHASE: 150 POINTS 

Concept Development:  Ability to 
succinctly and clearly identify a concept 
that drives subsequent design decisions.  
Considered the clarity and consistency in 
layout, furniture, and finish selections. 
All the studies supporting the conceptual 
development and reflecting the 
understanding of users are included. 
 

     

Space Plan   

• Plan fully developed   

• Include all FF&E 

• Space Utilization and Efficiency 
 

     

3-Dimensional Visualization: The 3-
dimesional development of the space is 
appropriate to meet the needs of the 
users and serves as a creative and 
inspiring introduction 
 

     

Finish and Furniture Selections: 
Appropriate final selections of furniture 
and finishes that reinforce the concept 
and fulfill the technical and programmatic 
requirements of a space. 
 

     

Design as an iterative process: 
Evidence that multiple ideas were 
explored. (MULTIPLE BUBBLE 
DIAGRAMS, SKETCHES, STUDIES 
ETC.) 
 
Notations and supplemental information 
enhance schematic work and shows a 
thorough documentation of the thought 
process.   
 

     

Design Ability: 

• The ability to critically distill relevant 
issues into effective design ideas that 
are appropriate to the context in which 
they are pursued. 

 
Quality:  

• Creativity in the schematic 
development and strength of the 
overall concept and character of the 
space are evidenced.  

Demonstrate innovation and creative 
thinking. 
 

     

Representation and Visual 
Organization of the presentation. 
The presentation follows a logical 
narrative  

     



 

 

All necessary annotations are included 
and are readable and clear. 
All visualization is of high image quality 
and are relevant and supportive of the 
larger narrative. 
In addition to verbal descriptions, 
diagrams and other drawings are used to 
convey development. 

 
VERBAL PRESENTATION: 50 POINTS 

 

Clarity of Verbal Presentation 
 

     

Organization 
 

     

Confidence and Poise 
 

     

Answering of Questions      

   

 

 

 



YOUTH AT R ISK: EMPATHY AS A DES IGN DRIVER 



STUDY 1 |  RESEARCH

STUDY 1 | ARTICLES AND READINGS
RESEARCH AND EXPLORATION OF YOUTH AT RISK                      
Students were given a list of articles, podcasts, and videos to 
watch. as well as guest speakers to aid in research + exploration.  

GOAL
Develop a  basis for understanding of the client, site, user, youth 
at risk, + other interests for the project outcomes on a student 
by student basis

https://hechingerreport.org/comic-a-little-girls-school-helps-her-deal-with-
trauma-at-home/



STUDY 1 |  RESEARCH

STUDY 1 | PRECEDENTS
RESEARCH AND EXPLORATION OF ARTS AND EDUCATION 

GOAL
Synthesis of academic research findings                                           
Evidence of analysis



STUDY 2 | EMPATHY MAP

STUDY 2 | EMPATHY MAPPING
DOCUMENTATION AND ANALYSIS OF EMPATHY MAPPING                                      
An empathy map is a tool that helps the design team to 
empathize with the people for whom they are designing. 

GOAL
Understand users thoughts, feelings, needs, motivations, 
attitudes, and beliefs.      
Considerations relative to project program.



STUDY 3 | DAY IN L IFE

STUDY 3 | DAY IN LIFE
DOCUMENTATION AND ANALYSIS OF USER DAY

GOAL
Understanding of activities and practices of the user that 
will influence the design



STUDY 4 | COLLAGE

STUDY 4 | COLLAGES
DOCUMENTATION AND ANALYSIS DAY IN LIFE OF USER

GOAL
Abstractly represent the end users experience of a day in 
their life.



DESIGN |  STUDENT PROJEC T 1

STUDY 2 | EMPATHY MAP
Understand users thoughts, feelings, needs, motivations, 
attitudes, and beliefs.      
Considerations relative to project program.

STUDY 3 | DAY IN LIFE                                            
Understanding of activities and practices of the user that 
will influence the design.

STUDY 4 | COLLAGE
Abstractly represent the end users experience of a day in 
their life.

“



DESIGN |  STUDENT PROJEC T 1

DESIGN DEVELOPMENT
Project Goals:  Identity: Helping children and young adults find 
themselves through artistic expression.  Empowerment: Guiding 
children and young adults towards a personalized future.  
Community: Creating a safe and fun environment that informs 
the beneficial impacts of art on the neighborhood’s younger 
generation. Designing for children that have gone through 
traumatic life experiences is such an important, and often 
overlooked, area of design. Exposing them to art, music, and 
other extracurricular activities has provento help traumatized 
children greatly, and to set them on a positive path for their 
futures. The concept for center is to redefine the space through 
design elements that activate creativity and inspire a different 
point of view of the world.



DESIGN |  STUDENT PROJEC T 2

STUDY 2 | EMPATHY MAP
Understand users thoughts, feelings, needs, motivations, 
attitudes, and beliefs.      
Considerations relative to project program.

STUDY 3 | DAY IN LIFE                                                
Understanding of activities and practices of the user that 
will influence the design.

STUDY 4 | COLLAGE
Abstractly represent the end users experience of a day in 
their life.



DESIGN |  STUDENT PROJEC T 2

DESIGN DEVELOPMENT
The catalyst : designed elements that propel Foluké’s success + 
students growth while still recognizing the original state

The concept of catalyst is interpreted metaphorically in 
relationship with the building, the existing building elements are 
representative of the existing mindset or place that exists for 
students then our designed elements become the catalyst that 
is the medium connecting the existing to the energizing program 
of Foluké. The exposing of the existing buildings beams and 
brick in some areas are representative of transformation and the 
embrace of the non linear process of growth. 



DESIGN |  STUDENT PROJEC T 3

STUDY 2 | EMPATHY MAP
Understand users thoughts, feelings, needs, motivations, 
attitudes, and beliefs.      
Considerations relative to project program.

STUDY 3 | DAY IN LIFE                                              
Understanding of activities and practices of the user that 
will influence the design.

STUDY 4 | COLLAGE
Abstractly represent the end users experience of a day in 
their life.

“



DESIGN |  STUDENT PROJEC T 3

DESIGN DEVELOPMENT
Concept: Reflection:                                                                             
An often obscure or indirect criticism a thought, idea, or opinion 
formed, or a remark made as a result of meditation considera-
tion of some subject matter, idea, or purpose

Strategy: Magic Realism                                                                  
Magic realism is an escape from reality. It allows people to break 
off into something that they may not normally be able to. In a 
similar way that people enjoy watching fantasy movies, it let’s 
people play in a way that real life doesn’t typically allow. Magic 
realism can help curate a curiosity and a playfulness that will 
then continue with them through their adult life and that curi-
ositywill also hold all of the powerful memories and lessons that 
Foluke has taught them.



DESIGN |  STUDENT PROJEC T 4

STUDY 2 | EMPATHY MAP
Understand users thoughts, feelings, needs, motivations, 
attitudes, and beliefs.      
Considerations relative to project program.

STUDY 3 | DAY IN LIFE     
Understanding of activities and practices of the user that 
will influence the design.

STUDY 4 | COLLAGE                                                   
Abstractly represent the end users experience of a day in 
their life.

User Profile:

age: 6-14, youth

race: black or other minority/
marginalized group

education: elementary school

member of the community
youth-at-risk

Think/Feel:

Frustration and confusion- 
difficulty processing events in 
their life.

Repressed emotions- have 
troubles verbalizing and 
contextualizing their feelings.

Lost- in need of a 3rd place.

See:

An escape- someplace that is 
removed from their “normal 
life”

Calming yet vibrant- a space 
that can soothe and positively 
stimulate

Hear:

Positive Affirmations- 
they need verification of 
themselves, need to be valued 
and have a sense of purpose

Upbeat- happy rhythms to uplift

Pains and Gains:

How can they feel valued and accepted? Success? Verbal affirmation? Identifiable space?

How can the individual needs be met? Youth with internalized and/or externalized behaviors?

How would someone positively or negatively respond to a physical space? Boundaries? 
Barriers? Open or closed? 

Say/Do:

Internalized Behavior- become 
standoffish, quiet, isolate 
themselves

Externalized Behavior- deviant, 
act out, physical or verbal  
misdemeanors
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DESIGN DEVELOPMENT
1: Create a living room environment, investigating prototypes 
of the home.

2: Meet the needs of studio spaces generously.

3: Allow room for the users to leave an imprint on the space.

4: Unify connections horizontally and vertically and the 
relationship to the outside world. 5: Empathic understanding 
of the sensory needs of the children (daily and overall).W


