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 Abstract Exploring memories of places, one may find a series of rapid yet amorphous  
  associations of singularly powerful images. If one focuses, one may find the images 
  are not of independent objects, but of spaces through which one mentally travels. It 
  always appears as a single composite image incorporating events one has  
  witnessed, together with those described by others, or in dreams and fantasies. The 
  challenge is to create an environment based on such dreams and fantasies hoping 
  to be recalled by children later as their images of memories. 
 
 Project Objectives To investigate the functional, aesthetic and technical factors involved in the design 
   for a special group - children; 
  To develop skills in research, programming, and design development; 
  To demonstrate refined ability to present a design concept and solution three 
   dimensionally; 
  To understand and demonstrate the properties, of the required materials through 
   their creative and proper use; and 
  To observe, evaluate and document the end-users' reactions to the installed  
   environment. 
 
 Criteria Background 

Having observed children as spectators and as participants in children's theater, I 
realized how easy it was to open up new worlds for children by stimulating their 
imagination with simple but creative situations and environments.  Studies indicate 
that a majority of the day care facilities for the children in the United States are not 
up to par, and definitely far from being stimulating, creative or exciting: especially 
in regions such as Iowa, where cold winter days force children and supervisors 
indoors (sometimes for over six months), wearing down high spirits and causing 
"cabin fever." I thought offering new play environments, even if only temporarily, 
might bring color and excitement to the children’s' familiar surroundings. 
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  Program Requirements 
  To identify children three to five years of age from local day care facilities; 
  To observe and interview children concerning their behavior in relation to the day 
   care center environments; 
  To interview the staff of the day care center; and 
  To design and build a play environment to be installed on campus in a large space 
   such as an atrium or open, but protected outdoor green. 
 
  Problem Statement 

Students were asked to work as a team to create an imaginative, stimulating, safe 
and cheerful architectonic play environment for children three to five years old. 
These environments were to be installed in a designated space on campus where 
the children were invited to come to play for a set period.  These environments 
were to be donated to the day care centers at the end of the project, if 
transportation was provided. 

 
  Client Profile 

Male and female children ages three to five from local day care centers. 
 
  Spatial Information 

To be determined by each day care center and documented by each student 
through observations and site measurements. 

 
  Constraints 
  Materials to be used included cardboard, paper, glue, tape and paint. 
 
 Process Week One 

• Select a partner or form a team. 
• Perform and document a literature and media search. 
• Prepare a bibliography. 
• Consult experts on the topic. 
• Select a day care center for the project 
• Make an appointment to observe and interview the director, staff and children. 

If children are too young to hold conversations, observe their daily activities, as 
you would observe their existing environments. 

• Take measurements of the center and draw the existing conditions. 
• Develop a client profile based on interviews and observations. 
• Study all areas used by the children. The most common area where the children 

are the most active will be the space where you will implement your design 
three dimensionally; i.e. build a full-scale environment with cardboard, and then 
paint it. All materials used have to adhere to code requirements for day care 
facilities. 

• Consider the environment and space of your childhood's imagination, dreams 
and fantasies. 

• Study: environments designed by other designers; accessibility of adults to the 
designed space; flexibility; and maintenance. 
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  Week Two 
• Decide on the best idea. Develop and refine the design based on the feedback. 

 
  Week Three 

• Draw the environment to scale. 
• Critique your work with study models. 

 
  Week Four 

• Build and paint your play environment. (Important note: All painting indoors 
should take place on plastic drop clothes. All spraying should take place 
outdoors or in the "spray rooms." Building, spraying, and painting of the full-
scale model should not cause harm or destruction to the building or the 
environment under any circumstance. You must remember that as designers 
your first obligation is to protect, and then to enhance your environment.) 

• Final presentation of the environments to the children and day care staff. 
 
 Presentation Full-scale models were displayed in the College of Design Atrium for the children 
  and staff of the involved day care centers, as well as for children from other day care 
  centers and preschools in Ames. 
 

The highlight of the experience for the students was to see and evaluate the very 
uninhibited reactions of the children to various creations on the floor. This allowed 
the students to actually experience "post-occupancy evaluation," a responsibility 
from which even some practitioners shy away. These environments were displayed 
in the five-story atrium of the College of Design, Iowa State University; and children 
were invited for a "play-in." 

 
At the end of the day the models were donated to the centers, with transportation 
arranged between the center staff and the design team. 

 
 Evaluation A four point plus/minus letter grading system was used. Point distribution: 

• Research/Concept ..................................................15% 
• Process/Design...................................................... 50% 
• Model Presentation ................................................35% 

 
Students evaluated and scored each other. Students' scores consisted of 
50% of the final project grade. Evaluation was based on: 

• ability to work with the design team and the clients; 
• use of imagination and creativity; 
• originality and implementation of the idea; 
• sensory sensitivity; 
• feasibility and practicality; 
• sense of scale and proportion; 
• sense of color, texture and pattern; 
• craftsmanship; 
• presentation and feedback from the children and staff; and 
• time management. 
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 Credits This project was enthusiastically received by the College where the sight of 200-250 
  running, jumping, screaming, happy children became a welcomed diversion for 
  all students at the peak of their studies two weeks before the finals. The project has 
  been conducted over the last two years. Based on the interest and curiosity it has 
  created among the children, students and the local media, it appears as though it is 
  becoming a tradition. As the students say, "It is a fun project." 
 
 Documentation Clipping from the Des Moines Register. Dec. 6, 1991. 
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School Center, finds her way through a card-   100 children spent an hour climbing on, 


