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Abstract:                 Understanding the inextricable link between interior design education and 

practice (praxis) emphasizes the value of practice-based exercises in 
education. So, what does it mean to "teach green?" Historically, "green 
design" assumes the role of designing better, applying strategies for 
incremental improvements from a benchmark to a prescribed zenith. 
Interior designers are comfortable working in this sphere of design for 
where the human resides, addressing material health and wellbeing in the 
constructed environment, especially in the areas of FF&E (Furniture, 
Finishes, and Equipment). Teaching green practice(s) leverages well-
recognized standards, material and product declarations, certifications, 
and improvements in local laws and codes for greater efficiencies. 
Admittedly often problematic, the term design for sustainability 
encompasses more by definition or lack of specificity--people, planet, 
prosperity (economy), policy. The pillars of sustainability have the quality 
of human life at their center. Sustainability requires systems thinking to 
consider the impacts of creative works upstream and downstream of the 
constructed environment. However, it struggles to be free from the 
practice of designing for efficiencies alone rather than challenging the 
concept of consuming. Designing for regenerative transformations 
questions more critically what needs to be designed for a change 
underway or needed rather than designing for less human consumption 
alone. Teaching and practicing a regenerative design process is more 
complex because it necessitates the study of ecosystem health and 
wellbeing, at different scales, over time, for human and non-human 
conditions alike. Navigating in this arena is less familiar, but exercises 
that teach methods, tools, and skills for intervening at the fuzzy-front-end 
of a project enable interior design students to see themselves as 
facilitators and a force for change 

  
Learning Objectives: SWBAT: Practice systems thinking and evidence through drawings 

and text; Understand pre-design as design and the role of interior design 
in this phase; Explore methods and tools of strategic design; Understand 
how designers modify strategic design methods and tools to be more 
appropriate to the client/users/ecology of a condition/site; leverage data in 



decision making for what goes into a project design brief/program; Apply 
environmental design principles to project goals and design process. 

 
Criteria:  The exercise could be a stand-alone project for an environmental design 

course or launched as an "ice-breaker" that assists in developing a studio 
project design-brief or scope of work. The exercise is limited to rethinking 
and repurposing the pre-design phase to position a project for more 
regenerative transformations in the constructed environment. As a 
practice-based exercise to be replicated in the field, students role-play 
specific methods and have agency to explore modifications. 

 
Process: Research: The class reflects on key terms—sustainable development, 

green design, etc.—and the phases of a design contract. Students 
consider how a project team arrives at a shared definition and set of goals 
for a project. Students explore the role of the Pre-design phase of a 
contract and consider its significance in establishing what needs to be 
designed for a more regenerative design process. Students consider 
various sectors of design—residential, retail, etc.—and select a sector for 
further study. Students research sector-based emerging trends and 
developments Students consider which developments or trends lay the 
groundwork for regenerative transformations using goals established in 
the first part of the exercise Ideation: Students identify challenges and 
opportunities for design to advance such transformations and consider 
what metrics to apply during the design process Present: Students create 
initial concept drawing(s) that close the Pre-design phase of a project 

 
Presentation Method:  

 The exercise allows students to see examples of how an interior 
designer is positioned to help develop a project’s design brief. The faculty 
begins by introducing how project goals might be established and how the 
Pre-design phase provides the space for imaging what could be. Students 
present their process work and document activities on a shared MURAL 
board for each in-class and homework assignment. Students have many 
opportunities to present their thoughts, life experiences, research, and 
designed process work outcomes. In some iterations of the project and 
with careful coordination, students role-play, creating workshop tools, and 
facilitating activities with the externals in structured public events. Final 
deliverables are presented to the class to reflect on the project as part of 
the reflective design process. 

 

Evaluation: Students are evaluated by the quality and depth of their research, their 
level of engagement with in-class exercises, self and peer-reviews, and 
quality of creative outcomes. 

 
Credits: N/A 
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Pre-design, Interior Design, and Design for Sustainability

Rethinking Retail Design

Narrative of the Retail Experience - 10 points
Student presents their narrative of the retail experience as it emerged from existing conditions to 
the designed customer journey informed by readings and research. Presentation outcomes 
include a project description, annotated images, diagrams, and accompanying text. 
 

Connections to Readings and Research - 25 points
The student makes explicit connections to the readings and research when explaining the logic of 
the overall project concept and the design decisions made along the way to the final. Outcomes 
include highlighted text, explicit and well-cited references in the visual and verbal presentation.
 

Concept Design Storyboard- 55 points
The student's visual and verbal storyboard is creative and considers the elements and principles 
of design and environmental design as a whole. The design concept illustrates how humans (and 
non-humans) interact with the tangible and intangible aspects of the design. You may present 
your story in a user's voice (a day-in-the-life) or the third person. The amount of drawings and 
content reflects the level/scale of your system intervention and your service boundary. There 
needs to be enough drawing and text to be clear without having key concepts verbally explained 
to the reader/viewer.

Presentation Content Organization - 10 points
The final presentation's layout, style, and organizational logic reflect the project concept and 
presentation medium. The presentation is delivered on time. 



Pre-design, ID, and Design for Sustainability

Project - Rethinking Retail Design
We have explored key terms and principles of environmental design in the class. We see the role 
of interior design in helping human and non-human ecosystems adapt and thrive. Along with an 
agreed-upon general definition of Sustainable Design, you will apply your learning to a final 
design project.  

We will operate as a design think tank and consultancy created to help address how design can 
further more sustainable consumption practices and enable regenerative transformations in the 
face of climate change impacts, specifically for the retail sector of business. 

In the Schematic Design phase, the interior designer reviews the program and other information 
furnished by the Owner and reviews the laws, codes, and regulations applicable to the interior 
designer's services. In the phase that comes before schematic design, often referred to as the Pre-
design phase, a design team can lead research and visioning to define goals and develop a 
program. 

Our project will model professional practice activities and potential outcomes of the Pre-design 
phase of a design project. In class, we discussed what activities might occur in the Pre Design 
Phase. We ask pre-positioning questions to help envision alternatives to business as usual; 
therefore, we acknowledge this work to be design and rename this phase Strategic Design. 
Possible services in this phase include data-driven research, discovery workshops with designed 
props/tools, key stakeholder interviews, and other ethnographic research methods. Storyboard/
concept drawing outcomes help develop a program of requirements.

What is the future of retail? Who is doing more with less? Moreover, How can interior design 
amplify regenerative practices as alternatives to business as usual?

Brief Description of Project Assignments

Assignment 1 - Who is doing more with less?
Research and select a retail business where less material resource consumption is a part of the 
business strategy. Some local "brick and mortar' examples are:
• Rent The Runway or Nudie Jeans (the models outside of the USA and online)
• Hex
• Community Supported Agriculture sites
Conduct a site visit and study the retail experience. Outcomes: description, annotated images, 
service map, sketched plan(s), elevations(s), 3D sketches.
It is possible to study a business with an online presence and imagine you are hired to design 
their physical presence. In professional practice, the strategic design phase might question 
whether a brick and mortar store is necessary. Perhaps the business is interested in pop-up retail, 
taking advantage of empty sites or mobile retail. If this is your project entry point, then provide 
data and examples to support it.
Examples:
• Free Seed project



• League of Urban Canners
• Mobile Food Market (Ujamaa Freedom Market) or Bus stop Farmer's Markets
Consider similar businesses and conduct a visit to study how the retail experience might work for 
the online service. Outcomes: description, annotated images, service map, sketched plan(s), 
elevations(s), 3D sketches.

Assignment 2: What future predictions for the retail sector might help amplify doing more with 
less? You will explore current research about the future of retail and present your analysis.
Many companies research the future of retail. Take a look at the recommendations from the 
following examples of research and document what recommendations you would like to pitch to 
your client and why.

• Gensler research and Insight: Retail
• CBRE: Retail 2030
• Bain: Retail, and Luxo 2030
• Other: Research on the Retail business sector that you have found for a context beyond 

the United States of America
What recommendations further less material resource consumption and how? How might the 
recommendation make consuming less material resources more enjoyable?
Outcomes: description, annotated images, service map, sketched plan(s), elevations(s), 3D 
sketches.

Assignment 3: It is 2030! What does your retail condition look like? How has interior design 
helped amplify alternatives to the business as usual model of retail and consuming material 
resources?
What is your design concept for this futuring goal? How have you designed to improve/amplify/
further alternatives that:

• Extend the life of things? (Manzini, 1994)
• Transform concepts of consuming to more regenerative practices and systems thinking?
• 'Consume' services rather than material resources for new stuff and make extending the 

life of materials or products super-fun and enjoyable?
The project outcome describes your future retail experience and concept design drawings for 
your chosen business used to develop a project program of requirements. All the design stages of 
a project would follow this outcome.

1. Retail Experience Described. Describe your customer journey that conveys the retail 
experience of living a more enjoyable life by rethinking consumption practices--a 
diagrammed narrative of the experience. The description can be part of the storyboard 
below, as well.

2. Concept Design. Write a brief concept statement. Identify how the concept(s) informed 
your design. 

3. Create concept design drawing(s). These are brainstorming concept sketches of how 
things might work in the retail setting. Trace over existing images and add your concept 
to the existing space, or draw an ideal concept in an ideal space (plan, elevation, 3D 
view). Use digital and/or analog methods (colored pencils or photoshop/illustrator/stylus 
tablet/Miro Board tools).

https://www.gensler.com/expertise/retail/research-insight
https://www.cbre.us/real-estate-services/real-estate-industries/retail-services/retail-innovation-hub/retail-2030
https://www.bain.com/
https://www.bain.com/insights/luxco-2030-a-vision-of-sustainable-luxury/
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EXISTING SITE STUDY- 14TH ST.

CASHEIR DESK LOCATION

One aspect of Goodwill that works is the location of the cash desk. The cash desk is the front of the store near the entrance. This strategic location creates a 
smooth flow for customers through the retail store. When shoppers enter the store, the cash desk directs them to begin walking towards the back of the store, 
as they know they will finish their shopping journey with the check out back at the entrance.  The cashiers desk also houses several display cases reserved for 
higher-end items such as jewelry and brand name purses on promotion. Finally, the cash desk right at the entrance gives Goodwill the opportunity to great 
their customers upon arrival. This is especially important for forst time shoppers, who Goodwill wants to welcome warmly. 

CATEGORIZATION OF MERCHANDISE 

The store organizes items in terms of categorization. First, the items are divided by home or clothing, then by sexe, then into cateorization by weight and body 
location. Human clothing categories are as follows; men, women, sweaters, shoes, vests, dresses, pants, shorts ect... Simple signage lets the shoppers know 
where items are throughout the store. Although clear, logical and familiar, the merchandizing could be more effective. 

SIGNAGE

Within the store, there is a simple visual diagram to educate shoppers on the do’s and don’ts of donation, and on how their support leads to jobs within 
Goodwill’s respective communities. Although the diagram is a great way for Goodwill to convey it’s misssion statement, it could be more engaging and  
informative.  
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EXISTING SITE STUDY 

ROWS OF CLOTHING 

Although the cashier desk with the display at the front of the store works well,  the long rows of clothing racks are not the best way to direct people through 
the store. They are also not the best way to display the merchandise. The long cohesive rows make you feel like you’re in a grocery market. These rows are 
also quite typical to thrift stores alone. Another characteristic of thrift stores (which excludes vintage and consignment stores) is the categorization of their 
merchandise into categories by items - sweaters, tank-tops, jackets, dresses. This is in contrast to higher-end vintage stores, who categorize based off of color, 
season and other methods. Godowill’s layout also felt quite cramped as the rows are tightly packed together and stuffed with clothing. The LED lighting 
reminds shoppers of a hospital and does not display the used garments in the most flattering light.  

MERCHANDISING

Further, although some of the merchandise is highlighted in the display case at the font of the store, there are no mannequins showing the clothing or outfit 
combinations throughout the store. In most higher end vintage stores,  combinations and featured items that are on trend are displayed throughout.

DONATION STATION

Finally, the donation aspect of the operation is not highlighted or celebrated at all within the store. This is strange to because Goodwill relies on donations and 
should be celebrating the act for their patrons.

N
E

G
A

T
IV

E
S

EXISTING LAYOUT- 14TH ST.

S
IT

E
 P

H
O

T
O

S



AMPLIFY REDUCE, REUSE & RECYCLE IN EXISTING SPACE 

CUSTOMER INTERACTIONON 

In order to highlight, celebrate and encourage donations, the act of donating should be interactive. This will give people encouragement and satisfaction, 
therefore making it a more enjoyable and rewarding activity. In order to do this, a donation desk with an employee should be added at the back of the store. 
This will encourage people to walk through the store and look at merchandise on their way to the donation desk. This will allow Goodwill a chance to thank the 
donators, as well as educate them on their values and statistics through a passionate employee. 

I also believe that there should be an interactive element in the store, where people can see the impact that they are making in real time when the make the 
decision to donate or to shop second hand. This can be in the form of an interactive screen where one can the true cost of buying something new vs. reusing. 
Goodwill could also inform the customers on some of their other community-based initiatives here. Goodwill would be able to tell their story in much more 
engaging and interactive fashion.A screen on the exterior of the building would be a guerrilla marketing tactic and would continue to inform people even 
when the store is closed. 

DESIGN & COLORS 

Sustainability moving forward is about minimalism, it is about all of us living more simple lives. The store should reflect this in both its finishes and in the 
amount of merchandise that is being displayed at a time.  I propose an “interior facelift” to update the design to properly reflect the companies values. A 
nature-inspired color palette should be used. Further, because we do not want to waste resources renovating a store, the unit can simply be brought to its 
bare bones- concrete and exposed ducts. Wood or recycled plastic should be used for the fittings throughout the store. The key to sustainable design is to 
ensure it will last a long time. Therefore the desgin must be well constructed as well as portable and maliable so that they can adjusted in the future. 

LAYOUT & MERCHANDIZING 

To further the minimalist design concept, I am proposing a different layout design. This design will help position the store as a more high end and thus 
enjoyable experience.  The clothing can be sorted based on different factors such as season, color or style. The different areas within the store will also allow for 
displays of outfit combinations and highlighted trends or seasonal items. The entrance will also be shifted to the centre of the store so that the window display 
can be seen by pedestrians walking both ways. 
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AMPLIFY - LAYOUT & MERCHANDISING

PROPOSED LAYOUT

 Boutique style store layout for improved customer flow.   
 Merchandise is grouped into shopping areas. Merchandise   
 is minimal and displayed in various ways including on tables  
 and shelves. Merchandise is displayed in outfit combinations  
 throughout  the entire store.

L
A

Y
O

U
T



AMPLIFY- INTERACTION AND INFORMATION

PROPOSED INTERACTIVE  WINDOW DISPLAY 

 Passerbys on the street are encouraged to interact with the window dis  
 play. They can input items for potential donations and reused purchases   
 such as “2  T-shirts”. The screen will calculate the positive impact of donating  
 or reusing those items as opposed to otherwise. 
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RESREACH- YEAR 2020

ELIEEN FISHER

Eileen Fisher is a leader in sustainability in the clothing retail sector. Her program Renew encourages her customers to give back Eileen 
Fisher items at any of her locations. In return, customers receive a small discount in the form of “recycling rewards” which can then be 
used towards purchases from the clothing line. The recycled clothing is either repaired and sold or it is turned into a new design. The 
process is broken out for the customer to understand exactly what happens to the clothing when it is donated. 

NIKE

Nike has the Reuse-A-Shoe program where it accepts any brand of athletic shoe for donation. Only certain stores participate in the 
program. Mesh bins are used collect the shoes within stores. Nike has clear goals, figures and facts for consumers to educate them on 
the program and company. 
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PATAGONIA 

Patagonia is another industry leader who encourages returns of their clothing at stores or by mail in return for a gift cards which can be used for 
their merchandise. They also have a line called Worn Wear of styles made from old and damaged items. They have informational videos which tell 
the story of their initiative concisely to consumers.  

THE REAL REAL

Within The Real Real has separate consignment offices which are dedicated entirely to consignment, where customers make appointments with 
professionals to discuss their items. They also offer free shipping and a pick up service if you qualify with enough designer items. 

REFORMATION
Reformation is viewed as one of the most sustainable retail companies. They have been carbon neutral since 2015. They purchase carbon offsets 
and they assign their articles of clothing sustainability measurements showing the amount of water, CO2 and waste savings that was saved in its’ 
production. They also partnered with an energy company and now offer climate credits (carbon offsets) that consumers can purchase directly 
through Reformation. 

RESREACH- YEAR 2020
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YEAR 2030 

 The next decade will bring a change in consumer habits and trends. Consumers will continue to increasingly strive for personalized experiences. Technology will evolve and features such as virtual reality, 
holographics and predictive modeling will allow become much more common. Retailers will be able to better target customers with personalized and effective messaging. 

CONCLUSIONS

From the analysis of several retailers leading the industry today in 2020 combined with predictions for the retail landscape in 2030, I believe that it is clear that INTERACTIVE EXPERIENCES 
should be at the forefront of Goodwill”s pop-up design.

The most enjoyable and rewarding aspects of the recycling and renewal process for participants are the interactive ones. People want to feel special, they want a personalized experience. They want to 
see their impact in the form of visuals. They want to have numbers and facts that assure their contribution is working towards a collective goal. Interactive in person drop offs, reward points, and pre-paid 
shipping labels give an extra incentive. Interactive visuals provide a lasting and educational experience. Consumers also want transparency. They want to see the entire process of recycling and renewal in 
a clear and concise presentation.  

Goodwill’s real-time impact calculator on their website that allows consumers to input items they wish to donate in order to calculate tax savings, environmental and social impact. This calculator is 
not however integrated in the donation process at the stores or at the drop-off locations. This perdictive calculation modelling can be amplified with 2030 technology. It can also provide much more 
important information on the company’s processses such as the recycling damaged clothing i.e. what happens when clothing is beyond repair. For example, the cornerstone of Goodwill’s   accepts all 
textile donations including damaged and stained items for textile recycling. This information however is not adequately communicated or advertised. 

2030 CONTEXT & CONCLUSIONS
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POP-UP SITE 2030

EAST WILLIAMSBURG- WAREHOUSE

I chose an existing site in East Williamsburg, Brooklyn for Goodwill’s pop-up in 2030. I chose this site because 
of it’s location and proximity to likeminded businesses and access to target consumers. I also chose this 
site because the space is large enough for Goodwill to be able to incorporate additional companies and 
offerings into the experience of the pop-up. Further, the raw and industrial bones of the space also provide 
an opportunity for Goodwill to demonstrate the responsibility and power of design in prolonging the life and 
usefulness of a building. It also allows it to maintain a new brand design of minimalism.
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VIRTUAL CHANGE 
ROOMS
ENHANCED INTERACTION
PERSONALIZATION
TRANSPARENCY

POP-UP DESIGN- PARTICIPANT STORY

PRODUCT DISPLAYS
MERCHANDDISING 
MINIMALISM
ENHANCED INTERACTION

PRODUCT DISPLAYS
MERCHANDDISING 
MINIMALISM
ENHANCED INTERACTION

DONATION DESK
REWARDS
ENHANCED INTERACTION
PARTNERSHIPS
TRANSPARENCY
PERSONALIZATION

CASH DESK
ENHANCED INTERACTION
REWARDS
PARTNERSHIPS

ENTRY & EXIT

Nadia Elrokhsy
250000004877129
super clear



CUSTOMER PATH

Participants enter the pop-up and immediately see the large display and donation desk. On either side of 
the desk are massive containers displaying the environmental impact of clothing waste.The aesthetic of 
the store reflects Goodwill’s values. The design is minimal, nature inspired and contains natural materials. 
Customers are encouraged to walk by carefully curated merchandise which is organized by color on the 
way to the donation desk. Images and text are projected on the walls. The frames alternate between hip 
product combinations and informational messaging. These advertisements clearly state Goodwill’s goals 
and missions.! Customers are informed about programming and are encouraged to join the community 
movement and to seek more information on their platform.!A
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PARTICIPANT STORY- PRODUCT DISPLAYS

Nadia Elrokhsy
250000004877129
well done with key plan. would you consider highlighting the area shown in the elevation?

Nadia Elrokhsy
250000004877129
Would put a ceiling line. Show how the hanging rod(s) meet the ceiling.



           PATH

Participants reach the donation desk and display. Encouraging staff members have the opportunity to 
educate customers on their environmental programs and community platform. In return for donations, 
customers receive points on their profile. These points are redeemable in the form of tax credits as well 
as partner organizations offering experiential!services such as food or entertainment. Customers receive 
a verbal explanstion as well as a virtual receipt uploaded on their platform on exactly how their donation 
helps Goodwill’s cause. Customers are categorized as different levels on their platform depending on their 
involvement!and positive environmental impact. Levels begin at Bronze and go to Platinum.
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PARTICIPANT STORY- DONATION DESK

Nadia Elrokhsy
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Good. show a little rectangle to indicate an escutcheon plate for rod to ceiling. It adds a nice detail and makes it clear you know how different materials meet.



CUSTOMER PATH

Participants reach the virtual dressing rooms. Here they can scan their membership e-card which will bring 
up their profile. Here, they can virtually try on pieces in the store using holographic technology. They can also 
virtually look in their closet database at home to pair existing pieces!with new. Goodwill will use predictive 
analytics to target messaging to these captive!consumers.
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Good. Is this a spread with page above?



PARTICIPANTS 
CONTINUE PAST 

PRODUCT DISPLAYS 
TOWARDS THE CASH 

DESK & EXIT

RENDERING

Nadia Elrokhsy
250000004877129
make this smaller and your image much larger. Try full spread and text overlay.


