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 Abstract The impact of the environment on personal well-being and development is well 

established. Interior design students may benefit from an understanding of the 
special housing needs and preferences of children. To facilitate this understanding, 
interior design students were paired with children in a university's early childhood 
laboratory to simulate the designer-client relationship. A customized space was 
designed for each child, based on research and personal interviews conducted 
between the designer and client.  

 
 Objectives Through involvement in project activities students achieved the following learning 

 objectives (Bloom, 1956), which enabled them: 
- To acquire a knowledge base for the design of children 's spaces; 
- To describe the progressive steps in the formal design process; 
- To demonstrate communication skills in delineation and model construction; 
- To develop skills in designer-client relationships; 
- To apply research and elements and principles of design toward the solution; and 
- To evaluate a design solution for appropriateness, function and aesthetics. 

 
  Criteria Background 
   To establish personal interest in the project each design student was randomly 

paired with a five- or six-year old in the university's early childhood laboratory .As a 
means of initially becoming acquainted with the children, especially their 
personalities and play behaviors, the design in mind, the students then conducted 
individual research on children's spaces and completed assigned readings 
(Bevington, 1987; Cooper, 1987; Deran, 1987; Hines, 1987; Malone, 1989; Torrice, 
1988). 
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Classroom Activities 
The project was launched through student involvement in a variety of classroom 
learning activities. Preparatory class lectures and a slide 
presentation emphasized recommended features for children's designs. Drafting 
exercises included small space planning problems and birdseye perspective 
drawings to enhance communication skills with the children. Child development 
faculty provided input on project implementation and a guest lecture on the 
developmental characteristics of five- and six-year olds. Later, sequential model 
building demonstrations concluded the classroom activities. 

 
Interview Sessions 
Three private interviews were conducted between designer and client to establish a 
personalized design program (Torrice, 1988; Torrice & Logrippo, 1989). Interview 
schedules were coordinated with laboratory teachers and the child's schedule. A 
conference room doubled as the simulated future bedroom. All furnishings were 
removed to discourage preconceived notions within the children. Question and 
answer interview sessions allowed the design student further acquaintance with the 
child. Through the interviews, efforts were made to allow the child to have a voice in 
room color, furnishings and arrangement. Programming at this point focused on 
discovering such information as hobbies, storage and display needs, favorite toys 
and standing/sitting height measurements. The interview activities also included: 1) 
playing the color card game to establish client color preference (Torrice, 1988; 
Torrice & Logrippo, 1989); 2) locating small-scaled play furniture in an unfurnished 
model of the room to convey desired furniture placement; and 3) applying color 
with crayons to the evolving birdseye perspective drawing to review the 
child's previous room decor decisions (Torrice, 1988; Torrice & Logrippo, 1989). 
Specific activities of each interview session are described as follows: 

 
   Session One  
   During the first interview session: 1) rapport was established between design 

student and child; 2) the client profile was completed; 3) the child was asked to pick 
a card from six colored cards (red, yellow, orange, green, blue, purple); and 4) the 
child was asked to place scale furniture in the room model to indicate preferred 
furniture arrangement. In preparation  for the next interview  session, the design 
student was asked to secure 20 paint chips representing various values and chromas 
of the child's selected hue. The design student prepared a birdseye perspective 
drawing of the developing design solution. The solution reflected the student's 
design research and expertise as well as the child's needs and preferences .The 
birdseye perspective drawing and the room model were considered the most 
appropriate means of design communication with a child of this age. In effect, the 
birdseye perspective simulated the view the child experienced as he looked 
downward into the three-dimensional model. 
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   Session Two 
   The second interview session repeated the color game and model activities to 

confirm or revise the child's preferences as expressed in the first interview. The 
birdseye perspective drawing was shown to the child as an initial means of 
communicating ideas for the developing design solution. To prepare for the third 
and final interview, the design student completed the conceptualization of the 
design solution and updated the birdseye perspective accordingly. 

 
   Session Three 
   The interview, likewise, repeated the color game; a final color scheme for the 

design was formulated to incorporate the hue or hues selected by the child. The 
child was given crayons in the selected hues and asked to apply the color to the 
birdseye perspective drawing. Thus, the color distribution throughout the design 
was determined. Having completed the programming phase, the design student 
progressed to model building. 

 
Model Construction 
Based on the programming information, a design solution was formalized 

   combining research, design elements and principles, and creativity to fulfill the 
client program. A three-dimensional model of the solution was constructed to 
express the completed design and, to facilitate designer-client communication. 
Students documented their client program, elements and principles of design, and 
the recommended features of child's designs. 

 
 Process Phase One-Background and Readiness. (11/2 weeks) 

• Project introduction; 
• Lecture on the design process; 
• Guest lecture on the developmental stages of five- and six-year olds; 
• Scheduling of interviews with the early childhood lab; 
• Lecture/slide presentation on design considerations for children; 
• Assigned readings; and 
• Individual research on designing for children. 

 
Phase Two-Programming and Design Development. (2 1/2 weeks) 

• Practice interview session; 
• Client interviews (3); 
• Practice design problems; and 
• Development of birdseye perspective drawing of the evolving 

design solution. 
 
Phase Three-Model Construction and Evaluation. (3 weeks) 

• Model building demonstrations; 
• Building of three-dimensional model; 
• Presentation to client; 
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• Project evaluation; 
• Written examination; and 
• Project and model critique. 
• Project Length  

 
 Presentation Project Booklet 
  Client profile (compiled from information gathered during interviews); 
  Explanation of design elements and principles incorporated into design; 

Identification of recommended features of children's designs incorporated within 
 the concept; and 

  Rendered birdseye perspective of the design concept. 
 
  Scale Model 

A fully detailed model constructed at the scale of 1/2' = 1'-0" expressed the final 
design solution. 

 
 Evaluation Project evaluation was based on the project documentation  (client profile, design 

elements/principles, recommended children’s features), the relationship of the 
design solution to the client program and the skill demonstrated in model building. 
Each student was critiqued by the instructor and by another design student to 
enhance student evaluation skills and critical thinking. The ultimate evaluation 
occurred, however, when the children were invited for presentations of the final 
designs and models. Squeals of delight and laughter filled the studio as the 
children viewed their completed scale-model environments. 

 
Design Features for the Personal Spaces of Five- and Six-Year Olds 
 
• A child-selected color; 
• Display areas for artwork and collections; 
• Child-scaled furniture; 
• Sturdy furniture construction; 
• Easily cleaned finishes; 
• Clear floor area for play; 
• Ample natural lighting; 
• Task lighting at bed and work centers; 
• Accessible light switches; 
 
• Element of magic (novelty); 
• Hideaway for privacy; 
• Accessible shelves, rods, cubbies and bins for clothing and toy organization; 
• Safe furniture features (rounded edges, no glass, nontoxic paint); 
• Accommodations for active play; 
• Artificial lighting permanently mounted for safety; 
• Short fixed window coverings for safety; 
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• Some appropriately scaled seating for adults; and 
• Potential for convertibility (adjustable or modular furnishings). 

 
   
  Evaluation Form-Child's Environment for Play and Sleep 
 
  Design ............................................................40 Points 

• Element of magic  
• Storage for toys  
• Display for collectibles  
• Furniture 
• Hideaway  
• Play area  
• Finishes  
• Adult seating 
• Guest sleeping  
• Storage for clothing  
• Natural lighting 
• Artificial lighting (general, task)  
• Convertibility of design for later years  
• Elements/principles of design  
• Creativity 

 
  Client Profile................................................ 25 Points 

• Completion of profile  
• Adherence to profile  
• Architectural lettering 
 

  Model Construction/Detailing ..................35 Points 
• Quality and precision of construction 
• Proper scale of model and furnishings  
• Appropriate use of accessories 

 
  
 
 Supporting Information Client Profile 
  Child's Name________________________________________________ 

 
Age_________________________________________________________  
 
Standing Height______________________________________________ 
 
Standing Shoulder Height______________________________________ 
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Seated Elbow Height__________________________________________ 
 
Favorite Indoor Activities______________________________________ 

 
Collections__________________________________________________ 
 
Additional Storage Needs_____________________________________ 
 
Color Selections______________________________________________ 

 
Furniture Requested___________________________________________ 
 
Finishes Requested____________________________________________ 
 
Unique Requests______________________________________________ 
 

 Resources "A quilt-plan". Interior Design. May, pp. 326-327 (1987). 
 

  Taxonomy of Educational Objectives: The Classification of Educational Goals 
 Handbook 1: Cognitive Domain by B. Bloom, M. Englehart, E. 
 Furst, W. Hill & D.Krathwohl. David McKay Co., Inc. (1956). 
 
"Space Adventure". Interior Design, May, pp 332-333 (1987). 
 
Inside Today's Home by R. Faulkner, L. Nissen, & S.Faulkner.Holt, 
 Rinehart & Winston.(1986). 
 
FIDER Standards and Guidelines for the Accreditation of First Professional Degree 
 Level Programs in Interior Design. Foundation for Interior Design Education and 
 Research (1988). 
 
"Boys in the Attic". Interior Design, May, pp. 328-331 (1987). 
 
"That Chair Has Arms!" Newsweek, July 17, pp. 46-47 (1989). 
 
"Designing the Home for Children: A Need-based Approach". Children's 
 Environments Quarterly, 3(1), pp. 55-62 (1986). 
 
Notes from "Designing Human Space", a professional development 
 seminar sponsored by the American Society of Interior Designers, 
 Dallas, Texas, October 1988. 
 
In My Room: Design for and With Children by A. Tonice and R. 
 Logrippo. Ballantine Books (1989). 
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 Documentation Illustrations of two phases in the project 
 
 
   
   
 
 
 
 
 
 
   
 
  Client playing the color game.                Client evaluating the final design. 
   

 
. 


