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Abstract:  
This collaborative and multi-disciplinary design project is a model partnership that includes 
students and educators at high school and college levels, artists, designers, and fabricators in a 
socially-engaged design process that addresses equity of access and opportunities in art and 
design. The project explores how partnerships among students and educators at different 
learning levels and with professionals across disciplines can foster inclusive learning 
environments that respect diverse communities and unique pathways of learning. Sites of 
Learning refers to shared and personal spaces of dialogue and reflections upon emotional 
responses and perceived cultural boundaries as much as physical environments. This model of 
collaborative, experiential learning helps to envision transformative learning processes that 
embrace adaptations, flexibility, and unpredictable dynamics of interpersonal engagement in the 
creative process. In this course, versions offered both as a studio and as an interdisciplinary 
elective, college-level design students collaborated with students and staff at a local high school 
to reimagine the interiors of their existing school library. A recent iteration included designs for a 
makerspace to support STEAM-based learning. The partner school for this project is a Title 1 
Transfer high school which supports a student base that is lower-income, a diverse group of 
multilingual learners who have a vast array of life experiences and backgrounds. This project 
illustrates how working relationships among various partners can form and sustain dynamic, 
pliable, and shared landscapes for shared learning and also anticipates the adaptation of similar 
partnerships that include college-level education, high schools, artists, designers, and makers in 
a variety of local and personalized contexts. 
 

Learning Objectives:  
Students will: identify and define relevant aspects of a design problem (goals, objectives, 
performance criteria); gather appropriate and necessary information and research findings to 
solve the problem; integrate oral and visual material to present ideas clearly; be able to apply 
precedents and their knowledge of history and current issues affecting the design field, as well 
as the broader social and cultural contexts affecting the built environment, to the solution of 
design problems; formulate a personal, self-directed design process and a conceptual 
framework to guide their decision making; provide and respond to feedback from peers through 
various platforms; develop ability to work collaboratively. 
 

Criteria: Coursework will be evaluated based on the following:  



1. Understanding of course material: work should demonstrate clear integration of concepts 
covered in the class;  
2. Clarity: verbal and visual presentations should clearly communicate intended information;  
3. Quality: presentation materials should demonstrate a competent level of technical execution;  
4. Consistent iterative development of work incorporating feedback and application of acquired 
knowledge and skills;  
5. Consistency of development: students are expected to produce and submit new work based 
on the material covered in class for each session; 6. Thoroughness of visual and conceptual 
explorations of the assignments.  
 
In addition to the content of the student's work on the required assignments, assessment will 
also factor in the following general categories of performance:  
1. Engagement with the course material;  
2. Consistent and dedicated effort;  
3. Improvement over the course of the semester;  
4. Timely completion of assignments and preparedness for class;  
5. Participation in class discussions.  
 
Grading Breakdown: Class Participation (5%); Group Research Project (5%); Workshop 1, 
including written self-reflection (10%); Workshop 2, including written self-reflection (10%); 
Workshop 3, including written self-reflection (10%); Makerspace design proposal (45%); 
Makerlogue (group documentation) (10%); Semester Archive Submission (5%) 
 

Process: In the first iterations of this advanced-level interior design course, a co-creative 
approach among high school students, teachers, and staff in dialogue with design students 
sought to expand the prompts, perspectives, and possibilities in reimagining an existing urban 
public high school library. During the semester, high school students were encouraged to join 
discussions online (due to constraints during the pandemic) and share their thoughts about their 
existing and desired school environments, share their own work from their art class, and also 
provide feedback to the design students on their proposals. These conversations became 
integral to the interior design project concepts. One interior design student, for instance, 
proposed to translate the high school students’ sketches and paintings as large scale textiles 
that operated both as a form of display as well as flexible partitions, the young students’ artwork 
literally transforming their environments.  
 
As networks and opportunities grew, and supported by project funding, the collaboration 
expanded robustly as did the complexity of the design project. During the next iteration of the 
course, the design students were challenged to propose concepts for a makerspace to support 
STEAM-based learning environments in the high school. Collaborative learning was at the 
project’s core and also integral to the process. The design students began their process with 
group research into the topics of STEAM and makerspaces. Through site visits to the high 
school, the design students were not only able to engage directly with the younger students but 
also experience the conditions, energies, and artifacts of that environment over multiple visits 
throughout the semester. Engaging in unfamiliar terrain, social and physical, generated both 
excitement and hesitation. But overcoming this uncertainly, along with a heightened awareness 
of assumptions, proved to be pivotal thresholds for each student’s growth. Students embarked 
on an ideation phase that included designing forms of engagement with the high school 
students, teachers, and staff, and defining key issues, concepts, strategies, and goals. A 
partnership of artists, designers, and fabricators joined in shaping the curriculum of the design 
course, co-designing and running the workshops shared by both high school and college-level 
students. Through a series of hands-on workshops at the high school, students at both levels 



were introduced to a variety of materials, crafts, tools, and processes, such as needle felting 
and hand woodworking. In the digital fabrication workshop, the design students helped 
transform the high school students’ two-dimensional artwork into three-dimensional designs. 
The landscapes of shared making emerged as unique sites of mutual understanding and 
learning. These empathy-building experiences informed and enriched the design students’ 
individual proposals that were developed during the remainder of the semester and through 
continued dialogue with the high school community. A series of written self-reflections from the 
design students after each workshop and at the end of the course revealed heightened 
awareness and respect for humanistic concerns in the design of experience and place.  
 
This evolving partnership seeks to expand opportunities not only for all collaborators to learn 
from empathy-building and perspective-broadening contexts but for the younger students to 
understand that pursuing art and design are viable options for their futures and as paths for 
creative self-expression, building upon their personal interests and talents that may not have 
been recognized or supported. Young students may not explore connections between their 
creative, artistic interests and opportunities in design due to lack of awareness and access to 
information, opportunities, and resources. The shared learning environments of this project 
provide access and encouragement to help build awareness and confidence through 
collaborative experimentation while supporting multi-modal learning. The college level design 
students have the opportunity to expand their learning environment not only to off campus 
contexts but to interact directly with people from diverse communities with whom they may have 
had limited interactions. The teachers and leaders of the workshops work together to build upon 
each other’s areas of expertise, sharing learning goals, resources, and knowledge.  
 

Presentation Method:  
The course provides opportunities for experimentation with presentation through a variety of 
materials and media, supporting different interests and strengths among students. 
Presentations included hands on workshops with fabricators, designers, and artists; a series of 
formal and informal pin-ups online and in person; multiple peer feedback sessions online and in 
person. Working in this interdisciplinary context with multiple and diverse voices, perspectives, 
and learning levels, students develop critical and effective communication skills essential to the 
synthesis, positioning, and presentation of ideas, adapting to a variety of contexts and 
audiences. 
 

Evaluation:  
 
Coursework will be evaluated based on the following:  
1. Understanding of course material: work should demonstrate clear integration of concepts 
covered in the class;  
2. Clarity: verbal and visual presentations should clearly communicate intended information;  
3. Quality: presentation materials should demonstrate a competent level of technical execution;  
4. Consistent iterative development of work incorporating feedback and application of acquired 
knowledge and skills;  
5. Consistency of development: students are expected to produce and submit new work based 
on the material covered in class for each session; 6. Thoroughness of visual and conceptual 
explorations of the assignments.  
 
In addition to the content of the student's work on the required assignments, assessment will 
also factor in the following general categories of performance:  
1. Engagement with the course material;  



2. Consistent and dedicated effort;  
3. Improvement over the course of the semester;  
4. Timely completion of assignments and preparedness for class;  
5. Participation in class discussions.  
 
Grading Breakdown: Class Participation (5%); Group Research Project (5%); Workshop 1, 
including written self-reflection (10%); Workshop 2, including written self-reflection (10%); 
Workshop 3, including written self-reflection (10%); Makerspace design proposal (45%); 
Makerlogue (group documentation) (10%); Semester Archive Submission (5%) 
 

Credits: N/A  
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High school students’ artwork… transformed by college-level 
Interior Design students





Space is in the Making



“Sitting at a big table together with a group of people is 
better for communication than traditional single desks. 
Kat and other teachers were able to hang around in the 
room and comment on our works round by round. In 
this way, I am also able to listen to others’ dialogue 
while I am working on my needle felting, which means 
we can share the information easier.” — Pratt student

“No matter they exactly 
know what they want to 
do or not, they just do it. 
As the teacher said, that 
might be one of the 
impacts of working 
together so that the 
students become bolder to 
[make] the art…” 
— Pratt student



“I found that drawing 
was an excellent 
visual representation 
that could directly 
reflect students' 
interests, intentions, 
and personalities. 
Also, conversation 
through art and 
helping them develop 
the design is an 
exciting process to 
me.” —Pratt student



“I really enjoyed working 
based on the student 
artworks and cutting out 
the pieces for them 
because it felt like I was 
making something that 
the students didn’t expect. 
Therefore it was 
fascinating to see how the 
students were amazed 
with the pieces we cut out 
and starting to think more 
about three-dimensional 
aspects out of their 
two-dimensional works. 
So It was great to have 
this collaboration with the 
students.”



“During the first session, 
Cesar didn’t talk a lot, so he 
didn’t catch much of my 
attention. I tried to lead the 
conversation to figure out a 
word for them that can be 
their text in their drawing. 
At last, we came to the 
word “FREE.” Because he 
said he likes to play soccer 
but couldn’t say the reason, 
I gave him an example, like 
“I feel free while I am 
playing soccer.” He was 
excited and said “that’s a 
good one!”



“It is interesting to see how their 
drawings related to themselves and 
introduce themselves to us through 
these drawings. Their hobbies, 
personalities, family members, friends 
and pets, one of my peer student, 
Caesar is not good at speaking English 
so he did drawing to us about his idea 
of playing with the shapes. This is also 
a wonderful way to consider how art 
and design can express people’s 
emotion and thoughts. In this way, we 
can always talk without speaking one 
word.”

“Because I had the opportunity to talk to them about 
the artworks and their interests in relation to that, 
it was helpful to understand what they are thinking 
about the school and what they are interested in.”

“At first, they seemed to be not interested in the 
workshop, but as they saw how their drawing became 
a physical model they looked interested…The student 
I worked with said that he is scared of using drills so 
I helped him to make holes while he do layering with 
the metal wire. It was much more comfortable to talk 
in person and they seemed to concentrate more on it. 
Also, by asking questions about their school schedule 
and their classes, they became more active in talking 
about themselves. It was fun and time went fast in the 
end.”

“Or maybe he doesn’t like the result of laser cutting in the first place? Lots of 
questions come into mind but I thought that both this student and the first 
student seemed to have less passion for doing something that they are not used to 
doing it. And my thought ended up considering the way of making students 
engage in class activities by triggering their interest, and encouraging 
them to feel comfortable with trying new things, which may be one of 
the goals of STEAM education and maker space.”

“...we were encouraged by a few 
different [Forsyth] students to 
push the boundaries and create 
unconventional spaces.”

“This time the [Forsyth] students 
reminded me that diversity 
includes not only race but also 
people of different body types.”

“We got a chance to live like the students at Forsyth for 
some time, to feel and discover their needs as well as the 
needs of a makerspace. Even for real projects that we are 
going to do in the future, we barely have a chance to live 
the way our clients live. I would say even though we try 
as hard as we can to learn about our clients’ needs, most 
of the time we are still imagining their needs. It usually 
takes a long time for them to actually use the space and 
find out: ‘This is not working.’”

“I was so impressed with some of the comments 
from the students. They are so active and 
passionate about our project…Sometimes, I have 
been limited in the frame that cannot see the 
vanishing point. Changing the audience (Forsyth 
student) let me jump out of the structure and think 
differently or think from another perspective.” 

“On the first day of the workshop, I was able to 
talk to some students and I saw that they were 
really interested in discovering a new process. I 
think that at the beginning everyone was a bit 
shy and that conversation was not easy between 
Pratt students and Forsyth students. Throughout 
the workshop, I was getting more comfortable, 
and then the conversation started…”
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