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MODERNITY TORE APART THE CONNECTION BETWEEN SOCIAL INTERACTION AND PHYSICAL PROXIMITY. THE APPEARANCE OF THE
STRANGER ON THE MODERN STAGE WAS A DIRECT CONSEQUENCE OF THE DISASSOCIATION OF THE SOCIAL AND PHYSICAL SPACE.
THE STRANGER IS AN ALIEN PRESENCE WITHIN THE LIFEWORLD, A FIGURE PROXIMATE IN PHYSICAL SPACE, YET SOCIALLY
DISTANT. AS A CONSEQUENCE WE CLING TO OUR MOBILE PHONES TO CONNECT TO OUR LOVED ONES AND FRIENDS AS A SENSE
OF SECURITY.

ZYGMUNT BAUMAN.



RESEARCH BY DESIGN

shows design iferations. The length of
fhe line shows the impact of design
on the research process.
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The book essenfially has two parts. The first part Starfing with how | discovered the project and its need
contains the research, ifrs importance, ifs stafe of affairs followed by allthe design iterations. At each stage, the
as of today and ofher details of ifs sifuation in the focus of the research has morphed with the relevance
discourse. If opens this up through the chapfers, Shiick, of fechnology in our social understanding. As the
Need, Scenario and the Question. The second part of social behavior is understood, fechnology has befir
fhe book opens up abour the design explorations. fo use that as an opportunity fo enhance inferaction.
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Inferaction does nof mean just falking anymore. With fechnology,
inferaction has brought ifs presence in many forms. We gef the message
across withour having fo use spoken words. Public confent when shared
on social media and other forums, have commendable response almaost
immediately. Each of these responses are made, nof only in strongly
worded comments, buf also graphic emaotions, i.e. emoticons. The most
distinct part of the emoticons is nof only sfreamlining consensus o what
someone feels abour It, but also the ease with which opinions are laid
our for ofher people o see. The ease of clicking a buffon o have an
opinion heard/ seen, gathers more respondents. The accumulation of all
fhese opinions on a forum so easily accessible, promotes for all voices,
big or small fo be heard on an open and public plafform. These voices
have come forth where they would have remained unnoticed if not for web
based media.

THE SHARING OF THOUGHTS, OPINIONS AND JUST COMMON MATTERS ON
SOCIAL MEDIA, HAVE GOTTEN THE ATTENTION OF MANY PEOPLE. THEY
HAVE THE ABILITY TO REACH DIVERSE PEOPLE FAR AND WIDE AND MAKE
UNFATHOMABLE CONNECTIONS AND OUTCOMES. THIS ONLY GOES TO SHOW
THAT PEOPLE ARE READY TO BE SPOKEN AND HEARD ON MANY DIFFERENT
PLATFORMS, AND SUCH BASIC BUT PRIME PLATFORMS ARE PUBLIC SPACES.
THESE OPEN STAGES CAN AFFORD REINVENTION TO ACCOMMODATE NEW
DIMENSIONS OF INTERACTION.

Advancements in tech communicafions have exceeded whal our
ancesfors would have imagined public spaces would do. As demand for
sharing ideas increases, fech companies advance the need for newer
forms of interaction and responses. In 2015, facebook added more
emoficons fo their ‘like’ response, such as ‘dislike” efc. Yel we look fo the
early sef examples of public open spaces for grounds of design. The
farthest we have gone o including the internel in public spaces, is access
fo local Wi-Fi signals, which is made available as a commodily and as @
markeling media sfrafegies by the companies thaf plan fhem. Once these
signals are known, people make use of them in public spaces and thus
fheir behavior is immediately altrered, not by the design of the space buf
by the availabilily and sftrength of the signal.

The research focuses on recognizing change in socielal behavior and
people’s undersfanding of current frends of communicafions in the
unmediated web network. Consequently, these observations should
inform the newer designs fo make our current scenario legible and
adaptive.

As landscape architecture caters to every fype of community, there is a
certain aspect of public spaces thar has still nof gained momentum and
fhat is, exploring newer form of inferactions that technology affords for us.
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The design of public spaces in cities has evolved and reinvented overtime,
with the underlying purpose being community and bringing people
fogether. By doing so, the designs have accomplished gathering diverse
people on one plaform. Along the lines of successful designs, where
may people come together fo use if, we have understood thar inferaction
fakes place amongst these members of the community, needless fo say.
The meaning to the notion has morphed many a fime with advancement
of society and their independence.

Historically, interaction was necessary with the neighbors and people of
fhe community fo spread a word of important news. Public spaces were
stages for debates and public opinions. Overfime, public space design
seem fo have assumed the fact that people’s presence in one place,
when fogether, brings abour inferaction.

Communitly fool box, an online education and health organization,
provides information for local communifies, on how fo involve and
promote public engagement.

An arficle ontheir blog, described what makes a good place for interaction:
° There has fo be a reason for people fo go there.

° There has fo be a reason for people fo wanf fo stay once they've arrived.
°People in the space have fo feel safe and comfortable.

° The space has to be welcoming and accessible to everyone.

The above criteria does make a good public space, buf interaction
among people in foday's society works in many dimensions. Over the
years, as generations have adapted fo many advancements, inferaction
has come forth in public space designs, as reinfroductions. Scenic views
fo landscapes fend fo have greater meaning when the user inferacts
with his surroundings. For example, Millennium Park, in Chicago, and
Schouwburgplein in Rofferdam, push fthe boundaries with inferacfive
spaces. Bur as we find meaning to affach more fo our spaces, we may
be evading an opporfunity fo go back fo the root of inferaction in public
spaces, which is inferaction with the people.

OUR SENSE OF INTERACTION HAS CHANGED DRASTICALLY FROM WHEN
SMARTPHONES HAVE BECOME A PART OF OUR DAILY WARDROBE. OUR
COMFORT LEVEL IN INTERACTING. LIES WITH KNOWN FRIENDS, LOVED ONES
AND ACQUAINTANCES, THAN TO SURPASS BOUNDARIES OF PERSONAL SPACE
IN THE TANGIBLE SOCIETY. AND DUE TO THE EASE OF CONNECTING, WE TEND
TO BE SATISFIED WITH THE CONNECTIONS THAT WE FIND ON THE PHONES,
THAN SEARCH FOR COMMONALITIES OF A COMMUNITY IN PUBLIC SPACES.
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ASLA general Awards 2015: three projects exemplify the latest
advances in design and their fore front idea is bringing people
fogether. And while they are successful in doing that, two of the
projects (The Lawn on D in Boston and Public Media Commons
in Sf. Louis) work on making the public space eveniful. The IBM
Ploza in Honolulu works with surfacing fhe history and culiure of
its place.

Their sfrafegy of communily gatherings is making a large open
space where events can fake place. Like many ofhers' infensions,
fhese designs hope fhaf the open spaces and their evenrs
bring people fogether in one place. Bur facilitating for inferaction
(making open spaces) is much different from inferaction actually
happening. We are more prone fo sfick to our comforf zones.

The Lawn on D, is a project in Boston fhat pushes for community
gatherings. And while that is the overarching infenf, they provide
movable furnifure by which people can make their own decisions
abour where they want fo sit and with whom. As people are more
and more seli-defined in their spaces thar their devices allow for,
people may fend fo sfick o their comfort zone. An afmosphere
of independence, choice and personal space is advocated with
movable furnifure, and the abilitly fo connect fo a different space
and fime, with the device.

THERE IS A GAP IN OUR UNDERSTANDING OF WHAT WE MEAN BY
BRINGING PEOPLE, AND HOW THAT WOULD INCULCATE INTERACTION.
THEREFORE, NEW FORMS OF INTERACTION CAN TAKE PLACE
WHEN THE FIELD OF LANDSCAPE ARCHITECTURE ACKNOWLEDGES
THE OPPORTUNITY TO DESIGN WITH GENERATIONAL CHANGE OF
TECHNOLOGY AND TRENDS OF SOCIETY.
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The basis for designing urban public spaces even foday, is wih
reference fo Wiliam Holly Whyte's work on the social life of urban
spaces. His research revolufionized public space design by
understanding dynamics of people in everyday urban places.
A part of his research looks info interaction, specifically by whar
people did when in groups and when alone. When in groups,
people manifested a general understanding of how companions
inferacted. In this case, he looked into where they situated
fhemselves, for how long and what kind of groups they were,
couples, friends, efc. When people were alone, the number one
acflivily was watching and observing other people.

Whuyre's research is still a prominent part of our design dicfionary,
excepl for one thing thar has majorly changed, which is, our
inferactions, especially when technology such as the porfable
devices have come info play. Keith Hampton and his feam af
Rutgers University in 2011, worked on refracing Whyte's research
in foday's urban spaces. They fry fo redefine our sociefal
understanding in perspective of recent urban changes. In his
comparison, of people in groups and people alone, he observed
people in groups hadn'f changed foo much with respect fo
fechnology. When with companions, people would not use their
phone. Bul when people were alone, their priorily activily would
be o observe other people, buf their affenfion would soon defract
and go info a world of disfant but insfant gratification. He points out
fhat many sfudies indicate people are more isolated and removed
from public spaces than in the past. Buf there is no research o
prove the acfual change in inferaction.

Melanie Duffy's work on hybrid digifal spaces falks abour digifal
inferfaces that should be viewed as “sysfems thaf enable people
fo filker, confrol, and manage their relationships with the spaces
and people around them” (de Silva and firth). Therefore, we are
nof defached from our surrounding like some claims suggest,
bur more seleclive and fleeling with our presence. Whilst on our
phone, we are sfill aware of people around us, the wind fhat
brushes against our skin, the sound of fraffic and birds. This in
fact, enables us fo inferact differently. We can mulitask when on
our phones. We do i while driving, eafing efc. She goes on fo say
fhar “The need for physical public space and social inferaction
will not diminish, but it will be alfered and evolve within a digifal
framework.” Using emoaticons is an example of how inferacfion
has alrered and evolved. Rather than elaborafe on our emaotions,
by using words. We do it with just a face symbol.
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Recently the term “Public Privatism” has been used very often in
researches regarding public social behavior. Public privatism is
being immersed in a fradiionally private aclivity in a public space.
E.g. having a skype chat with your friend in a coffee shop. And
as we are more privafe and comfortable by making a cocoon
of conneclions on a web based network, this same nefwork
also orchesirates serendipifous encounters. Phone apps such
as Instagram, Pinterest, Spofify and Twitfer, and even Tinder let
us follow and meel people we do not know personally and also
accepl people following our content even when unacquainted.

William Whyte in his research found that serendipifous encounters
in public spaces were the minority of all inferactions. Thirty years
later, Keith Hamptfon seconds the same observation, the difference
is that these encounters are happening in unmediated networks.
Hence social inferaction is altering in a digital framework.

Wwith all the advances and ease of connecting online, many
fhink public spaces would be redundant. Bur by just making
open spaces for people o come together, all public spaces are
successful. Townsend says, fhe distinct human characteristic is
fhat they want fo be around other people, it is the fimeless beauty
of public spaces.

Privatism, serendipifous encounters, unmediafed conneclions,
comfort zone, observing ofher people, are all very disfinct
characterisfics are yel fo be brought into the discourse of
landscape architecture as an inevifable future of public behavior.
I proves that people are ready for new forms of inferaction, and
fhe field of public space design could use this by leveraging
fechnology fo fake public inferaction and involvement fo the next
level,

PHYSICAL PLACES AND URBAN SPACES WILL RETAIN THER
RELEVANCE IN THE INTERNET SOCIETY ESPECIALLY BECAUSE PEOPLE
STILL CARE ABOUT MEETING FACE-TO-FACE AND GRAVITATE TO
PLACES THAT OFFER PARTICULAR CULTURAL, URBAN, SCENIC OR
CLIMATIC ATTRACTIONS THAT CANNOT BE EXPERIENCED AT THE END
OF A WIRE AND A COMPUTER SCREEN (MITCHELL 1996.) (DUFFY,
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AS TECHNOLOGY MAKES
WAY FOR NEW FORMS OF
SOCIAL INTERACTION, HOW
CAN PUBLIC SPACE DESIGN
LEVERAGE IT TO CREATE
NOVEL EXPERIENCES?



THE QUESTION



Drawing from the research, ifis important fo ser up the foundation of public
space design fo comprise of: Shared experience, Diversity and new
forms of interaction.

People need shared experiences. They need fo be around ofher people.
Which is why, alfhough their basic grounds for comfortable inferaction is
on their phones, public spaces will confinue to be successful as long as
i brings meaning for people fo come together in one place.

Diversity (People using fechnology, and people observing ofher people
using fechnology). As the proliferation of new technology confinues,
not every moment is happens through the lens of a device. As William
Whuyre observed, people fend fo watch other people in fheir daily roufines.
There is a joy fo the simple nature of life around us, and fhat is what
people want fo be around in public spaces. Therefore the design should
accommodate the ones on their phones and the ones withour as well.

New forms of inferaction. Our advancement in fime and space fhrough
the internet has infroduced us fo a different kinds of inferaction over social
media with friends and acquainfances and even with sfrangers. Such
inferacfions are an inifiative o look at our physical surroundings also in
a different form. Modes of inferaction are changing so our definifion of
inferaction in different forms need fo be explored as well.,

The character of inferacfions is explored through the lens of serendipifous
encounfers, accommodatling for privafe moments in a public space,
designing with the novelly of exposing public dafa and public opinions,
acknowledging the presence of a variefy of opinions and using exisfing
fechnology of screens and dafa sharing platforms.

This defined lens brings clarily fo ways that we can advance design
thinking for public spaces. Before which, the process of finding the
lens has gone through waves of understanding our behavior. The ebb
and flow of research is explored in the following chapfers of leveraging
fechnology af ifs best.
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THE LOW DOWN

MUSICIANS AND ENTERTAINERS DRAW PEOPLE TOGETHER [BUT1 IT IS NOT THE EXCELLENCE OF THE ACT THAT IS IMPORTANT.
IT IS THE FACT THAT IT IS THERE THAT BONDS PEOPLE, AND SOMETIMES A REALLY BAD ACT WILL WORK EVEN BETTER THAN
A GOOD ONE. ™"

WILLIAMH.WHYTE
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THE DISCOVERY

While we make public spaces for people fo come fogether as a
communify and fo gather, not many designs look info making places for
solifude. Urban cores and city centers make way fo accommodate green
spaces for the masses bur the same people waif fo gef out of the cily
scape and away from the roufine as and when they strike an opportunity
for vacation. The research began in understanding what solifude means
in an urban city scape, and one site that beckoned this idea was an old
parking lof under a freeway in the middle of Aflanta Ciry Center.

Just a mile fromn downtown, the sife immerses and envelopes the visitor in
a cocoon of concrefe infrasfructure, laying on vacant and cleared land,
bur looking onto the expansive view of the Atlanfa skyline. The sife allows
one to look at the busy city life in a way that the viewer is oufside of I,
making him the observer. A sense of solifude overtakes, just fo know that
fhere is an escape to routine.
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ACCESS TO BASEMENT
BRINGS SCALETO SITE

OVERPASS a
/ / SPATIAL SECURITY
GROUND SCREENING
/ / BRINGS THE SKYLINE TO FOCUS

SINGULARLY PLACED TREES
SUBJECT TO SPATIAL COMFORT

RAIL LINES
UNIQUE VALUE

GRAFFITI | A SITE FOR ANYTHING e

SITE IN FOCUS
"X"MARKS YOU

ATLANTA MID TOWN SKYLINE 9
OOPORTUNITY TO BE THE OBSERVER

PRESENCE FOR SECURITY AND ALSO NOT BEING
WATCHED OVER

CONSTRUCTION ON THE MERCEDES-BENZ STADIUM 9

THE SIGN THAT ALLOWS FOR LIBERATION 6

While the sense of escape was the main factor in making a person
feel solace, there were many other confributions by the environment. A
graphic dissecfion of these elements that make up the space is shown in
order of fheir prominence.



Exploring atmosphere: a graphical representation of what a person is mosf drawn fo in the site. Solifude is
an independent and personalized emation. Understanding the construct of space in the lens of a evoking
a feeling can only be defined by capfuring fhe armosphere that goes into making if. Each of these graphics
opens up a character of space and how that plays a part in evoking emations. The girl represents the
user, suppressed and consfricted by the concrete structure and then immediately released fo look af the
expanse of he skyline, give a sense of relief, escape and being the observer. All that culminafe info a
feeling of solace.







Exploring atmosphere through materials used: The concrefe material of
each of the sfructures, gave played with compressing the space and
view sheds played with opening up the space. The arrows show places
of compression and expansion. The illusirafion is looking for meaning in
fhe materials evokes a sense of infrospection.

Exploring aimosphere through scale: the scale of the siructures seem fo
e builr around the person encompassing and overpowering him. Solace
could also be achieved by taking a step back to watch the world be built
around you. Another perspective of infrospection.

24
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In fhe process of exploring the built space and the making of personal
momenits in the city, the users that came fo the sife were primary conlfributors.
A place which was nol meant fo affract any fype of user, in fact became
a haven for some. The ‘some’ were objects of analysis and what they did
during such moments molded the reason for research.

An imprompiu piciure of @ murmur at the comer of the site, led fo the
understanding of privafe moments. A group of young work professionals,
on a ledge by themselves, stealing a moment away from the city life, only
fo look back on it withour @ hindered view, was in fact solace. A picturesque
phofograph of youih, secrets, freedom, and being frue to themselves,
withour @ manipulafion of the environment. The design of place didn't matter
fo them. Rather than the place give meaning o their aclivity, they gave
meaning fo the place. A seclusion from the busy city life.
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THE REALIZATION

Understanding people when on their own was fthe focus of research,
fo understand their environments. To dig deeper, if was necessary fo
look af people’s moments on their own, which then gives meaning fo
why they choose the space. Cornelis Veriwaal, a phofographer from
Brooklyn, reveals such moments, in one his series of works called Urban
Solace. Some pictures were abour a moment carved in a nook of urban
sfructures, some, a moment amongst many people where you are the
observer, and the most disfinct, a moment where people are in a different
place and fime, while the world around them passes by, when they used
devices. When this was the case, did the design of the aimosphere
around them maiter ar all” An undeniable fruth of moments that everyone
has, no matter the environment.

A behavior that has grown exponentially, dubbed by some and
encouraged by ofhers, e research seffled with the fact that is it in fact
fhe state of affairs foday, and therefore landscape architecture needs o
recognize this change in society, fo inform design of spaces, because
fhe user is the driver of designs.
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Privately owned public spaces (POPS) are public parks and open
spaces owned by private and corporafe companies, made fo cater fo the
common public around where it is situated. Somefimes the open spaces
are close to the vicinily of the company building and somefimes much
further depending on their markef sfrafegy. Burf in either case, they allow
for Wi-Fi signals fo be esfablished in the open space fo affract people
so fhat they can work in oufdoor spaces. Watts, Miah and Pheasant in
fheir research look info undersfanding how this fechnology manipulared
people fo use the public spaces. They discovered that fheir preference
would be the following in order: Seafing close fo the signal, preferred
partial sun and shade, preferred quality of green space and fhe distance
from the road depended on the times thaf fhey lingered. In all cases i was
highly dependent on good weather.







GETTING THE HANDS DIRTY

There are many researches looking into fo the changing societal behavior.
Bur as human understanding of social frends picks up, there was less
fhat seeped into the design of public spaces that acknowledged it. The
hisfory of public parks and public spaces has made ifs impact on public
space design quife strong for us fo adhere fo fradiional forms of design
and their needs.

Today there are the working men and women who sfep out of their
glass cubed offices for a break, they carry their porfable devices fo be
connected fo the markef wherever they are. Even when they come fo a
public park fo gain what a public park should do, a sense of relief and
escape. There are also, the younger crowd, the older lof, the fourists and
fhe stay af homes who all come fo public spaces. But as everyone has
accepted to the society of fechnically advanced, they may not all use it as
frequently or in the same way. These spaces should accommodare and
reinvent for all the fypologies of people. A site thar allows such maximum
exposure fo this diversity was easily found in New York, NY.

33



The phones allow us fo have a moment fo ourselves by being connected
fo our own space and fime. To fesf the power of finding this moment in
the busy life of the urban scape, the site was chosen as a fraffic island in
the middle of Lower Manhatfan. The sife was surrounded by corporate
building on all four sides, with the addifion of a subway sfation and 5
crosswalks o get around them. This would mean fhat there is non-sfop
acfivily and people walking around the space of the fraffic island.

Each designis a module that can be further developed bur the heart of the
design involves accommodafing for moments on the phone.

HOW CLOSE TO THE CITY CAN ONE BE, TO ESCAPE FROM THE CITY?
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AWARENESS OF SURROUNDING

Accommaodating people as they wish fo be seated, single or
with companions, bur enough to define if for just their moment.
Enclosed in a partial view nook made by honey locust plants,
fhe person alsois in partial sun and partial shade. The moment
on the phone is one for himself uniil his view, which is looking
down on the phone, shiff fo the looking down on the ground
plane, which is in fact the view of the sky. The ground plane
is made of a reflective surface, to bring attenfion fo the phone
user of this surroundings. The surroundings fhat the public
space is made fo infroduce a person fo.

EPHEMERAL MOMENTS

Understanding the power of what is visible to the comer of the
eye even when on your phone. As the person begins fo use
his phones he sees a light go off with the gadgef placed next fo
his seaf. As his eye and focus moves fo the light, a sequence
of similar sparks set off, faking his aftention fo his complete
surrounding, a moment fhat just last for a minufe, and then he
can ger back o his phone. The design, specifically made for
fhe phone user, goes o show the user that the momenf came
abouf because of his phone usage.

N
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The design exploration was more focused on people being aware
of their environment rather than just accommodation. The design
moves forward with enabling oufside reinforcement fo fechnology
such as Wi-Fi signals.
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SHOWING PRESENCE

As the person in in the seal uses his phone, Wi-
Fi signals pick up on the usage and liven the
surroundings. The water spouf/fountain  sfarts o
surface. The design still holds elements of bringing
fhe surrounding fo the users naotice.

NEW INTERACTION

In addifion fo the surrounding livening up, the place
creates an opportunily fo communicafe fo other
people. A console allows o person siffing in the
module fo leave a music file behind, thar sfarts o play
once the next person occupies the module. Inherently
communication withour meefing.

3/
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THE AHAA MOMENT

The invesfigations were led by behavior of people in society. Acomparison
of ages was necessary fo know how the fechnology has coniribufed fo
the behavior. With the help of picfures from the past and present in different
public spaces in NY; it was easy fo see the difference of social inferacfion
in each case. The picfures are from Paley Park and Washingfon Square
Park in the 1970's and foday.

We are more crifical of behavior and anficipate conformity in public
spaces. This is more common when we are af a place where the confext
compels you fo follow. Paley Park for example, is more conformed fhan
a bigger plaza like Washington Square Park in New York City. People at
Paley Park are expected to behave in a more acceptable manner. For
example, although they provide movable furniture fo re arrange and sear
as one pleases, they are not allowed to put their feer on the fable, or speak
in a manner tar will disfurb ofher users. In such a place, although there
is an ideal condifion of sunlight and shade and archifectural features fo
entice a person's inferes, it is nof the besf case armosphere for acfiviies
thar invigorate visifors o parficipate as a community. If rather works in a
manner when the busy ciry dwellers would need a minute by fhemselves.
Washington Square Park on the other hand is a lor more vibranf and less
strict with user rules than Paley. With less conformity, the people have a
lof more activities thar naturally emerge as a public space should. These
activiies keep all the people visifing the park immersed on the show
and fhis, is a form of public inferaction foo. They may nof have o keep
conversations flowing buf they are exchanging glances, bonded by the
scene, observing the crowed and in a parallel sharing a moment.

To bring together people for a shared experience by an event, the sife
dimensions expanded from a fraffic island fo a plof of 1.7 acres in Lower
Manhattan. All other characteristics remain relafively still the same, with the
number of crosswalks and a subway station.
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The project worked on the basis of Anfhony Townsend's suggestion thaf
fhe value of public spaces is a limeless beauty thar we as humans are
sfill connected fo. The aim of the exploration was o creafe an event space
fo build value of ourdoor spaces and bring affachment fo it and yer make
place for private moments as well.

The landform is raised fo achieve privafe niches, infended for people fo
be by themselves and an event spaces spliffing e site in the middle.
The people in the private space are connecfed fo fhe sounds made in
fhe event space. Therefore allowing for a shared experience and people
in parallel moments. This is under fhe assumpfion thaf fhe person in the
pod will fend fo use their phone when in there for a considerable amount
of fime. The phone makes the person linger in there and sfill be connected
fo fhe people oufside.
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distraction from phone ---

not embedded info site . -

nol embedded into site

distraction from phone

only Wi-Fi connections emphasized

no experience for the non user
nol embedded into site

hard sell if only about music

chances fo fail if there is no -
exchange of data

only Wi-Fi connections emphasized

no opprtunity for other activities

physical seperation ====---

“limeless moment” not ======
experienced by phone user
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------ subtle aftention fo moment

-~ diversity of user

attention to surrounding

moment only for the user

power fo the user to make change

new interaction and information (mediafed interaction)

power to the user to make change
new interaction (mediated interaction)

diversity of user

_______ diversity of user

______ shared experience(new interaction) / different activities

- diversity of user




.......... e diversify
----------------- e new inferaction

‘ aftention fo surrounding
------------- -eshared experience

seredipitious encounfers

Each design so far, demonsfrates an aspect of social behavior that
can be brought ouf by public space design leveraging fechnology. The
diagram shows a map of design thinking with all the drawbacks and
pofential ideas fo work with. Of all the information thaf has been derived
from each of the explorafions, three sfand ouf as the core ideas that all
public spaces need in accordance with the current public frend. Diversity
and shared experience that make most public spaces successful, and
new inferaction that all public spaces can afford fo advance with societal
frends. Other factors that go into design explorations are serendipitous
encounters that people are ready for and giving power fo people fo
manipulate the space.

45



46

Technology is a broad ferm with all the ad-
vancements foday. A number of explorafions
are made o show thar fechnology in all ifs
aspects is faken info consideration. The core
values of diversity, shared experience and new
inferaction lead every infervention.




PUSHING IT

ACCUMALATING PEOPLE

Rooms in the landscape play the sounds of the jungle,
for e.g. the sounds of birds, as people walk info them. As
fhe number of people walking info the rooms increase, the
sounds of birds increases. The design proves inferactive
environments depending on people buf nof a social
oufcome.

FACING PEOPLE

A fracfured form opens the ground up fo a stream like water
bed. As water brings people fo i, the design focused on
brining people fo the edge of the land so as fo face each
other. The raised land allows for a water fall where people
sif, enficing more people fo sit opposite fo each ofher buf
none fo start inferaction.

IMPACT OF PEQOPLE

Inspired by the meadow and the movement of grass in
fhe wind, a boardwalk runs through the grass. Beneath
fhe boardwalk are fans that respond when people come
closer fogether on the boardwalk, fuming fo move the
grass. Additionally windmills can bring ouf the presence
of the wind. The design limifs inferaction by only bringing
people fogether.

IMMERSION AND INTERACTION

With the previous ideas of fechnology making ifs presence
by following groups of people, wafer is used again fo
immerse the user into the site. With all these designs,
inferacfive spaces that bring people fogether does not
acfually promote people inferacting with each each ofher.
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Our portable devices are part of the social sfructure. When the phone
is a part of our daily wardrobe, if is necessary o include the use of
that in public space design as well. Moving from the aspect of generdl
fechnology, the focus is on what the phones are doing for us. The social
structure would be impacted by design if we used the working of the
phone info a fangible embodiment of public space design.

The design follows the working of facebook, twitter and other social media,
where people share phofos, videos and viral information. To make a
shared experience, the sife opens up in the middle fo make way for sfreef
performers. As the performances are encouraged, the people post their
videos on the screens are placed in the space. These videos can further
be forwarded and wafched by people all over the world. The exisling
fechnology that social media allows does the same that the screen do
in the public space. To advance the design, the embodiment of social
media needs o be different from the inferface of the portable devices.
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\

| ;;f CREEN INTERFACE

g

Imagining a different interface of technology and the media
was fhe key fo designing interacfion in public space. As
w7/ previous explorations lead fo the screens, it is imperative fo

£ design with fechnological interfaces that add fo the portable
devices than mimic fhem. These irerations go through modules
of screen placements. The confent of each of the designs vary
from landscape screen savers o shared confent.
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INTERACTION BY LAYERS

The screens are further developed with confenf fo befter the interaction.
In this exploration the screens are placed parallel fo each ofher. A user
can sef fhe screens with screensavers of landscapes fhaf reflect the
person’s moods. By using a fouch screen, they can change the kind of
landscapes that are displayed. The fransparent screens overlap with their
confent fo form a series of landscapes thaf can be seen as an enfirefy.

By looking af another person’s display, you undersfand what kind of
mood he is in, withouf having fo falk fo them. Symbolic of many phone
apps foday, that lef us in on what a person is thinking or feeling withour an
acfual conversation.
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AT AN WV

A day and night rendering not only showing the placement of the
screens buf their confent having shadows. The changing land-
scapes on the screens are viewable from the fall buildings around
fhe site during the day, and the frames are lir af night,
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HITTING THE GROUND

The fore most part of the design process affer concepfualizing the working
and intent is the site design. For this, the infricacies of how people move
and use the sife in important. The north east side gave rise fo most of the
pedesfrians walking form the hub of the village o the subway sfation on
the south west side. Currently the site contains a pedestrian roufe, slicing
as a diagonal in that direction. Feeding off from the current usage, the
circulation and the basic form of the site is explored.
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The primary ‘form making' entities of this sife design are the circulation
and the gathering space (shared experience, which defines how all
the people are involved in one moment) and the way the screens are
positioned. Each design involved the screens being viewed in layers fo
make an image or idea spread amongst many people. Rather than limit
the data to be of the landscape, the content works befter when if has fo do
with real fime sharing of opinions, which is essentially what all the people
are inferested in, on social media.
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EVENT SPACES

EVENT SPACES/CENTER SPACE

SEATING FORMS
GREEN/PRIVATE ROOMS

WHAT'S BECOME

The design that manifests inferaction by leveraging fechnology, works on
the basis of the viral confent fhat is popular on the internef. Today, dafa
is made and shared fo the world by the common man and reactions fo
these are received almosf immediately. With power of sharing thoughs,
events and opinions af the click of a button, there is a lor of impact made,
and inferaction and ideas that are passed on withouf ever falking. The
focus of the design is o use this as a new form of interaction amongst
people in one open public space.
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orienfafion.  Addifionally, movable

gnce an individualisfic feel, opening
her even in smaller nooks of seating.
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REFLECTIONS

The research in fotalily gives a deeper understanding of the missed
opportuniies with our public behavior as generational frends develop.
The research and design go as far as the working of current social media
networks. The project could gain greater value by looking af if through
other lenses such as non-profit organizations, commercial markefs and
fo build awareness.

All'in all, the growing frends and developments sef a stage for consfant
reinventions of every aspect of public space design.
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