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“[...] The freedom to make and remake our cities and ourselves is, I want to argue, one of the most 
precious yet most neglected of our human rights.”

David Harvey, 2008
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Wellbeing in the hypermodern society is not a given. Although it has been a topic of 
interest in designing for the public space it lacks direction. To gain understanding 
in the importance of our wellbeing research has been done into the different 
ideas on wellbeing, leading to the understanding that the virtual world creates a 
disconnect between mind and body. Through phenomenology of perception we 
understand how body and mind are not disconnect, and that our connection with 
the world consist of our sensory experiences. Elaborating on the understanding of 
our senses in the public space led to sensible design tools. Research into activating 
public spaces has created spatial design tools. Using these different tools a design is 
created that focuses of interaction and a sensory experience. This general design is 
implemented on different locations in the public space in Eindhoven. This shows 
how the general design can be adapted to the specific locations and how the object 
creates the interaction between people and their surrounding enhancing the body 
and mind connection.
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Real World has physical 
properties and the origin of 
action takes places in this 
space. This is where humans 
reside.

5

Zygmunt Bauman (1925-
2017) was a Polish-British 
sociologist an philosopher. He 
is mostly known for his books 
on modernity and his use of 
the term liquid to describe the 
ever changing conditions of 
modernity.

Gilles Lipovetsky (1944) is 
a French philosopher and 
sociologist. Reoccurring 
issues in his work are among 
others (mass-)consumption,  
individualism, mass media and 
leisure worship.

Manuel Castells (1942) is a 
Spanish sociologist, professor 
and politician. He conducted 
research on the information 
society, communication and 
globalisation.

The Virtual World has no real 
physical limitations, as it has 
endless possibilities. Although 
being a space, the virtual space 
has a spaceless character, 
which evolves around the 
human action.

1

2

3

4

The diagram consist of four domains. 
Three of them, virtual space, virtual 
model and predictive model, are part 
of the virtual world as opposed to the 
real world5. The virtual space can be 
seen as a black box of Big Data. It both 
actively and passively gathers data from 
the real world. Humankind does not 
directly interact with the virtual space, 
interaction with the virtual world takes 
places through the virtual model. This 
virtual model is presented to us in the 
form of platforms like, for example, 
Google and Facebook. Depending 
on our input in the virtual model, the 
predictive model gives us an output. 
This output is personalized towards 

the receiver based on previously gained 
data. And while this loop of interacting 
of the human with the virtual world 
is taking place, simultaneously data 
is being gathered to provide the best 
suiting answer, guided and chosen 
by algorithms. The output of the 
predictive model (can) have influence 
on the actions of the humankind in the 
real world. The continuous loops of 
both data and human interaction are 
going faster and faster and follow each 
other more closely. This creates more 
data and that means that the virtual 
world starts to look more and more like 
the real world. This mirroring of both 
worlds creates no clear separation.

This project is a continuation of the 
research done by the graduation 
studio ‘The Architecture of Liquid 
Surveillance’. The aim of the studio was 
to get an understanding of the new age 
of hypermodernity we are now entering. 
This was done by theoretical research 
on the work of Zygmunt Bauman1 and 
his notion of ‘Liquid Surveillance’, 
the work of Gilles Lipovetsky2 and his 
description of ‘Hypermodernity’ and 
Manuel Castells’3  ideas on ‘The Network 
Society’. One leading statement of 
Bauman (2000, p.viii) throughout this 
research was that “change is the only 
permanency, and uncertainty the only 
certainty”.

Following the notions of space, time and 
action developing through modernity 
made clear that these three classical 
unities and their integral relations 
are not holding in the new emerging 
age. This new emerging age created a 
new space, namely the virtual world4. 
Technological developments like the 
internet made it possible to connect to 

people on the other side of the world 
leading towards more globalization. 
Internet, as part of the virtual world, 
was just the beginning of some of the 
technological developments. This 
resulted in new drivers, like Big Data 
and Artificial Intelligence. These 
technologies make the interaction with 
the virtual world more flawless. 

The global culture is now driven by 
data and creates different narratives 
and perspectives for very different 
people. This age of information, 
the hypermodern, is an age of ever-
changing narratives. Trying to capture 
this and understand the spatial context 
and qualities, a diagram is created. 
The aim of this diagram was creating 
a definition of hypermodernity, but 
during the process of creating this 
diagram, we came to the understanding 
that this diagram rather should be used 
as a methodology. It illustrates the 
relations of the real and virtual spaces 
based on the different topics of the 
research.

INTRODUCITON

INTRODUCTION

Methodological diagram 
hypermodern conditions

Fig. 1
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As a result of these blurring 
boundaries between the virtual world 
and the real world a society is created 
that is mainly focused on the (hyper)
individual. This hyperindividual is 
overloaded with information that is 
provided by us through the predictive 
model. This creates paradoxes, 
although we are better informed, it 
is even harder to take decisions. And 
while our life slowly is moving towards 
the virtual world, our body resides in 
the real world. This influences of the 
virtual world has a negative influence 
on our mental health and wellbeing. 
We lose the grip on the ever changing 
narratives in the virtual world. And 
while we humans still reside in the 
space of the real world, is the narrative 
of the real world able to counteract the 
uncertainties of the virtual domain 
and give stability to increase our 
mental health and wellbeing? The 
built environment plays an important 
role in creating the narrative of the 
real world. So creating an interactive 
object in the built environment will 

creates connection with the real world 
and therefore disconnection with the 
virtual world.

Before creating an interactive object 
in the public space, research has been 
carried out into wellbeing and mental 
health in the built environment. 
Which resulted in the understanding 
that we need to be more aware of our 
perception and experience of our 
surroundings. This will be explained 
through the Phenomenology of 
Perception by Maurice Merleau-Ponty. 
Important in these experiences are our 
senses. 

Several case studies have been 
done to gain insight into the spatial 
characteristics when designing for the 
senses. These spatial characteristics 
have been translated into spatial 
design tools. 

By combining the sensible and spatial 
design tools a general interactive object 
is created. The focus of this design is 

INTRODUCTION

the interaction, the customisability 
of space and the activation of senses. 
The general object is placed in three 
different locations in the city of 
Eindhoven to gain insight what the 
impact of the implementation can have 
on the public domain. These objects 
will create more connection to the real 
world because of the engagement with 
the object. This connection to the real 
world can result in social interactions 
and can have a positive influence on 
our mental health and wellbeing.

This project has been a process of 
searching for a counteraction towards 
the digitalizing world and the blurring 
boundaries. The counteraction is 
taking place in the domain of the 
built environment which is the direct 
contradiction to the spaceless space of 
the virtual domain.
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1

Terminal Devices As defined 
by Gottschalk as the devices 
through which we connect 
to the virtual network, for 
example, your phone, laptop 
etc.

Simon Gottschalk is a 
sociology professor at the 
University of Nevada. His 
interests revolve around 
understanding the society-
psyche link in phenomena as 
varied as youth cultures, the 
mass media, mental disorders, 
terrorism, and interactions 
in virtual, urban, and natural 
spaces. Antoine Geiger (1995) is 

a French-Swiss artist and 
architect

3

these terminal devices he states “[…] 
we become detached and disengaged 
from times and spaces of our lives, 
from our experiences […]”. Because 
we become disengaged and detached 
from our surroundings we lose touch 
with our body. And the search for the 
possibilities to satisfy our life is more 
satisfying in itself. From here on I use 
the term terminal devices of Gottschalk 
to refer to devices that connect us to the 
virtual world. 

Varga (2005) also acknowledges that 
terminals disengage and detache us. 
He talks about the how technologies 
are slowly taking over our bodies and 
therefore: “It disembodies the body, 
insofar as it eliminates the natural, 
spatial relations and the temporal 
rhythm of the body.” Our relationship 
with our body and therefore the world 
around us changes. He gives an example 

about shopping: “[…] Internet, among 
others [communication technologies], 
allows one to shop by images instead of 
using our other – tactile, auditory, etc. 
– senses as well”. This leads to grater 
objectivization and externalization of 
the body. This results in the paradox 
between the body and our mind, we are 
more we are more disengaged with our 
surrounding, but more engaged with 
our terminal devices.

Antoine Geiger3  visualizes this in his 
series titled ‘SUR-FAKE’. Faces are 
sucked into the terminal devices. This 
shows the obsessive and immersive 
relationship with our smartphones. 
Geiger (n.d.) says this about it: “I 
wanted to come back to the idea of fake 
identities, over-exposed, sucked by the 
digital gulf that breaks the relationship 
to reality, what interests me in this 
texture of sucked faces is the over-

A society is created were technology 
gives us endless possibilities, with both 
negative and positive consequences. We 
created a society where we strive for 
excellence and yet, when we reach it, we 
are not aware we achieved it. Professor 
of philosophy Hubert Dreyfus explains 
in an interview that we created a society 
that everybody wants to get the most 
out of the numerous possibilities, 
but that we are therefore not deeply 
involved with the subject that we are 
dealing with, we stay at a level where 
we are still feeling we can manipulate 
everything (Brown, 2018). We created a 
society that is always striving for more, 
without ever really being satisfied. 
The hypermodern society is a society 
of paradoxes. Although more then 20 
years old, Jeff Dickson’s The Paradox 
of Our Time (1998) show some of the 
paradoxes of this society:

The society where we have bigger 
houses, but smaller families; 
More conveniences, but less time; 
We have more degrees, but less sense;

More knowledge, but less judgement; 
More experts, but more problems;
More medicines, but less healthiness;
We are better connected, but have less 
communication.

Technology enables us to strive for 
what we think is this best version 
of ourselves. As Dreyfus explains; 
we want to live a life that is exiting 
and meaningful, but we forget to 
think about what is important to you 
(Brown, 2018). Trying to find meaning 
we keep searching for the numerous 
possibilities that the network has 
created for us. Your phone makes sure 
that you are always connected to, for 
example, your work and that you can 
respond as soon as possible, or rather 
ASAP,  because abbreviations make it 
quicker to response and therefore make 
you perhaps a better employee. But 
this device is not only your connection 
to your work, but also to your friends 
through social media or your fitness 
app. Gottschalk1 (2018) explains this 
as the Terminal Devices2. While using 

WELLBEING IN THE PARADOXICAL SOCIETY

WELLBEING IN THE PARADOCIXAL SOCIETY

Photo serie ‘SUR-FAKE’Fig. 1.1
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exposure that gradually allows a very 
organic dimension, as well as digital, to 
render something quite disturbing” (as 
cited by Azzarello, 2015). 

These terminal devices have a big 
influence on our mental health and 
wellbeing. Because we get so much 
information through our devices that we 

have to process. Where you used to get 
your information from your neighbours 
and your local newspaper, it developed 
to the news on the television and now 
the app on your phone. You wake up 
with the news and you go to sleep with 
the news. It is also not only your local 
news, but also the rest of the world. The 
news stream is never ending, which is 

also happening with social media, you 
can scroll endlessly. Our urge for new 
stimuli is being satisfied through these 
screens and our eyes. This also results 
in an urge the keep updating yourself. 
And although technology gives us 
many opportunities to help our mental 
health and wellbeing, we also create 
a society of mass-information and 
mass-communication which leads to a 
society of anxiety as Lipovetsky (2015) 
calls it. The hypermodern conditions 
of constant change has resulted in a 
decrease of our wellbeing. As Charles 
(2009) describes it: 
“It is fear that rules as we face 
an uncertain future, a globalist 
logic indifferent to individuals, an 
exacerbated liberalism of competition, 
the deepening of inequalities, a 
hectic engineering of information 
technologies, and a volatilization of 
labour with stagnant and worryingly 
high levels of unemployment in the 
wake of spiralling financial crises that 
seem as though never to end. The reign 
of hedonism surely continues unabated, 

entertainment options explode, but 
these fail to offset that rising anxiety that 
is so characteristic of hypermodernism. 
[…]Hypermodern society is thus 
a complex and paradoxical one, 
continuing to stimulate pleasures even 
while generating pathological and 
anxious behaviours.”

This leads to the question, what can 
we, as urban designers, do to increase 
the wellbeing of the hypermodern 
individual. Therefore we need to first 
get a better understanding of what we 
mean with wellbeing and what this 
means within the urban context. 

Dodge, Daly, Huyton and Sanders (2012) 
recognize that research into wellbeing 
has been growing in the recent decades, 
but that there is an absence of theory 
based formulations. They state that most 
of the time a description of wellbeing 
is used rather than a definition. After 
historically researching the different 
uses of wellbeing they came to the 
understanding that wellbeing is often 

WELLBEING IN THE PARADOXICAL SOCIETY
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social and/or physical challenge. When 
individuals have more challenges than 
resources, the see-saw dips, along with 
their wellbeing, and vice-versa”.

This still shows the complexity on 
defining wellbeing, and this does 
not really take the environment into 
account. Like McCarter and Pallasmaa 
(2012) emphasize that environmental 
factors are important for our 
experiences, and therefore have an 
influence on our wellbeing. 

Much has been written on wellbeing 
in the built environment, and what 
physical urban environmental factors 
can influence wellbeing. Pineo and 
Rydin (2018) identify factors like air 
pollution, danger from traffic, climate 
change and the urban heath island effect. 
They also state that the opportunities 
lie in the green infrastructures and 
these almost only have positive effect 
on the above mentioned factors and 
therefore a positive effect on wellbeing. 
Adams (2014) also acknowledges these 

factors; pollution, noise and air quality, 
but identifies them as baseline levels. 
But she also remarks that these factors 
become quantifiable factors and do 
not really take the more experiential 
aspects of living and working in the 
urban environment into account. This 
can also identify that the influence our 
terminal devices have on us is not taken 
into account.

Same as Dodge et al. (2012) reviewed 
literature to come to a proposal for 
the definition of wellbeing. Van 
Kamp, Leidelmeijer, Marsman and de 
Hollander (2003) did a literature review 
in regards to environmental quality and 
its relation to human wellbeing. This 
showed that different terms are used 
as popular lexicon in policy documents 
and other publications towards the 
public. The terms urban environmental 
quality, liveability, quality of life and 
sustainability are not used uniformly. 
Which does also not lead to a clear 
understanding in what way these terms 
influence wellbeing. Adams (2014) 

linked to quality of life and happiness, 
but both neither define wellbeing. 
Comparing other theories they finally 
came with a proposal for a new 
definition of wellbeing: “we would 
like to propose a new definition of 
wellbeing as the balance point between 
an individual’s resource pool and the 
challenges faced”. This is a combination 
of different definitions trying to make 
one that is complete.

Dodge et al. (2012) based the equilibrium 
on the work of Herzlich. Herzlich 
(1973) explains equilibrium as follows: 
“Concretely, equilibrium comprises the 
following themes: physical well-being, 
plenty of physical resources; absence 
of fatigue; psychological well-being 
and evenness of temper; freedom of 
movement and effectiveness in action; 

good relations with other people” (as 
cited in Dodge et al., 2012). Building 
on this Heady and Wearing propose 
that change in this equilibrium occurs 
because of external forces. Dodge 
et al. (2012) explains these external 
forces as life events or challenges. 
And because of these challenges each 
individual develops resources to cope 
with it. This is based on the theory of 
Csikszentmihalyi (as cited in Dodge 
et al. 2002) of the relation between 
challenges and skills. The combination 
has led to the above mentioned proposal 
for a new definition for wellbeing 
by Dodge et al. (2012). They describe 
the workings of the model as follows: 
“In essence, stable wellbeing is when 
individuals have the psychological, 
social and physical resources they need 
to meet a particular psychological, 

WELLBEING IN THE PARADOXICAL SOCIETY
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respect, ability to help others, family, 
personal relationships, achievement, 
status, responsibility and reputation” 
and are linked to belongingness and love 
needs. For the self-actualisation needs 
freedom of choice and action are defined 
by: “Opportunity to be able to achieve 
what an individual values doing and 
being, personal growth and fulfilment”. 
Although da Silva et al. (2012) give a 
broader explanation and numerous 
different terms to describe wellbeing, 
neither of these take the hypermodern 
condition into account.

The Centre for Urban Desing and 
Mental Health (UD/MH) points out 
that urban living does also have a 
negative impact on different mental 
health problems. But also recognize 
that it is hard to define what exactly has 
influenced the mental health problems, 
while pre-existing risk factors and 
socioeconomic factors can have had 
an influence on the differences within 
mental health problems. Another point 
that has to be taken into account is that 
comparing different studies regarding 
mental health and wellbeing in the 

therefore argues “[that] it is necessary 
to assess the quality of urban spaces 
and their relationship to wellbeing by 
considering a more holistic picture”. 
With this holistic picture she refers to a 
sensory urbanism approach.

The city of Adelaide put a lot of focus 
on the wellbeing of its residents. 
They created a wellbeing plan for 
the upcoming years 2020-2025. This 
new plan replaces the ‘A Better Place 
to Live – Adelaide City Council 
Public Health Plan 2013 – 2018’. It also 
meets the obligations of the Regional 
Public Health Plan under the South 
Australian Public Health Act 2011. For 
the strategic and wellbeing plans they 
took the a holistic standpoint towards 
health and wellbeing. They have for 
Priority Areas regarding wellbeing; 
thriving communities, strong 
economies, dynamic city culture, and 
environmental leadership. 

Going back to the definition of wellbeing 
in the built environment, da Silva, 

Kernaghan and Luque (2012) define 
wellbeing in the urban environment 
as follows: “Well-being encompasses 
basic human needs (food, water and 
shelter), access to goods and livelihood 
opportunity, security, health, social 
relations and freedom to act”. They 
identify that the purpose of the urban 
system is ‘wellbeing of the urban 
population’, based on the ideas of Maslow 
(1971), Alcamo et al. (2003) and Huitt 
(2004). With basic needs for survival they 
refer to biological an physiological needs 
and describe it as: “Adequate livelihoods, 
sufficient nutritious food, access to 
water, sanitation and shelter, access to 
goods”. Security refers to safety needs 
and is described as: “Personal safety, 
security from natural hazards and man-
made hazards (terrorism, pandemics), 
secure resource access, order, law 
and stability”. Health is described as: 
“Feeling well, access to clean air and 
water, access to health care” and has 
an influence on the healthy body and 
mind. Good social relations and esteem 
are based on: “Social cohesion, mutual 

WELLBEING IN THE PARADOXICAL SOCIETY

Wellbeing plan promotion by the 
city of Adelaide

Fig. 1.4
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become “disengaged from times and 
spaces of our lives, from our experiences”. 
This is similar to how Colin Ellard (2015) 
explains how the virtual world influences 
us: “When we enter an immersive virtual 
environment, we are essentially putting 
our minds inside a computer. For the 
most part, we are freeing ourselves from 
the physical world and putting ourselves 
under the control of a program that 
organizes what can be seen and heard, 
and monitors our movement responses 
with great accuracy to generate the grand 
illusion that we are somewhere other than 
where our body resides”. He also describes 
this through the example of wayfinding. 
Imagine being lost in the city, what is the 
first thing you do? You reach for your 

phone, looking for the blue blinking dot 
on your screen that shows your location. 
We have become so dependent on our 
phones to give us directions that we almost 
do not use our senses to find our way. We 
do not search for recognizable landmarks 
or elements that guides our way. We are 
now only focused on the blinking dot on 
the screen of our phone. So that raises 
the question how we can bring back the 
body and mind together? And also how 
our relation with the world is created? 
Like Adams (2014) proposed, we need to 
go to a more holistic approach. We need to 
bring the body and mind back together. A 
way to do this is to create awareness of the 
surroundings. Creating awareness means 
creating a conscious experience.

built environment cannot be done one 
on one, while each research defines 
their boundaries differently. Although 
it is hard to identify and measures these 
elements, the UD/MH identify key ways 
in which urban design can improve 
mental health, and therefore wellbeing. 
The different key ways identified by UD/
MH are; green space and access to nature, 
active space for exercise, pro-social places 
to encourage positive social interaction, 
safety in the city, sleep, transportation 
and connection, economic stress and 
affordability in the city,  and air pollution. 
Most of these key ways cannot be seen 
separately because they are interrelated. 
Take from example green space. Green 
space has a positive influence on both 
exercise and social interaction. Where on 
the other hand, if an area is perceived as 
not safe, exercise and social interaction 
decrease.

This summary of the various definitions 
or uses of wellbeing underline the 
hypermodern condition as the society of 
mass-information. The use of all these 

different definitions does not help to 
understand what is meant by wellbeing. 
We get a general understanding what 
influences this positively or negatively 
but no clear definition. We need to take 
into account that is a unit that is not 
so much measurable like for example 
weight. This is one of the reasons that 
defining this term has led to different 
discussions. As mentioned before we 
get an understanding what influences 
the wellbeing, social interactions, green 
and health play a big role. But within all 
the different approaches, as mentioned 
before, the hypermodern condition and 
its consequences have not been taken 
into account. 

The hypermodern society, the society of 
paradoxes and mass-information have 
resulted in detachment from mind and 
body, like Varga (2005) explained. Within 
in the field of urban design in regard to 
wellbeing this has not been taken into 
account, and therefore does not have 
the needed result. Referring back to 
Gottschalks (2018) explanation, we have 

WELLBEING IN THE PARADOXICAL SOCIETY

Disconnection from mind 
and body
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Consciousness the state of 
being aware of and responsive 
to one’s surroundings.

4

Maurice Merleau-Ponty 
(1908-1961) was a French 
phenomenological philosopher, 
strongly influenced by Edmund 
Husserl and Martin Heidegger. 
The constitution of meaning 
in human experience was his 
main interest and he wrote on 
perception, art, politics, religion, 
psychology, psychoanalysis, 
language, nature, and history.

Conscious experience is a 
first-person perspective of a 
mental event.

Facticity the first principle of 
phenomenology of German 
philosopher Edmund Husserl 
(1859–1938): the principle that 
the world is always already 
there, like an alien presence, 
separate from humanity, prior 
to reflection. The philosopher’s 
task is to understand his “naive 
contact with the world” and to 
describe human experience as 
a matter of this interaction.

2

1

3 

To get a better understanding of this 
connection between body and the world 
and therefore a conscious experience1, 
we turn towards the philosophical 
understanding of the connection 
between our mind and body and 
therefore Maurice Merleau-Ponty’s2 
Phenomenology of Perception (first 
published in 1945). Phenomenology is 
described as  “the study of essences, 
and it holds that all problems amount 
to defining essences, such as the 
essence of perception or the essence of 
consciousness. […] phenomenology is 
also a philosophy that places essences 
back within existence and thinks that 
the only way to understand man and 
the world is by beginning from their 
‘facticity’3” (p. lxx). This principle of 
facticity of Edmund Husserl is rejected 
by Merleau-Ponty. Where Husserl tries 
to make a distinction between man and 
world, Merleau-Ponty describe that 
his (man) knowledge about the world 
and thus this connection consists of 
his own perspective that is constituted 
of his own experiences, therefore our 

perception of the world and its essences 
is constructed of our lived experiences. 
He further explains this: “I am an 
absolute source (p. lxxii) ... To return 
to the world close to self is to return 
to the world prior to knowledge. Thus 
the world does not impose itself on us”.
Underlining his contrasting view to 
Husserl’s. 

People construct meaning through 
our bodily experiences in direct 
engagement with the world. According 
to Merleau-Ponty “the body is our 
anchorage in a world”, inhabiting the 
world with our body means that we 
are able to perceive. Perception is both 
intentional and bodily, both sensory and 
motor, and so neither merely subjective 
nor objective, inner nor outer, spiritual 
nor mechanical. But he also states that 
perception has a distinct ‘universe’. 
Perception takes place before we can 
give meaning to it. We are perceiving 
through our bodily experiences. Our 
body is “not merely one object among 
all others, not a complex of sensible 

qualities among others. It is an object 
sensitive to all others, which resonates 
for all sounds, vibrates of all colours, 
and that provides words with their 
primordial signification the manner in 
which it receives them” (p. 245.).

Merleau-Ponty argues that the mind 
does not work as a separate entity but 
is part of our perceiving body. Bodily 
experience gives perception a meaning 
beyond that which is determined 
only by thought. Through perception 
phenomenal objects are recognized. 
Perception is composed of different 
stimulus of our sensory apparatus, 
gathering data to be able to perceive. 
The projective activity of consciousness4 
translate this sensory data, which 
means we are able to use this for 
expression and action. Consciousness 
therefore is a process of both sensing 
and reasoning.

So concluding from Merleau-Ponty’s 
phenomenology of perception, our 
consciousness is formed through our 

bodily experience with the world 
around us. Our bodily experience is 
made up by means of gathering data 
through our sensory apparatus. In this 
way we perceive the world, that we as 
humans are inhabiting. According to 
Merleau-Ponty the connection between 
body and world always has existed. 
This connection is created through 
our sensual experiences. Activating 
the senses therefore create a conscious 
experience. 

Taking into account that this 
argumentation of Merleau-Ponty is 
situated in an era where the virtual 
world not yet existed, we can still 
state that a conscious experience will 
enhance the connection between 
body and mind, while disconnecting 
the mind from the virtual world. Our 
perception in the virtual world has 
limited sensory experience, therefore 
the multisensory experience in the real 
world will enhance this body-mind 
connection.

PHENOMENOLOGY OF PERCEPTION

PHENOMENOLOGY OF PERCEPTION
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The distance receptors 
– those concerned with 
examination of distant objects 
– the eyes, the ears, and the 
nose.

The immediate receptors – 
those use to examine the world 
close up – the world of touch, 
the sensations we receive from 
the skin, the membranes, and 
muscles. 

1

2

Our embodied experiences engage all 
the different senses (Voithofer, 2014). We 
use our senses for gathering, organizing 
and making sense of information 
about the urban space (Wankhede & 
Wahurwagh, 2016). The importance 
of the senses in the urban space is 
underlined by Gehl (2011): “knowledge 
of sense is a necessary prerequisite 
also in relation to understanding all 
other forms of direct communication 
and the human perception of spatial 
condition and dimensions.” Wankhede 
and Wahurwagh (2016) explain that 
the connection between people and 
the place consists mostly of a sensory 
experience. Since we were small we 
were discover the world around us 
through our senses; seeing, touching, 
smelling, tasting and listening to what 
is happening around us. In that way 
our brain creates meaning and memory 
(O’Gara, 2019).

In The Hidden Dimension (1966)  by 
Edward T. Hall the central theme is the 
social and personal space and man’s 

perception of it. “[…] we can never be 
aware of the world as such, but only of  
… the impingement of physical forces 
on the sensory receptors.” (Kilpatrick, 
n.d. as quoted in Hall, 1966 p.39). And for 
the perception of space he goes into the 
dimensions of our sensory apparatus. 
Hall divided the sensory apparatus into 
two categories; the distance receptors1 
(eyes, ears and nose) and the immediate 
receptors2 (skin, membranes and 
muscles). 

The distance receptors have a scale, 
based on what humans can perceive 
within the biological boundaries, the 
senses scale can be seen in figure 1.6. 
The registration of smell does have a 
limited range, in comparison to, for 
example, sight (Gehl, 2011). We perceive 
smell within a distance of one meter 
and strong odours can be perceived up 
to three meters. The ears have a wider 
range of perceiving sounds. We are able 
to hear up to 35 meters. Beyond this our 
hearing is greatly reduced, we are only 
be to perceive very loud noises (Hall, 

UNITY OF THE SENSES
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SMELL

Football Stadium - 70 m

Recognition people - >100 m

Facial Features - 35 m

Feeling & Mood - 20 m

Normal conversations - <3 m
Possible conversations - <7 m

Lecture - 35 m

Shouting - >35 m

Strong parfume sentences - 2~3 m

Weak odors  - <1 m

HEAR SEE

1966). Our sight is our most developed 
senses, and we humans are mostly 
visually orientated. And although our 
sight has a much wider range then the 
other distance receptors, our sight also 
has limitations (Gehl, 2011). We are able 
to see far beyond, but our recognition of 
people is up to 100 meter. But to be able to 
recognize facial features or even a feeling 
and mood, we have to be within a range 
of respectively 35 meter and 20 meters 
(Hall, 1966). But to interact with others 

we are need a much smaller scale. As the 
senses scale indicates, conversations take 
places within the range of a few meters, 
based on both seeing and hearing. For 
this interaction Hall (1966) defined a 
number of social distances. These are 
based on the different communications 
in the Western European and American 
culture sphere (Gehl, 2011; Hall, 1966).

Senses ScaleFig. 1.6
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Although our sight is one of the last 
evolved senses, it is the one sense we 
gather most information with. The 
visual field is made up of constant 
changing light patterns. By perceiving 
this on our retina, we are able to 
construct our visual world (Hall, 
1966). It is not only the difference in 
light and dark we perceive with our 
eyes, but also the different between 
colours (Küpers, 2013). Because of 
light and dark we can also perceive 
depth. By perceiving depth we are 
able to understand shapes in their 
three dimensional planes. Take for 
example a cube. We understand the 
shape of the square, because we have 
seen it before, it is recognizable. But 
to see that this object is a cube, we 
have to move around. While moving 
around the plane of the square will 

get a distorted shape because of 
perspective. While this is happening, 
another plane of the cube will receive 
itself. We register the planes, and are 
able to understand that these different 
planes form a cube. 

This social distance scale has been 
divided into four categories; intimate, 
personal, social and public space. 
Intimate distance is within the range 
of 0,45 meter. Intimate space is for 
close relationships and expression 
of tenderness and love. The personal 
space is mostly for conversation with 
people you are closely connected to 
like family and friends, within the 
range of 1,3 meter. The social distance 
is for acquaintances, co-workers and 
ordinary conversations with friends. 
The range greater than 3,75 meter is 
for more formal situations, in which 
you do not always want to get involved 
(Gehl, 2011; Hall, 1966).These scales and 
distances have influence on how the 

public space is perceived. Cities with 
narrow streets are perceived as intimate 
in comparison to large scale projects, 
that do not take this human scale into 
account, which are perceived as cold 
and impersonal (Gehl, 2011).  

But it is not only important to 
understand the distances up to which 
perceive different phenomenon, it is 
also important to understand what each 
sense perceives. This will give inside 
in which factors need to be taken into 
account when designing for a sensory 
experience.

UNITY OF THE SENSES

in
tim

at
e

pe
rs

on
al

so
ci

al

0,45 m 1,3 m 3,75 m

pu
bl

ic

SEE

LIGHT AND DARK COLORS SHAPES

LIGHT DARK

Social Distance ScaleFig. 1.7



SENSES IN THE CITY

3736

UNITY OF THE SENSES

Hearing, or also called audition detects 
through the sensory apparatus of the 
ear different vibrations and frequencies 
(Küpers, 2013). What we hear can 
enrichen, through music, or most of 
the time also disrupt, like a claxon, our 
lives. As Sherman (2019a) explains: “It 
connects us to a world in motion”. When 
we perceive sounds our brain translates 
this to meaning, but also is able to 
located the direction of which the sound 
is coming from. The most important 
function of our hearing is still being able 
to respond to speech, and to understand 
the emotional layers of communication 
(Sherman, 2019a). 

Küpers (2013) explains as being the 
sense touch: “It is by means of me that 
you are able to become aware of the 
size, form, shape and delight of material 
objects.” Through our skin we perceive 
the physical characteristics of a material. 
Our perception through touch is also 
described as tactile. Touch is perceived 
through the receptors in our skin. There 
are separated receptors for the sensations 
of temperature, pain, movement 
and body position (Sherman, 2019a).  
While the other sensory apparatus are 
concentrated to specific locations in 
the body, the apparatus of touch covers 
the whole body (Voithofer, 2014). In 
the example of the cube mentioned 
before, we move around the object to 
get an understanding on what shape the 
object consists of, we use our touch to 
understand what size and material  the 

object consists of. Our touch functions at 
the boundary of our body and the world, 
as explained by Harvey (2011): 
“More than any other sense, touch 
establishes our sentient border with 
the world. It is also the sensory faculty 
that shapes our social connections; it is 
primarily through touch that we form 
and express our bonds with others. 
Gestures of contact—a handshake, kiss, 
or caress—define the nuances of our 
relationships, the subtle inflections of 
class, power, and familial bonds”.

TOUCH

MATERIALS SIZE TEMPERATURE

HEAR 

HIGH/LOW HARD/SOFT CONSTANT/DIFFERENTATION
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Where the senses of smell responds 
to the molecules in the air, our taste 
responds to the molecules in liquid 
and solids, also called gustation. Our 
receptors respond to one of the  five taste 
of sweet, salty, sour, bitter and savoury 
(Sherman, 2019c). Our experience of 
the world around is not only based on 
one sense at a time, but a multisensory 
experience. A prime example is how 
taste and smell simultaneously provide 
the brain with stimuli of the perceived 
element. If, for example, your smell does 
not work the intensity of what is tasted is 
perceived as far less than in combination 
with smell.  

Although the distance at what we 
perceive smell is not as large as hearing 
or seeing. Our nose is still one of our 
best developed and oldest senses. The 
molecules that enter the nose and mouth 
attach to our receptors, this is also called 
olfaction. We have approximately 400 
different olfactory receptors (Sherman, 
2019c). Most of the time we are not 
consciously aware that we are using 
our sense smell, it is until we register 
something that is very strong scented 
(Küpers, 2013). As mentioned before, the 
western world is very visually orientated, 
and this pushed the sense of smell to the 
background, while it used to be one of the 
essential senses for surviving (Sherman, 
2019c). Our perception of smell is very 
personal and related to culture, memory, 
social affinity, place, character and mood 
(Küpers, 2013). 

TASTE

SWEET SALTY SOUR SAVOURY BITTER

SMELL

MOLECULES
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While the different senses all receive 
your surroundings separately, they still 
work together to understand the world 
around you. “The more senses we 
engage, the more strongly we are tied to 
a moment, an object, a space” (O’Gara, 
2019). Discover the world through 
our senses since we were young gives 
meaning to what we experience, and we 
therefore also create memory (Lupton, 
2018). This meaning and memory 
makes us able to understand the wolrd 
around us, even though we experience 
something for the first time. Spence 
(2020) underlines that designing for 
a multisensory experience we create 
“more immersive, engaging and 
memorable experiences”. He also states 
that designing our surroundings for a 
multisensory experience will promote 
our social, cognitive and emotional 
development.

UNITY OF THE SENSES
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Activating Public Space 
A public space where 
interaction between space, 
objects and people take place. 
This results in social interaction.

1

Activating the senses can be done 
through creating an activating public 
space1. Mara Holt Skov (2016), an 
Associate Professor at the California 
College of the Arts, explains in a 
TEDx Talk she has given in Twin Falls 
that an activating public space means 
that people are actively interacting 
with the space and therefore create 
an experience. Because of this you 
become part of the public space and 
its elements. Actively interacting with 
the elements mostly happens through 
using our different senses, seeing the 
element, touching it, hearing it and it 
therefore engages the people with the 
environment. These places need to be 
integrated into the life of the city.

The life of the city is constantly 
changing and adapting to the ever-
changing social conditions of 
hypermodernity. A public space should 
also be able to react to these social 
conditions. By creating an activating 
public space, it makes the space able to 
react to changes that are happening in 

these hypermodern conditions. And as 
David Harvey (2008) explains: “[...] The 
freedom to make and remake our cities 
and ourselves is, I want to argue, one of 
the most precious yet most neglected of 
our human rights.”

Six different activating public spaces are 
chosen for analysis towards the spatial 
consequences of these interventions. 
Simultaneously an understanding is 
gained how these spaces activate the 
different senses and how interaction 
takes place. The projects are analysed 
according to organisation, elements 
and space. Organization analyses how 
the project work in its whole. Which 
then further consists of elements. 
Space explains the relation to the 
surrounding structures and how you 
can move around or go into the object. 
Analysing these three components will 
give an understanding how it works and 
how people can interact with it. Lastly 
an understanding is gained in which 
way the senses, touch, see and hear are 
activated.

Collage activating public spacesFig. 2.1

ACTIVATING PUBLIC SPACES

ACTIVATING PUBLIC SPACES
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The Chapel of Many is situated in ruins 
of St. Michael Coventry Cathedral in 
the United Kingdom. It was designed 
by Sebastian Hicks and was part of the 
Coventry Welcomes Festival in relation 
to the National Refugee Week in June 
2019. Pintos (2020) describes the Chapel 
as: “A space of non-denominative 
gathering, the chapel is conceived as a 
space of reconciliation.” 

The Chapel does not have an entrance. 
An entrance has to be created by 
removing a folding chair(s) that a 
forming the walls of the chapel. The 
more chairs are removed, the more 
open the space becomes. According to 
Pintos (2020) “the gathering of people 
brings light and transparency. In this 

form, space is one of exchange.” The 
closed of space is one of  “contemplation 
and protection”. 

This creation or possibilities of adaption 
of space facilitates different functions 
to take place. The normal functions of 
a chapel, like worship can take place. 
But people also use it for celebrating by, 
for example, creating music. It gives an 
option for using the space in different 
ways with the structure as central point.

Chapel of Many | Sebastian Hicks

ACTIVATING PUBLIC SPACES

Chapel of Many

Chapel of Many Removing Chair Making music

Fig. 2.2

Fig. 2.3 Fig. 2.4 Fig. 2.5
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Organization
The round structure of the Chapel of 
Many is placed in the open space of 
the ruin of the cathedral. The structure 
is the central point of the project. The 
separate elements can be detached 
from the object. Because of its function 
of a Chapel the detachable objects 
surround the central round structure, 
depending on what kind of activity is 
taking place at that moment.

Element
The detachable elements of the object 
are folding chairs. These chairs have 
a multi-purpose. They function both 
as constructive element as wall and as 
interactive element to sit on. In order to 
participate with the object you have to 
remove a chair from the structure. Both 
for entering the chapel and for using 
the chair. 

Space
The Chapel of Many is a freestanding 
object within the larger space of the 
ruins. Because of this you can move 
around the object. It has both an inside 
as an outside space. Since the folding 
chairs functions both as walls and 
sitting elements, the walls of the chapel 
‘dissolve’ the more chairs are taken 
down. This means that the inside and 
outside blend into each other.

Senses
Not all senses are activated directly by 
the object itself. Take the sense hearing. 
The object does not make any sounds, 
but the activities taking place produce 
sounds that will activate the hearing. 
This is similar to the activation of 
our sight.  Activities will draw the eye 
towards the object. But also the pattern 
of the Chapel does have an aesthetic 
value which will activate our sight. The 
activating of our touch is the interaction 
with the chairs and therefore the 
material.

Chapel of Many | Analysis

Space

Organization Element

Senses

inside

outside

inside

outside

divide space

connect space

connect space

inside

outside

Moving chairs, materials

Pattern chairs

Activities as a result of people 
using the elements
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The Oakland Museum of California 
(OMCA) realized that one of the outdoor 
spaces was just an in-between space and 
that this space was just used for passing 
through. They saw a lot more potential 
for this space to create an outdoor 
room for workshops, performances, art 
installations, and other events, as well as 
people could enjoy and relax (JENSEN 
Architects, Inc., n.d.)

The design consist of a black wall 
with hooks, the wall also functions as 
a blackboard, and chair and tables of 
different sizes hanging of those hooks. 
People can take a chair from the wall 
and “reconfigure the spaces however 
they want” (JENSEN Architects, Inc., 
n.d.).

This previously dull spaces now 
activates people to participate to 
whatever event is going on here. The 
hanging chairs on the walls also mean 
that people have to actively take a chair 
to use it within the space. The new 
elements did not change anything to 
the existing architecture but was just an 
addition.

Trading up Places |  OMCA Event Space

ACTIVATING PUBLIC SPACES
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Fig. 2.10

Fig. 2.11 Fig. 2.12
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Organization
The project is placed in an already 
existing space of the museum. The 
newly added features are placed at one 
sight of this space. This means that the 
elements are moved from the wall to 
the open space. In the open space there 
are no boundaries, therefore people are 
able to move freely within this space.

Element
The elements consist of different sizes 
chairs and tables. These hang at the 
wall on hooks. These elements can 
be taken down to use. So similar to 
the Chapel of Many,  you have to take 
action before you can use the chairs. 
You have to actively participate. The 
chairs are fixed. Behind the chairs the 
wall is painted with chalkboard paint.

Space
As mentioned before, the project was 
placed within an existing space of the 
museum. Although you can move 
around freely, it is within the boundaries 
of space. Because of the fixed walls the 
rest of the space still remains open for 
numerous activities that require an open 
space, like a performance of exhibition.

Senses
Interacting with the chairs and writing 
on the chalkboard activates the sense 
of touching. The white chairs against 
the black chalkboard wall seem to be 
floating in space which is triggering our 
sight. Our hearing is only activated  by 
the people using the object.

Trading up places | Analysis

Space

Organization Element

Senses
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This artwork is located in the city of 
Boise in the United States and was 
designed by Michael Brown and David 
Cole from the Kinematic Labs.

The goal of the artwork was; “to 
encourage spontaneous interactions 
between participants through the 
expression of music” (kinematicslab, 
2020). Interactivity and recognizability 
played an essential role in engaging 
the visitors by using the artwork. The 
recognizable bike is combined with 
a mechanical instrument. By using 
the bike you can create sound or even 
music. 

The bicycles had to be robust and be 
able to withstand different (weather) 

conditions. It has become part of the 
public art as a representation for the 
Linen District of Boise.

Boise Bicycle Trio | Michael Brown and David Cole

ACTIVATING PUBLIC SPACES
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Fig. 2.17

Fig. 2.18



SENSES IN THE CITY

56

Organization
The Boise Bicycle Trio is located on 
the side of the street and was part of a 
larger project of different interventions. 
Recognizability was an important 
design factor and the bike was a  
representation of the area. The project 
consist of three bikes that are fixed to 
their location. The bikes are attached 
to a column containing a mechanical 
music instrument.

Element
The bike itself, as mentioned before 
is fixed in place. The traditional goal 
of relocation with the bike is not 
possible. Although the movement that 
is required for using the bike is still the 
same. You are able to paddle and move 
the steering wheel. By doing these 
movements you create sound that is 
coming from the mechanical music 
instrument.

Space
Three separate bikes form the project. 
They are situated at the edge of the 
street, therefore you can only move 
around the back of the bikes. This 
road with the cars limits the movement 
around the bikes. But every bike is still 
easily reachable.

Senses
The main activity, and therefore 
interaction, with the object is cycling. 
This takes place because of touching 
the object. Although the bikes are 
recognizable, they are still different than 
normal bikes and therefore activates 
our sight. Because of the difference to 
normal bikes it can trigger an interest in 
the object. But the most activating sense 
is hearing. This is what people attracts 
to the bikes the most. People need 
to experience themselves that, when 
cycling you can make sounds.

Boise Bicycle Trio | Analysis

Space

Organization Element

Senses

57

ACTIVATING PUBLIC SPACES

Cycling

Bikes, shapes

Sound created by your 
movement

Fig. 2.19 Fig. 2.20
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The bench is part of the larger 
installation of Pause on Market Street. 
The other object is a bandstand 
across from each other, also called the 
‘whispering dishes’ (Groundplay, n.d). 
For this case study we only focus on the 
‘singing bench’.

The goal of Pause on Market Street was 
to encourage people to meet, interact 
and enjoy Market Street in new ways 
(Gehl People, n.d.).

The bench consists of touch activated 
sensors and speakers installed under 
the seats. To create the sound you have 
to create a loop with the sensors. You 
have to do this in pairs otherwise you 
are not be able to make the loop. By 

touching hands with the other person 
on the bench and touching the touch 
activated sensors you created a loop. 
Creating this loops means activating 
the sensors and this activates the 
percussion sounds that can be heard 
through the speakers. Thus, to create 
the sound, you have to interact with 
other people (Capps, 2014).

Pause on Market Street | Gehl Architects

ACTIVATING PUBLIC SPACES

Pause on Market StreetFig. 2.23

Pause on Market Street Pause on Market StreetFig. 2.24 Fig. 2.25
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Organization
Although part of a bigger project, the 
Pause on Market street bench is at first 
glance a normal bench with a different 
shape backrest. But looking more into 
detail to the materialisation on the 
armrest, interest may be aroused that it 
is a different bench than usual.

Element
The physical element is not complete 
without an activity taking place. 
Creating a loop between people and 
the bench means actively interacting 
with each other but also with the 
bench. Creating this loop activates the 
percussion sounds. 

Space
The object itself does not have a specific 
influence on the space surrounding 
it. The activity and interaction that 
is taking place will shape the space. 
People interested in what is going on 
will surround the bench and social 
interaction will take place.

Senses
The main activity of creating the loop 
means that the participant is both 
touching the bench and the other 
participant. This action will create 
reaction is the form of sounds and  
therefore will activate your hearing. 
Your sight will mostly be triggered in 
what people are doing at this different 
looking bench.

Pause on Market Street | Analysis

Space

Organization Element

Senses
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Murmur Wall is an artificially intelligent 
installation designed by Future Cities 
Lab. The installation does not only 
give you insight in the virtual world, 
but is also interactive installation. The 
installation is actively harvesting online 
activity and translates this to light and 
text (Future Cities Lab, 2015). These 
travel through a steel construction 
covered with LED tubes and large 3D 
printed data displays. It is also possible 
to enter your data into the artwork 
through entering it at a website.

By representing both what is found on 
the internet, but also what is put in by 
the people itself, it actives the visitors 
and make them more aware what 
the impact is of the digital domain. 

And because it is located outside in 
the public space it is accessible 24/7, 
just like the internet. Future Cities 
Lab (2015) therefore describes the 
installation as: “the outdoor installation 
straddles the line between digital art 
and architecture by harvesting what 
the neighbourhood is searching for on 
the internet, then using these unedited 
search terms to activate public spaces 
around the artwork.”

Murmur Wall | Future  Cities

ACTIVATING PUBLIC SPACES
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Fig. 2.30
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Organization
The organization of Murmur Wall is 
mostly based on the structure of the 
object. This structure is placed on an 
already existing block. The object is 
elevated and therefore separates the 
space. Although separation is taking 
place, the open structure still makes it 
possible to connect with the other side 
of the object.

Element
The main interactive elements are 
the 3D printed data displays. The 
interaction does not directly take place 
with the displays, but through your 
phone. These displays both show traces 
of the internet and actively input data. 

Space
The displays are oriented towards one 
side of the structure. This is focused 
on the already existing routing of the 
entrance of the building it is located 
next to. Because of its height and 
direction towards one side it enhances 
movement along the object, rather 
than around the object. Although it is 
possible to go around the object.

Senses
What stands out first are the lights, 
colours and remarkable shape of the 
object. Visually it is therefore very 
interesting. Although the installation 
can be very interactive. The interaction 
does not directly take place with the 
object but interaction takes places 
through your phone. The installation 
itself does not directly produce sound, 
therefore the sound that will be received 
is from the people surrounding the 
object.

Murmur Wall | Analysis

Space

Organization Element

Senses

65

ACTIVATING PUBLIC SPACES

Lights, colours and shape

Phone

Sound created by people

Fig. 2.33 Fig. 2.34

Fig. 2.35 Fig. 2.36
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In 2016, as part of the 2016 International 
Festival of Landscape Architecture 
in Canberra, CONTEXT Landscape 
architects created a pop-up park at 
Garema Place. The aim of this pop-
up park was to create a small social 
experiment in line with the trend to 
activate public spaces (Zilliacus, 2017).

The process and results were 
documented in a report by Street 
Furniture Australia. This showed an 
enormous increase of participation and 
use of the square in comparison to before 
the adjustments. From these result they 
summarized six interventions to make 
underused urban space more attractive. 
Namely; moveable furniture (60 bright 
coloured chairs varying in shape and 

size); bright colours (coloured pavement 
and knitted tree covers); additional 
lighting (fairy lights and lit canopy); 
green lawn (soften up the concrete 
space for extra spots for relaxation); 
digital elements (free Wi-Fi and (digital) 
books) and community involvement 
(tree decorations were knitted by local 
knitters). These interventions created 
a space that draws more people and is 
enjoyed by many (Zilliacus, 2017). As 
Hamish Dounan, associate director 
of CONTEXT Landscape architects 
(as cited by Zilliacus, 2017) explains: 
“Public space is the new backyard.”

Garema Place | Context Landscape Design

ACTIVATING PUBLIC SPACES

Garema Place

Garema Place Garema Place Plan

SCAN ME

Fig. 2.37

Fig. 2.38 Fig. 2.39
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Organization
The organization of the project is based 
on the already existing structure of the 
square. There were already trees in the 
square, these were guiding in adding 
the new elements, including grass 
which creates different areas.

Element
The elements that are added are chairs, 
colourful knitted tree decoration, grass 
and paint of the street. Inhabitants were 
able to participate in the transformation 
of the square. The new chairs that are 
added are freestanding and are able to 
be moved around the square which give 
people the freedom to sit wherever they 
want. 

Space
As already mentioned above, the 
transformation was based on the 
already consisting square. By adding 
new elements the space went from an 
open unusable space to a cozy square 
that was able to facilitate a meeting 
place. Therefore the use of the square 
increased enormously.

Senses
The most change that has been made 
is because of the adding of colours in 
the form of chairs, around the trees 
and on the pavement. This made the 
square visually more interesting. These 
different elements also have a different 
feeling when touching it. The soft fabric 
in comparison to the hard moveable 
chairs.  These objects in itself will not 
create sounds, but the buzz of people 
will make it in interesting place.

Garema Place | Analysis

Space

Organization Element

Senses
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Fabric around trees, movable 
elements

Colors

Sound created by people

Fig. 2.40 Fig. 2.41

Fig. 2.42 Fig. 2.43
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Activating public spaces can activate 
the senses in different ways. But the 
most important goal of the activating 
public spaces is the interaction that is 
facilitated. In some cases interaction 
is limited to the limitations of the 
object, in other projects the interaction 
can be interpreted more freely. In 
some projects it facilitates for specific 
activities to take place, other facilitate 
for your own interpretation of activities 
and does not dictate what should take 
place there.

Apart from interaction taking place 
with the projects, social interaction 
also increases. People connect over the 
interest in what is going in the public 
space. Being able the connect to the 
public space and people ensure that 
people are more in the here and now.

Spatially analysing the project have 
resulted in spatial design tools that will 
be discussed in the next section.

ACTIVATING PUBLIC SPACES

Conclusion Activating Public Spaces
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As result of the analysis of the activating 
public spaces the spatial design tools 
are created. The case studies are used 
to get an understanding what some 
interventions mean in regard to spatial 
design. The design tools are based on 
the analysis of organization, element 
and space.

The first design tool is based on the 
enclosure of space. This can be done in 
different ways. There is the difference 
between enclosed of open space, but 
there is also a hybrid where it fluctuates 
between enclosed and open. The 
enclosure can open up in different 
ways, partially or almost all the way. 

This relates to the second design tool 
the division of space. The division can 
created two sides (side A and side B) 
or it can created an inside and outside. 
If the concept of enclosure of space 
is projected on the division of space, 
there is a transition from division to 
connection of space.

SPATIAL DESIGN TOOLS

SPATIAL DESIGN TOOLS
Enclosure of Space

Division of space

Closed

Inside/outside

Side A/B

Hybrid

Hybrid

Hybrid

Open

Connection

Connection
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A B

OUTSIDE



SENSES IN THE CITY

74 75

SPATIAL DESIGN TOOLS

Resulting from the division of space is 
the movement in space. How the space 
is divided results in what possibilities 
of movement there are. The division of 
side A and side B creates  a movement 
along the object. Inside and outside 
provide the possibility to move around 
the object. 

Moving around in space can be around 
a single object, or there could be 
multiple objects in space. Multiple 
objects in space can result in different 
movements around the objects.

The last design tool is the use of 
detachable elements. Elements are 
part of the object, but can also be 
detached from the object to be used 
next to the object. Elements can both 
be part of the division of space, which, 
when detaching, can resulted in the 
dissolvement of division.

Movement in Space

Objects in space

Elements

Move along

One objects

Detachable elements

Move around

Multiple objects
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The general object is an object that 
actively make people participate in 
their surroundings. The goal of this 
object is to engage people by creating 
a conscious experience through 
activating the senses. This is a general 
design based on the idea that this 
object can and should be placed on 
different locations in the city. Placing 
it in different locations in the city 
will show in what way the context of 
the surroundings will influence the 
design. Although varying based on 
specific locations, the objects will work 
in the same way this general object 
works. This is the starting point for the 
separate objects and create outlines 
based on requirements for the different 
implementations. The general design is 
based on the sensible and spatial design 
tools that were created. 

The requirements for the object are 
that it should create a multisensory 
experience, is interactive, is a freely 
adaptable space, give shelter and be 
able to facilitate for different activities 

to take place. As mentioned before it 
is important for us to be able to make 
our public space and our sensory 
experience should not only be related 
to the field of architecture, but also to 
the field of urbanism.

This chapter explain the outlines of 
the general object based on elements, 
organization and space. These are 
the constructing components of 
the general design. These basic 
constructing components are used 
for implementation on three different 
locations in Eindhoven. The selected 
locations are discussed and analysed at 
the end of this chapter.

GENERAL DESIGN

GENERAL DESIGN
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The elements are the starting point of 
the general design. The elements are 
panels. These panels are used to divide 
the space, to create both an inside 
and an outside space using the spatial 
design tool of hybrid division of space 
and the detachable elements. The 
panels are able to move, both around 
their axes and along a grid. This is 
based on the requirement of adaptable 
space and interaction with the object. 
By moving the panels the inside and 
outside space will change according to 
the rearrangement of the panels.

The measurements of the panels are 
based on the social distance scale. The 
width of the panels is 1,3 meter and the 
height is 2,6 meter. The height is based 
on a 1:2 ratio. The thickness of the panels 
is 15 centimetres. This creates room for 
storing folding chairs in the sides of 
the panels, that form the detachable 
elements. 

GENERAL DESIGN

Panels

Movement of panels
81

Elements - Panels 

Fig. 3.1

Fig. 3.2
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Grid

The organization of the general design 
is based on a grid. The panels are able to 
move along this grid. The grid is based 
on the width of the panels of 1,3 meter. 
The grid is 5 x 5, resulting in an overall 
size of about 6,5 meter. The size of the 
grid can be adapted to the space the 
object is placed. Applying the grid, the 
thickness of the panel needs to be taken 
into account. Otherwise the panels will 
not be able to turn or move along the 
grid. Enclosing this grid needs a total of 
20 panels.

The organization is based on the 
spatial design tool movement in space. 
Creating this grid makes you able to 
move around the object. 

GENERAL DESIGN
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One of the main requirements of the 
general design is the ability to adapt 
the space. The combination of the 
moving panels along the grid make it 
possible to create different variations 
in floorplans. Using the 20 panels as a 
basis, different options of floorplans can 
be created. These different floorplan 
create different kind of spaces and 
therefore different routings through the 
plan. Changing the space also means 
different kind of divisions of space and 
different movement in space. Because 
of the different configurations different 
activities can take place. People are 
able to move the panels as how they do 
seem fit for the particular activity that is 
taking place at that moment.

This space is covered by a roof which 
creates shelter. This roof also contains 
the rails among which the panels are 
moving. The panels are enclosed with 
both rails at the top and the bottom.

Space - Routing

GENERAL DESIGN
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Different space configurations and routingFig. 3,4
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Elevation

GENERAL DESIGN

Isometry

RAILS

PANELS
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Fig. 3.5
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Activating the senses is done through 
the use of different materials. On one 
side the panels are covered with a mirror, 
on the other side the material can be 
adapted to the location. Important is 
that the side that is the other material, 
every panels looks different. This means 
that in combination with the movement 
and the mirrors each time the object is 
approached, it will look different. This 
reflection and different panels will 
stimulate the senses, and the effect of the 
ever-changing object will be enhanced.

The mirrors do not only reflect other 
panels, but they do also reflect the 
surroundings and the activities taking 
place. This is also an important factor 
why each time you approach the object 
it will look different. 

The materialization of the panels will 
differ per location and will therefore 
be explained in the final designs. The 
materialization will consist of different 
sensible design tools like colour, texture 
and odour. 

Senses - Materialization

GENERAL DESIGN

Reflection of surroundings

Every panel is different, in colour or texture

Reflection of activitiesFig. 3.7 Fig. 3.8

Fig. 3.9
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GENERAL DESIGN

Roof
To create some stability, the roof 
is made out of timber trusses. The 
trusses divided over squares will carry 
both tension and compression forces. 
Creating this frame will provide a 
lightweight roof which is covered with 
corrugated iron. This combination 
ensure that the roof will be as thin as 
possible. 

The roof should look like it is light 
weighted, because therefore the focus 
remains on the moving panels. 

Panels
Although the goal was to create a space 
that is freely adaptable to whatever 
activity is taking place. It does have 
its limitations. If all the panels, for 
example, move to one side, the roof 
will tilt. That is why four panels are 
fixed on place. These panels will be 
the supporting elements. Depending 
on further development of the grid, the 
location of these fixed panels can be 
changed. While four panels are fixed, 
the other panels are still able to move 
freely along the grid.

Construction
TIMBER TRUSSES

CORRUGATED IRON

MOVING PANELS

FIXED PANELS

Axonometry constructionFig. 3.10



The general object can have a different 
shape and impact on different 
locations in the city. It can be adjusted 
to its surroundings. Therefore three 
different locations within the city of 
Eindhoven are chosen. The locations 
are different public spaces, keeping 
in mind that the object is focused on 
pedestrians. The public spaces that are 
chosen are; the street, the square and 
the park. 

Locations in Eindhoven were chosen 
because COVID-19 pandemic travel 
was not recommended. Eindhoven is 
also a large city with various public 
spaces that are sufficiently different 
from each other, so that the impact of 
placing this object could be examined.

When choosing these locations 
important is the different surroundings 
of the locations. After mapping the 
squares and parks in Eindhoven, as 
can be seen in figure 3.12 and 3.13, the 
following locations are chosen. 

For the street Torenallee in Strijp-S is 
chosen. This is a boulevard like street 
with a pedestrian area in the middle. 
Strijp-S is a high density mixed 
functions area. 

Lodewijk Napoleonplein is chosen as 
the location for the square. It is located 
near the city centre, but is a residential 
area.

And for the park Dommelplantsoen 
is chosen for the park. The 
Dommelplantsoen is located in the 
south of Eindhoven next to the ring 
road.

These three locations will be analysed 
based on the general object with the 
focus on pedestrians. 

9392

SELECTED LOCATIONS

SELECTERD LOCATIONS
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Squares in Eindhoven

Ketelhuisplein

Woenselse Markt

Lodewijk Napoleonplein

Wilhelminaplein
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Markt
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Philips de Jongh Park

Henri Dunantpark
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Stadswandelpark
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Dommelplantsoen
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Wandelbos Eckart

Lex en Edo Hornemannplantsoen
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Parks in EindhovenFig. 3.12 Fig. 3.13
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Torenallee Torenallee

Lodewijk Napoleonplein Lodewijk Napoleonplein

Dommelplantsoen Dommelplantsoen
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Fig. 3.14

Fig. 3.15

Fig. 3.16

Fig. 3.17

Fig. 3.18

Fig. 3.19
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Section Torenallee

Torenallee is located in the area of 
Strijp-S. Strijp-S, the former Philips 
area, is now developed as an high urban 
core within the city of Eindhoven. Since 
the municipality took over the terrain 
in 2002 plans for the development have 
been changing. In the last few years most 
development plans have been executed 
within the masterplan, referring to the 
existing structure of the industrial site. 
After the transformation of the industrial 
buildings, new developments have been 
realised.  The aim of the redevelopments 
is creating a high urban core within the 
city of Eindhoven. A mix of functions 
focused on the benchmarks of the city; 

design and technology. A combination 
is created of both living and working, 
but also recreation and large city scale 
events. 

Torenallee is part of the existing 
structure and was originally created to 
have a sightline from the residence of 
Philips towards the Lichttoren located in 
the city centre. With the reconstruction 
this sightline has been kept. A boulevard 
like street with a pedestrian area in the 
middle is created. Specially for this street 
new trees are created, with a V-shape 
stem. With the new trees the street has 
gotten more green.

LOCATIONN ANALYSIS | TORENALLEE

LOCATION ANALYSIS | TORENALLEE

Plan TorenalleeFig. 3.20

Fig. 3.21
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LOCATIONN ANALYSIS | TORENALLEE

Possible locationsRouting pedestrianFig. 3.22 Fig. 3.23
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Section Lodewijk Napoleonplein

Lodewijk Napoleonplein is located in the 
district Vonderkwartier. The square is 
located in a residential neighbourhood, 
with mostly row houses, near the city 
centre and the soccer stadium. Over 
the years it has undergone different 
developments. In the beginning it 
used to be car dominated. But after 
numerous protests and interventions of 
the district committee the square was 
created. The open space is ellipsoidal 
and lowered, created by different walls 
and stairs on the side of the square. 

The south side of the square is full of 
greenery. This greenery and the walls 
create a disconnection from the cars on 
either side of the square. The square is 
therefore fully focused on pedestrians. 
There is one shortcut for cars along 
the east side of the square. Different 
playing facilities are added like a basket 
and a table tennis table. The green 
structure also provide numerous spots 
for playing. The object can be placed on 
different locations on the square, on the 
sides or in the middle.

LOCATIONN ANALYSIS | LODEWIJK NAPOLEONPLEIN

LOCATION ANALYSIS | LODEWIJK NAPOLEONPLEIN

Plan Lodewijk NapoleonpleinFig. 3.24

Fig. 3.25
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LOCATIONN ANALYSIS | LODEWIJK NAPOLEONPLEIN

Routing pedestrian Routing car Possible locationsFig. 3.26 Fig. 3.27 Fig. 3.28
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Afforestation center park

Connection to other parks of the 
green strucutre

Joining of rivers Dommel and Tongelreep

Pedestrian routing

Dommelplantsoen is located next to the 
ring road in the south of Eindhoven. 
Dommelplantsoen is part of a larger 
green structure penetrating the city 
centre. It is surrounded by a residential 
area. On the edge of the park a high 
school is located. In this park the two 
rivers, the Dommel and the Tongelreep, 
join together to continue as the Dommel 
through Eindhoven. In de middle part 
of the of the park, the the municipality 
allows nature to take its course as far 
as possible. This part is very densely 
grown and there are narrow paths here. 

The outside of the park is mostly grass 
and freestanding trees, some of them 
monumental. The main route through 
the park is following the two rivers.  
On the west side of the park, south to 
the school there is a soccer field and a 
playground for children. The object can 
placed throughout different locations 
in the park, the more open space, or the 
more densely grown. The large scale of 
the park makes it not possible to notice 
the object from anywhere within the 
park.

LOCATIONN ANALYSIS | DOMMELPLANTSOEN

LOCATION ANALYSIS | DOMMELPLANTSOEN
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LOCATION ANALYSIS | DOMMELPLANTSOEN

Section DommelplantsoenFig. 3.34
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Design
Each design on every location starts at 
the idea of a certain movement. The 
movement in Torenallee is through 
the object. While it is located on the 
pedestrian zone, you are confronted 
with the object. The object stretches 
to both sides of the pedestrian zone. 
This part of the pedestrian zone is 
the transition from one side of the 
Torenallee to the other through the 
greenery. So be able to go to the other 
side of the street you have to go through 
the object, and therefore you are going 
to interact with the object. The form 
follows the surroundings while the 
direction of the grid is in line with 
the routing. To create a wide range of 
options the grid is covers the whole 
passage. The object consist of 28 moving 
panels and 14 fixed panels. The number 
of fixed panels is this high because of 
the length of almost 30 meters of the 
roof. It therefore needs more fixed 
points for support.

Materialization 
The material chosen for this location 
is a combination of concrete and fabric 
designed by the Tactility Factory. It is 
the combination of the hard properties 
of concrete and the softness of the 
textiles that create an interesting tactile 
experience. You can feel the difference 
in the materials. The ornamentation 
the designers, architect Ruth Morrow 
and textile designer Trish Belford, use, 
give a visually interesting assembly of 
colours, textures and materials. The 
use of technology to design the panels 
allow great freedom by designing the 
panels. Different fabrics can be chosen 
like velvet, linen or stitched. The use 
of different textures and colours will 
create a multisensory experience 
(MaterialDistrict, 2015).

TORENALLEE

TORENALLEE

Situation

Grass
Pedestrian

Car

1:500
Fig. 4.1
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TORENALLEE

Elevation
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Isometry
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Fig. 4.2 Fig. 4.3
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Tactility factory - Concrete & Fabric
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Fig. 4.5
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Exhibition

TORENALLEE

Fig. 4.7

Scenario

MU an Hybrid Art House is located next 
to the object in Torenallee. Together 
with this arthouse an exhibition can 
be held. Taking art towards the street. 
Being able to move the panels around 
creates the possibility to create different 
spaces based on different exhibitions 
that are held. Not only can the panels 
function as dividers of space, they can 
also be used to project something on. 
Use the panels to, for example, show 
new materials. Take for example the 
material of the Tactility Factory. This 
is a relatively new material and this 
is now shown by using the panels. 
Different designers can use their artistic 
freedom for using the panels. The 
panels will facilitate showing new ideas 
and designs. Which is an important 
part of Eindhoven. In this way, people 
can interact with new innovations all 
year round. An exhibition is one of 
the activities that can take place at this 
location.
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Design
Enhancing the design tool of movement 
in space, the movement of the object on 
the Lodewijk Napoleonplein is around 
the object. The object is placed in the 
centre of the square to make it possible 
to move around the object. The already 
consisting routings of the square will 
lead to the centred object. The shape 
of the object is a reaction to the already 
consisting structure of the square. The 
grid fits within this oval shape. Leaving 
enough room to move around the 
object. This object consist of a total of 
28 moving panels and four fixed panels. 
The fixed panels are positioned in such 
a way that the interior space can still be 
freely arranged.

Materialization 
The material chosen for this location is 
Acoustic Glass designed by Glasio. This 
acoustic glass is formed by thermally 
bonding particles of crystal glass. This 
is done by heat and no other materials 
are added. It is all made of recycled 
glass. The main design factor for using 
this material is the maximal acoustic 
attenuation. The absorption capability 
is exceeding 90% of the incident acoustic 
energy at mid frequencies. This can 
have advantages for a residential area. 
And while the material is available in 
different colours, it is able to create a 
colourful assembly. The coarse material 
makes up for an interesting texturing 
and creates a tactile experience. The 
combination of absorbing sounds, 
coarse texture and colourful material 
creates a multisensory experience 
(MaterialDistrict, 2019).

LODEWIJK NAPOLEONPLEIN

Situation
1:500
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Fig. 4.8
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LODEWIJK NAPOLEONPLEIN
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LODEWIJK NAPOLEIONPLEIN

Floorplan
1:200

Acoustic Glass - GlasioFig. 4.12

Fig. 4.13



131

SENSES IN THE CITY

Making music

LODEWIJK NAPOLEONPLEIN

Fig. 4.14

Scenario

The district of Vonderkwartier is a very 
active community. Different kind of 
activities are organized. There even is 
a special group that organizes activities 
at the square. These people can be 
incorporate in the organization of 
activities around the object. The object 
can be a place for gathering, a place 
for creation and fun activities. One 
of them could be making music. The 
district already has a group that form a 
choir. Making music can be done in the 
form of workshops or just a fun night 
out. People can dance, or people can 
just sit and watch and enjoy the art of 
making music. Music can bring people 
together and create bonding within the 
community. One of the main reasons 
there is interaction in the public space 
is the ability to adapt yourself. So the 
scenario is just one of the activities that 
should take place at this location. The 
object facilitates different activities 
taking place. People are free to do 
whatever they want. The materialization 
of the panels can reduce nuisance 
because of its absorbing qualities.
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Design
Because of the dimensions of the park the 
movement of going on top of something 
is used as a starting point for the design 
of this location. The general design of 
the grid of 5 x 5 is stacked on top of each 
other. Creating five floors (including 
ground floor). Creating a total height of 
a little bit over 14 meters. Creating this 
height will make it possible to view over 
the park and the city. On other locations 
in the city these stacked objects can be 
placed and can be seen from one another 
and be used as a reference point. Because 
of the height the object can be seen from 
more locations in the park. Because of 
creating multiple floors, there need to be 
more fixed panels to created stability. By 
making a cross on each side using fixed 
panels it will give the object more stability. 
This will also mean less panels are able 
to move. Varying from 12 to 16 movable 
panels per floor. The stairs are situated 
in the centre of the object. Stacking the 
object gives another interesting point of 
view, but also creates more limitations 
about adapting the space.

Materialization
The material chosen for this location 
are Bio Laminates designed by 
HuisVeendam. This material is 
chosen for its relation to the natural 
surroundings. The laminates are 
made from organic materials that 
are considered waste, like fibres and 
plants, bound together by starch 
adhesive. The manufacturing process 
is energy low and therefore makes this 
a sustainable material. The use of these 
biodegradable materials makes the 
odour of this laminates very strong. The 
odour will enhance your experience of 
being in nature. Using of combination 
of different materials can be visually 
interesting. In combination with the 
heigh, the odour and the use of different 
ground materials creates a multisensory 
experience (MaterialDistrict, 2014).

DOMMELPLANTSOEN
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Learning

DOMMELPLANTSOEN

Fig. 4.21

Scenario

Located in the nature this object could 
facilitates activities for learning. This 
can be done in different ways, take for 
example children, they can learn in 
combination with the materialisation 
of the panels about nature, but also 
look out over the city. Children from 
the high school located next to it can 
use the object for art class. You can, for 
example, make a painting overlooking 
the city. But it can also be a place of 
relaxation. You can read your book 
while being surrounded by the smell 
of nature. You can create watchout 
points for learning about the city. 
Numerous possibilities of creating 
learning experiences can be created 
together with, for example, the school 
or the municipality.
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CONCLUSION

Research into wellbeing has led to the 
understanding that the virtual world 
that is taking over the real world has 
created a distinction between mind and 
body. While Merleau-Ponty describes 
the importance of this connection 
we needed to understand how this 
connection could be aroused. What kind 
of role could the public space take into 
re-enlighten this connection. Bringing 
back this connection meant designing 
for the senses and the human scale. In 
this way it was possible to let people 
reconnect with the real world and 
therefore their surroundings. Through 
case studies research has been done 
into the spatial conditions of designing 
for the senses and the human scale. 
This led to a general design. Creating 
an interactive object will engage people 
in their surroundings. While a general 
object creates different opportunities for 

activities to take place, it should never 
dictate the activities. The general object 
leaves room for interpretation which 
makes it possible to facilitate for all kinds 
of activities. The freedom of shape and 
materials makes it possible to adapt it to 
the location it is placed. This is in line 
with the quote used at the beginning 
of the book: “[...] The freedom to make 
and remake our cities and ourselves is, I 
want to argue, one of the most precious 
yet most neglected of our human rights.” 
By making this object we give some of 
this right back to the people. And while 
enhancing this connection between 
mind and body we do not only reconnect 
with our surroundings, but as a result we 
will also create more social interaction. 
The combination of this should enhance 
our wellbeing. In this way the public 
space can have a positive influence on 
our lives. 
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To demonstrate how the general object 
works, an interactive model is created 
on a 1:10 scale. The materialization 
of the panels is based on the different 
locations. The concrete and fabric, both 
with velvet and linen; the acoustic glass 
and the bio laminates. You are able to 
move the panels both along their axes 
and along the grid. The construction 
is done through creating slots where 
discs that are fixed to the axes can move 
along. 

MODEL

DISCS

FLOOR

SLOT

AXES
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