Sensation and Perception  (50 points)

Casino owners, amusement-park operators, and advertisers routinely shape our perceptions by playing with our surroundings.  They try to convey a specific image, usually in the interest of money:  if you can lure more people into your theme park, your hotel, or your theater, they’ll stay to spend money.

Most of what you’re learning about in terms of sensation and perception comes into the planning stages of new construction for architects and designers, who have to know a lot about psychology.  Myers (p 279) calls this “human factors psychology.”  I want you to try your hand at this.  You’ll design a theme park, a mall, a hotel, a hospital, or an entertainment venue (a theater or concert hall) that makes your clientele actually want to stay and spend money.  Be creative, but be sure to follow the rules your client (me) gives you:

1. Your place has to be family-friendly.  Don’t center its appeal on sex, booze, or drugs (all things we’ll learn about soon enough)

2. You’re designing a lobby ONLY.  Keep in mind that many people only perceive first impressions, and they don’t often look much further.

3. Include at least three separate features that you can tell me about in a caption of fifty words or less.  Explain to me in captions how the sensations these create lead to perceptions on the part of the customer.  Be specific.

4. Accompany your design sketch with a short paragraph (shoot for 150 words) that tells me what you’ve designed and how it encourages a certain type of person.  Include

a. Your planned demographic

b. A name for your building

c. Ways in which you use perceptions from at least three of the conventional five senses.

5. Include references for your work.  At least one of these needs to be a printed source (NOT a website “printed out”) which addresses why and/or how you made your design.  For example, let’s say you design a room with tapered columns to give an illusion of height.  The ancient Greeks did the same thing; hundreds of history and archaeology texts describe the idea.  You’d just need to cite THREE of them (one per caption, as per Item 3) in order to give your ideas some weight.  My advice is to head down to your friendly local library and look through some architecture books, design magazines, etc.
RUBRIC:


Sketch is clear and clean, with evidence of planning and careful thought.  Student uses either graph paper or typing paper, and uses a pencil rather than ink.  10 POINTS


Captions are clear and concise, and explain SPECIFICALLY how each of three features will result in people wanting to stay.  5 POINTS EACH  (x3)


Paragraph includes demographic, a building name, a decription of the type of building and what it’s used for, and a brief summary of why their design works.  10 POINTS


Sources are present and properly cited.  5 POINTS EACH (x3)

