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Abstract

Exploring a space with our body is a strong experience; it is not like looking at a pic-
ture of a space or listening to a detailed description of it. Being somewhere physically 
is a fundamental element involved in our unique and personal perception of a room.

However, I often feel constrained by social and cultural rules in my bodily explora-
tion of spaces. My aim throughout the project is to engage people into sharing their 
feelings and experiences about space, in order to better understand the relationship 
between the human body and the architecture in western societies.

Through an experimental process I am articulating and reflecting upon a design meth-
od to dialogue and engage with a large range of people. By using some tools from 
the field of interior architecture, I am building physical artefacts used as a means to 
challenge the bodily engagement of the users.

The analysis of the interaction between the user and the artefacts, constituted the 
basis for me to elaborate on the two design proposals.

The process also gives me the opportunity to reflect on my influence and responsibility 
as an interior architect into promoting, challenging and inviting people to more bodily 
engagement in space.
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Feeling the space

I like very much to lie down on the floor. I took all the most 
important decisions of my life with my back against the 

ground and my eyes staring at a ceiling, any ceiling would 
do. When I get bad news, when I feel overwhelmed or just 
when I need to calm down for a minute, I forget about the 
furniture and I want to feel the hard ground beneath my 

body. I can think better that way. I am not doing anything, 
not going anywhere but just lying there for a while in a 
certain place and in a certain position. This is my very 

personal way to engage with spaces. Time seems to stop, 
I step out from the usual world and become a thing - just 
one more thing in a space. However this simple action of 
lying down on the floor is not something you usually feel 

comfortable to do at any time and in any place.

Fig. 1. Andrade, Alécio de. 2009. «Unknown .» independent pho-
tographer. The Louvre and its Visitors . Paris: Éditions Le Passage.

Foreword
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The human body is one of the sensors involved in our perception of a 
space. However it is surprising to observe the limitations of bodily en-
gagement in spatial experiences. We are taught from early childhood 
not to touch the walls, not to climb on things or to lie down on the 
floor. This social conditioning follows us and impacts our experience 
of spaces to a great extent. The aim of this project is to reflect on how 
interior architecture and design can be used as a tool to understand 
and re-think our conventional behaviours in space.

What are the role and the tools of the interior architect when it 
comes to challenging our sometimes constrained relationship 
with architecture?

To know what to make and how to make it, I intend to listen to a cen-
tral but often forgotten sensor: our body. 
During the project I am developing and articulating an artistically driv-
en design method based on physical tools as a means to establish a 
dialogue with the users. The process is experimental and allows me 
to get a better understanding of the relationship between architecture 
and the human body. 
An important part of the study is focused on the development of docu-
mentation techniques to reflect upon the user’s bodily engagement in 
relation to specific objects or spaces.
The study leads to some answers on how to intensify interactivity and 
how to invite a larger range of people to engage with architecture. 
The analysis of the experimental process helps me to formulate two 
design proposals. Through these proposals I intend to define and ar-
ticulate how the user could benefit from engaging bodily in space and 
how I as a designer could facilitate that process.

Fig.1. Unknown. 2015. «Two kids watching art - Museum picture .» scan-
dinaviaclub. Lecture : introduces children to art: children and museums 
where to start? Moscou . http://scandinaviaclub.ru/children-in-museum/.

Introduction
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Background 
When I am entering a room, I am particularly attentive to the emo-

tional relationship that builds up between me and the space. The 
subjectivity of this often instantaneous flow of information intrigues 
me. How is it possible that our feelings towards a space builds up so 

fast and escapes our logical analysis of the context. We feel the space 
before we start to intellectually reflect upon it. 

One of my long term goals is to better understand and connect 
the several elements involved in our emotional perception of 
space. In his book, The feeling of what happens, Antonio Dama-
sio explains the close relationship between body and emotion at 
a scientific level. (Damasio, 2000) Because of my interest in the 
connection between emotional perceptions of space and bodily 
engagement, I decided to investigate a closely related problem.  

Thinking about my early experiences with architecture, I found 
many examples of how my body and architecture have been 
connected through emotions. As a kid I was not reflecting about 
space or architecture, but I can still remember details and stories. 
These stories are not about shapes and light but about how my 
body was perceiving the space.

I remember the cold and grey tiles under my feet in the morning. The 
architecture was not softly and kindly telling me that it was time to 
wake up, the architecture was straight forward and we couldn’t dis-

cuss any longer. The morning was for me symbolised by the moment 
where my feet would touch that cold ground. The house plan was 
complex and my body was easy to hide during my fictive treasure 

hunts. I tried every corner and hide-out with my body. I have climbed 
up and down the staircase so many times that I could now close my 

eyes while doing it. I know my childhood home with my body and 
that makes this space so special to me. My memories are full of de-

tails, that only the body can know. 

What are the criteria that make a place meaningful and emo-
tionally charged for people? Taking into consideration the limited 
time frame, I decided to explore one characteristic aspect of the 
complex equation. I used my personal insights about the topic to 
frame the project research question. This thesis explores how we 
bodily engage with architecture because at wider scale this crite-
ria affects and influences our emotional, subjective and instinctive 
relation to interior spaces. 

Introduction
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Material research 
How to use materiality as a way to challenge bodily engagement? 

The first step of my research consisted of reflecting upon mate-
riality as a way to lead users into touching and interacting with 
surfaces. To simulate the tactility, I focused on the idea of com-
bining materials with opposite qualities and properties to design a 
surprising and playful experiment. I selected two main materials to 
work with: the foam and the plywood
Soft materials react and deform under the pressure applied by a 
human body, unlike harder material usually used in interiors like 
concrete, wood or glass. The foam is defined among other criteria 
by its density. When the density of the material is low, the foam 
looses easily its geometry under pressure. The density of the 
foam is hardly predictable, only with a visual analysis. 

To discover the density and the texture of this material, the user 
is required to touch and press it. The necessity of engaging bodily 
to discover and describe this material, makes it interesting to my 
research. 

Method
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By looking at the project Livingstones, design by Stéphanie Marin 
of the Smarin design company, I got inspired in my way to work 
with and combine the foam. Stéphanie Marin has created a hy-
per-realistic collection of wool pillows, chairs, and floor cushions 
that look like oversized pebbles. (Page, 2016)
Because at one point we have all been playing with pebbles on a 
beach, we know the weight, size and hard texture of it. In this pro-
ject the curiosity of the user got triggered when changing the size 
and context of the rock. When the memories and expectations of 
the user gets disturbed, the need of gathering new information 
about the object increases. Stéphanie Marin plays on the natural 
associations that people make between the visual aspect and the 
materiality of things. The designer uses it as a tool to design an 
unusual interior, challenging the curiosity and the tactility of the 
users.

Fig.1. Evolution, Website Design furnitures by Experta. 2015. Picture gallery 
«Livingstones 1» Smarin. Accès le 2016. http://www.smarin.net/en/collections/
livingstones-11-1-0.html.

Fig.2. Evolution, Website Design furnitures by Experta. 2015. Picture gallery 
«Livingstones 2» Smarin. Accès le 2016. http://www.smarin.net/en/collections/
livingstones-11-1-0.html.

Method
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My way to approach the idea of materiality is similar. By covering 
the foam with a layer of plywood, I am playing on the associa-
tion that the people make between the visual aspects and the 
materiality of things. Wooden surfaces are generally considered 
as a part of the group of hard material. The normal expectation 
of the user is to be able to walk on it, or press it without obvious 
deformation of the geometry. The foam used above is not visible 
except on the sides of the material, but change the overall experi-
ence of the wooden surface.  

When applying a pressure on the plywood makes the foam under 
it get deform and the overall piece become flatter - The standard-
ised expectations of the user gets disturbed. When the piece is 
not pressured anymore, the foam bounces back and the material 
gets back to its original geometry. The flexible and comfortable 
qualities of the material are unexpected and generates interest 
from the users.   

Each and every piece constituting the panel are different and 
unique. The pattern is irregular in every point and on every board. 
By reflecting about the pattern design, I got aware of the quali-
ties of the irregular geometry of the pieces. The material reacts 
differently in different points to the same pressure. The movement 
of the material becomes unique even when the stimulation stays 
identical. The absence of standardisation in the geometry of the 
material, makes the material reaction more unpredictable.
The numerous pieces are not connected together directly, but 
they are all connected to the same piece of material. This materi-
al is keeping the pieces together and determining the geometry of 
the panels. The material used for this function was initially a fabric 
but has been changed during the process. The decision of using 
acrylic plastic instead of the fabric has been a way to improve the 
panel qualities.   

Method
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Artistically driven design method 
Experimentally explore possibilities and constraints by using my personal artistic practise, to research 

and define problems in spaces. 

The project is made with the input of the user as a red thread. I aim to work, not from 
the specific perspective of the designer, but to find answers in the interaction with the 
user. Every human being has a unique body. The size and shape of the bodies are 
often what we look at. However, the strength, agility, balance or flexibility are aspects 
I also decided to take into account during this study. By involving different categories 
of users I can reflect better on how our unique body builds up our unique relationship 
with a space. 

The same tool becomes different when the user is different. The relativity of what is 
heavy, tiny, or big in relation to who is investigating is the basis for the experience to 
occur. I also try to reflect on what becomes difficult, scary, fun or impossible to use, in 
relation to the differences between various human bodies. 
The challenge is to have the body as a first recipient and not the mind. In order to 
reach that goal, I am reflecting on new methods to dialogue with and document bodily 
engagement. The physical tools are essential; they are the medium for the discussion 
to happen. The production of this devices is focused on the choice of relevant materi-
als and the definition of scale.

Through my research I have defined three categories: surfaces, free-standing objects 
and micro-spaces.

Method
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the
OBJECT

The surface needs to have a 
support to be applied on - often 
the existing building (eg. floor, 
wall, or ceiling). The surface 

tool can’t be moved and has a 
strong relation to the context. 

The user can’t move the surface 
within the space and the body 
needs to adapt to the set-up in 
order to generate an interac-
tion. The materiality and tac-

tility of the surface tool is what 
makes it interactive.

the
MICRO-SPACE

the
SURFACE

The free-standing object can be 
moved and placed in different 
contexts by the user. The user 

can define different types of in-
teraction between his body and 
the object but also between the 
object and the surroundings.  

The micro-space can be entered 
by the user, it has an inside and 
an outside. The user can move 
and orient the space or even 

turn it upside down. The user 
can explore the inside of the 
object and focus on the rela-

tion between his body and the 
interior or explore the relation 
between the building and the 

micro-space. 

Method
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Documentation 
An important part of the study is the development of documentation 
techniques to reflect upon the user’s bodily engagement in relation 
to specific objects or spaces. I am using pictures, drawings and vid-
eos to highlight the body actions and reactions. By using images, 
I can slow down the action and be attentive to the details that we 
often neglect. This makes it possible to understand more about the 
spontaneous manner with which humans relate to space. The body 
language and its understanding are the fundamental elements for 
me to work with. 
The devices produced are tested with different users, in different 
experimental set-ups. The experiments and the documentation of 
it are more or less plan and design during the different stages of 
my work. Even though I have been leading some workshops and 
experimental sessions, I try to be attentive and open to the sponta-
neous interactions. Sometimes during the production of the devices 
people have been interacting, questioning and using my material. 
I gave those brief and uncontrolled sessions a lot of importance in 
my research. I took pictures with my phone, and short videos and 
tried not to interfere or put limitations to the people and looked and 
listened carefully to them. The fact to be working in an open space 
and to share a workshop with many other students has been an 
interesting way not to separate production from testing but to keep 
them connected throughout the process. 
Documenting the final objects was also a great moment to discover 
and learn. Knowing that they will be pictured, the people participat-
ing were more aware of their actions and trying to challenge the 

objects and their bodies. They were formulating better and reflect-
ing in depth on what they were actually doing.
Producing short movies has been an important part of the outcome 
of this thesis work. I made the movies to communicate the meaning 
of my study, as much as to understand and reflect upon on my own 
process. Watching the movies is crucial to better understanding, 
the overall thesis work. In the next part of the report, the video will 
be introduced in relation to the several exploration conducted, and 
can be watched in a more defined context.

- When the human body explores the space - Floor panel
https://youtu.be/l-4EmGYq77M

- When the human body explores the space - Wall panel
https://youtu.be/1HzofXJCrqY

- When the human body explores the space - Micro-space I 
https://youtu.be/CMKnTNEpZaM

- When the human body explores the space - Micro-space II 
https://youtu.be/jZ3xkXQtids

Using exhibitions as a way to engage and keep experimenting ap-
pears to be a powerful research tool. The Konstfack Spring exhibi-
tion became a long term workshop for me. During ten days people 
were walking around, trying and discussing the micro-space. An im-
portant part of my learning outcomes, comes from this opportunity 
to reach and involve a large panel of users from extremely diverse 
backgrounds, ages and with various opinions and life interests. 
It also gave me the opportunity to reflect upon the meaning and 
learning outcomes of showing and sharing within the frame of an 
experimental practise. 

Method
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The surface
Diary of exploration

The test 01 shows the test conducted with the surface tool and 
the different experimental set-ups I have used to engage with 
people. 
Using the material previously developed, I first produced big sur-
faces and tried to analyse how the presence of this material sam-
ple was affecting human bodies in space. I first placed four panels 
with different scale sizes on the floor and experimentally studied 
it. By placing the panels in a semi-public space, I got the opportu-
nity to engage with many students. I did not give any information 
or indications to the users and recorded the experiment.

https://youtu.be/l-4EmGYq77M

While looking at a kid on one of the videos, I realised the major 
impact of my tool. The tool was affecting the balance of the body 
and therefore the way to walk needs to adapt. Even back on the 
regular concrete ground the kid was mimicking the new manner to 
walk induced by the foamy floor. By producing a skin covering the 
actual architecture, I was making the space more challenging for 
the body. 

Slowly getting back to its initial Geometry

Adaptation of the Material

Initial Geometry

Activation : Body weight

Deformation

Reaction : Foam force

Back to the intial geometry

Wooden board 1mm

Flexible foam 7mm

Plastic fabric

Exploration 01
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The project Wallfa by Jordi Canudas, is a two sided piece of furni-
ture that is both wall and sofa. The stretchy membrane divides the 
space and offers a comfortable sitting area that becomes playful 
when users interact from both sides of the wall. It works as a dou-
ble sided vertical hammock that people sit on to relax, play and 
socialize.(Canudas, 2007) Inspired by this project, I produced new 
panels that I placed on the walls, to observe and reflect upon how 
changing the location of the material in space could influence the 
results of the first experiment. 

I produced a new panel, and replaced the fabric connecting the 
pieces by an acrylic plastic board. The board was making the 
panel stronger and allowed me to fix it on the wall.
From simple hand contact to overall body engagement, the inter-
actions found by the users have been numerous. A short movie 
of one of the experimental sessions shows some of the findings I 
made:

https://youtu.be/1HzofXJCrqY

The choice to use an adaptive material has increased the degree 
of body engagement of the user and modify its use of the space 
as well as its relation to an important architectural element - the 
wall. 

Exploration 01

Front view - Image of the project Wallfa 
Fig.1.Canudas, Jordi. 2007. «Wallfa.» http://jordicanudas.com/wallfa/. Jordi 
Canudas Studio. Barcelona.

Side view - Image of the project Wallfa
Fig.2.Canudas, Jordi. 2007. «Wallfa.» http://jordicanudas.com/wallfa/. Jordi 
Canudas Studio. Barcelona.
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Toiture

The panel is fixed to the wall at the top and bottom sides of the 
board. It becomes a tree-dimensional element sticking out from 
the regular wall. On this series of pictures, we can see how Pi-
nar uses the panel to challenge her posture and balance. 
 

User: Pinar, Age: 24, Height: 167mm
Konstfack, Stockholm 2016.05.08

Exploration 01

The vertical trampoline
Test 02 
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Exploration 01

The swingy ceiling  
Test 03

By sitting on the ground Pinar chang-
es the relation between herself and the 
surface. The panel is no longer a verti-
cal wall but it is a protecting roof above 
her. A roof she can sit under, or try to 
reach with her arms and legs. The roof is 
bouncing when she pushes it up, which 
makes the activity playful.   

User: Pinar, Age: 24, Height: 167mm
Konstfack, Stockholm 2016.05.08

Soft angle
Test 04 

By placing the panel at a meeting-point be-
tween a wall and the floor, it bends into a con-
vex or concave curve. Both curves can be 
used as a sitting area. The curve of the back 
follows the curve of the panel. 
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Exploration 01

Soft wall-paper
Test 05 

The panel is placed now on the 
wall like a layer of wall-paper. Vis-
ually, it can appear like a drawing 
on the wall but the softness of the 
foam makes it both interactive and 
comfortable.  

How should I use it?
Test 06

Pinar is trying to find new 
affordances and ways to relate to the 
wall panel. After a short visual explo-
ration she use her body to explore 
the possibilities of the tool. 

User: Pinar, Age: 24, Height: 167mm
Konstfack, Stockholm 2016.05.08



15

The free-standing object
Diary of exploration

I continued the investigation with the same material but instead of 
creating a static object, I used the material to produce a tool that 
can be moved inside the space and used as a seat. My aim was 
to increase the body engagement of the user by giving him the 
opportunity to change the placement of the object in the space. 
The stool is flexible in itself because of the soft acrylic plastic used 
as support for the foam. It deforms under the weight of the user 
and is comfortable because of the foam covering. I experimented 
with the object but recognised that if the result in terms of bodily 
engagement were interesting, the free-standing object was less 
spatial than the previous prototypes. I felt that I was drifting away 
from the field of interior architecture, and decided to shift my work 
back to producing spatial qualities for the next exploration.  

Exploration 02

Translucent acrylic 
plastic

Painted foam

Toiture
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Exploration 02

Soft stool
Test 01 

The soft stool is a flexible and tactile object.
Towa sits and lies on it in various ways. 
Both the object and the body adapt and 
change in contact with each other.  By 
isolating the drawing of the human body 
from the object, I am reflecting upon body 
postures and the impact of the object on 
the user’s body.

User: Towa, Age: 31, Height: 165mm
Konstfack, Stockholm 2016.03.12



17

The micro-space
From the concept to the making

Using the learning outcomes from the material research and the      
previous discoveries about body engagement, I started to sketch on 
the idea of a micro-space. I see this space as the next step of the study 
conducted with the free-standing object, but reconsidering the scale of 
the tool in relation to the human body size. 

An artistic drawing method helped me to better define what the          
micro-space could be. I thought of the micro-space inside curves as the 
result that could be obtained by merging architecture and furniture with-
in a room. I drew this in-between space left for us to live in on pictures 
of nowadays interiors.

The geometry of the outlines is a bit odd and irregular; the space     
generated through the process doesn’t have any specific function.     
Contrary to the field of furniture design, where furniture has clear des-
tination and ways to be used. This hybrid space breaks the codes of 
generic spaces and requires imagination to be investigated and used. 
There are no clearly defined ceiling, floor or walls but rather a continu-
ous space that can be investigated freely. Discovering where our body 
is being challenged, or where it fits or feels comfortable becomes the 
only way to decide “what is what” in the space. Inspired by this artis-
tic method of thinking about space, I started the drawing of two sets 
of curves - one for the inside of the micro-space and the other for the 
outside. The main idea was to create a diversity of possible uses but to 
avoid giving a too specific to function to the spaces.

Exploration 03

Fig.1. Artistic drawing method - Interior 1_ Fictive interior

Fig.2. Artistic drawing method - Interior 2_ Fictive interior
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The vertical space

A space where you can stand 
on your feet.

The lounge room

A space where you can lie 
down.

The roost

A space where you can dis-
connect from the ground.

Exploration 03

Drawing of concept for the inside curves
Generate a diversity of possibilities without specifying

the use of the space. 
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The hill

Difficult to climb above, the hill 
offers a big surface of wooden 

skin to investigate.

The swing 

The swing can be used by several users 
at the same time. The possibility to 
play with the balance of the structure 
makes the swing particulary playful.

The armchair

The armchair is a comfortable and 
higher-up sitting area. 

Exploration 03

Drawing of concept for the outside curves
Generate a diversity of possibilities without specifying

the use of the space. 
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The inside of the micro-space is 
made of acrylic plastic sheaths 
sanded by hand. Hard and 
semi-transparent, the plastic 
allows the user to move and 
slide easily inside the space. 

The space has an inside and an 
outside. The outside is covered 
by an adaptive material that gives 
tactile qualities to it. The foam is 
a soft material that challenges the 
stability of the space.  

Wooden painted profiles

Wood & foam skin

Aleatory pattern

Special adaptation of the 

skin’s pattern on the con-

tact points with the ground 

to give more stability to the 

space

The micro-space
General description 
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Exploration 03

Upside down the space
Rotation & movement

The micro-space can be moved into the room 
and turned into tree different positions. The 
space doesn’t have a fixed orientation, there 
is no up or down side but a continuous space. 
The structure is “floating” inside the existing 
building. Two people are needed to turn the 
space because of the weight of the structure. 
The rotation of the micro-space becomes a 
moment of exchange and collaboration be-
tween people. 

User: Katharina, Age: 28, Height: 171mm
User: Marcin, Age: 30, Height: 167mm

Konstfack, Stockholm 2016.05.08
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Exploration 03

A unique body...
for a unique set of possibilities 

Test 01

How many possibilities and uses can one 
particular body discover by exploring the 
space in-depth?

User: Celine, Age: 25, Height: 163mm
Konstfack, Stockholm 2016.05.08
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Exploration 03

Fig.1. A unique body - for a unique set of possibilities _Documentation pictures of some of the postures of Céline during the test 01
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Exploration 03

When 
The human body 

Explores the space 

Video: Micro-space I 
https://youtu.be/CMKnTNEpZaM
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Exploration 03

When 
The human body 

Explores the space 

Video: Micro-space II
https://youtu.be/jZ3xkXQtids
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Reflection upon the process
Diagram

Through this experimental process I gathered data helping me to 
formulate proposals. However, analysing the process in itself  is 
also a way for me to use and better understand the information I 
collected. By reflecting upon the method I became aware of the 
parameters I have been using and how those parameters have 
are combined together. To generate bodily engagement, I have 
been using tree different parameters along the process. 
The diagram shows the production of the tools I have been 
using to challenge the body engagement: responsive materials, 
movement and geometry. If the surface tool was only using one 
of those parameters, we can see on the diagram that the mi-
cro-space combines all of them. Using responsive materials is an 
interesting path when its comes to stimulating the tactility and the 
curiosity, but the qualities of the material are not necessarily

facilitating the use of a space. So while developing a micro-space 
to invite and facilitate body engagement, the use of a responsive 
material does not seem appropriate anymore. If the goal of pro-
ducing an organic shape is to invite people to come in, then the 
reflection about materiality should be differently articulated. The 
choice of soft and comfortable materials such as fabric, leather 
and fur, seems to be more appropriate. 

The experimental study leads to the identification of two relevant 
ways for interior architects to stimulate people to interact more in 
space:

- Work on the qualities of a surface 

- Work on the geometry of the space

The two options are different although having the same goal. The 
decision of developing two separate proposals is the result of this 
process analysis. The proposals I and II explain my suggestions 
and ideas on how to separately develop the use of responsive 
material and the idea of geometry and movement as a means to 
generate bodily engagement in western societies. 

the
MICRO-SPACE

the
SURFACE

the
OBJECT

Responsive material

Geometry

Movement 

EX
PE

RI
ME

NT
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RO
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SS

Learning outcomes 
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OP
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AL

 I

PR
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AL

 I
I

Responsive material

Geometry

Movement 

Process analysis 
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Proposal I: A tactile room 
Diagram 

the
MICRO-SPACE

the
SURFACE

the
OBJECT

Responsive material

Geometry

Movement 

Challenge the body 
engagement 

EX
PE

RI
ME

NT
AL

 P
RO

CE
SS

Learning outcomes 

PR
OP

OS
AL
 I Responsive material

Introduce different materiality

Focus on pedagogical aspects

Produce a more 
tactile surrounding 

the
SURFACE

Proposal 01
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Proposal I: A tactile room 
Provide domestic spaces with tactile materials

By engaging with young kids with a yet limited mobility, I observed an extreme 
interest in materiality. Will they are still too young to understand the meaning of 
the objects and their function, kids sometimes develop interest in odd objects. 
When I am looking at kids playing I am often fascinated by the objects they 
are exploring and liking. Many parents are aware of this need for kids to touch 
and discover every object of their surroundings, and how daily life objects can 
become a fascinating game. 

At a pedagogical level parents are often noticing the absence of tactile ex-
periences for their kids in the first years of their life. Providing more balance 
exercises and games that stimulate their kids, is a demand of many parents I 
have met and interviewed. The concern of many of the parents is to find safe 
and accessible means to make their kids discover a large range of material 
and texture but also to challenge their body engagement. 

I have been reflecting on the talks I had with the parents and watching the 
videos of the kids playing several times. The apparent enthusiasm of kids for 
responsive and tactile surfaces that will challenge them is one of the findings 
of this experimental process. The proposal, is to develop the material research 
started in this thesis work. To bring it further, I am suggesting a diversification 
of the materials combined with the foam. This will change the nature of the tac-
tile experiences proposed to the users. One of the main idea is to use metal, 
stone, leather or mirror to produce panels that could be integrated to domestic 
environment. 

Proposal 01
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Fig.1. Bouroullec, Paul Tahon and R & E. 2008. «The cloud.» Kvadrat A/S. http://
www.bouroullec.com/?p=180.

By introducing the responsive panels in domestic environments, a 
more tactile surrounding would be offered for kids to play with and 
discover. The foam and its acoustic qualities would also benefit 
the comfort of the overall room. The proposal of these interactive 
and adaptive panels for our daily life interiors has also been influ-
enced by the work of the designers Erwan and Ronan Bouroullec. 
In their project called “The cloud”, they develop a soft material 
that can be combined in space to produce various sort of interiors. 
The project was developed for the textile company Kvadrat. The 
CEO of the company involved in the project shared these interest-
ing thoughts about interior and materiality:

 “For many years there has been a trend of using fewer and fewer textiles. 

Curtains and carpets have vanished, and even our chairs have wicker seats 

and backs. Interior design has focused on glass, concrete, stone and wood, all 

of which are attractive yet hard materials. But this trend is turning now as more 

and more people discover that the soft materials are not just soft to the touch, 

but also have an aesthetic beauty and significant impact on sound in our rooms. 

In fact, we have realised in recent years how important the sound level is to our 

everyday well-being,” 

In conclusion, I believe it is relevant for the field of interior archi-
tecture to test, develop and produce new materials challenging 
specifically our tactility. By producing architecture meant to be 
tactile, interior architects would invite people to use their body 
in space. One of the benefits could be pedagogical and directed 
towards young kids. I also believe that inviting people to dis-
cover and use their body from an early stage in life, on the long 
term, could affect their relation to space and the way they have 
to explore it. If we were not taught from early childhood not to 
touch the walls but instead invited to do so, would our relation-
ship to space be changed? If our priority while producing archi-
tecture was to emphasise tactile experiences, how would it look 
like? How would this affect our behaviour and way to explore the 
space, as well as our perceptions of it?   

Proposal 01
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Proposal II: The micro-space  
During the process of creating tools I defines one of them as 
“the micro-space”. I defined it as a space that can be entered by 
the user, and has an inside and an outside. The user can move 
and orient the space or even turn it upside down. The user can 
explore the inside of the object and focus on the relationship 
between his body and the interior or explore the relation between 
the building and the micro-space. There is no clearly define ceil-
ing, floor or wall but a continuous space that can be investigated 
freely. By creating an object that can be moved and rotated in 
space and by giving it an organic geometry, my aim was to stim-

ulate people’s bodily engagement. The invitation to engage was 
purposely open and unspecific. I have the personal opinion that 
human beings would benefit from bodily engaging and feeling 
more free while exploring spaces. However, this perspective and 
opinion are personal and I wanted to engage people into giving 
me their opinions. During my process I always avoided direct 
verbal questions as a way to interact with people and rather try  
to offer the possibility of an open dialogue around a materialised 
artefact. The Spring Exhibition has been the perfect opportunity 
for me to let people express themselves and think about their 
connection to spaces. The function of the micro-space has also 
been one of the areas of focus of those discussions. By looking at 
people using the micro-space and by listening to how they were 
perceiving it has helped me to formulate my second proposal. 

Proposal 02
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Kids immediately saw it as a playground and started to explore 
every curve with their bodies. Grows up were also becoming kids 
again and playing around within this structure. Parents could join 
their kids and share together a moment of bodily engagement. 
The dimension of the object was allowing a large range of people 
to try the object but also making them be bodily close to each 
other. To turn the structure into an other position people also had 
to collaborate and communicate. The synchronisation and the 
planning of it, even if it was a simple action, has made people 
come together and share emotions. 

I saw the playfulness of the micro-space and its ability to make 
people share a space as strong qualities of the project. I some-
times feel that in our society it is difficult to make people talk and 
interact together. However, it seems like the playfulness and the 
challenging geometry of a space makes people forget for a while 
some boundaries they can have in their daily life. The potential of 
the micro-space in making people bringing together is one of the 
aspects of the project that could be developed further. The idea 
of an outside playground for both kids and parents is one of the 
possible futures I see for the project. Could bodily engagement be 
a way to create social interaction between people? By sharing a 
small space, do we facilitate the creation of social links between 
people?

The dialogue with people has also highlighted another aspect 
of the project. People having static working positions and body 
aches, saw in the project a tool they could use to stretch and relax 
their body. According to them stretching is not something they 

necessarily feel is comfortable to do in their work environment. 
However, if a space was designed especially for people to stretch 
and relax the body at the office during the breaks, maybe people 
would feel more comfortable to do it. Integrating  therapeutical 
aspects within the design of the micro-space, could bring the mi-
cro-space from an experimental tool to a real design proposal. 

Proposal 02
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Conclusion

During this design research I have articulated methods to test 
and reflect upon bodily engagement in space. I used the interior 
architect tool-box to produce physical tools as a way to challenge 
our bodies. I assessed the tools by testing them with the help of a 
wide panel of users. The analysis of the pictures, movies, draw-
ings and testimonies led me to formulate two design proposals.  

Before to conduct this experimental study, I was underestimating 
the role of the designer and interior architect in defining rules in 
space through their work. While drawing and building the exper-
imental tools, I tried to give people interesting opportunities of 
interaction but without setting up a specific function. Through out 
my research, I aimed to communicate the absence of rules regu-
lating the interaction people could have with the tools produced. 
However, people were often searching for some kind of approval 
before daring to jump fully into the experiment. The act of build-
ing something seems to often encompass defining restrictions or 
rules regarding how to use it.

The role of the interior architect when its comes to challenging 
our relationship to architecture is essential. By inviting people into 

playing, modifying and touching architecture, I believe that we can 
influence the way people relate to space. Moreover, by engaging 
and watching people playing, modifying and touching architec-
ture we could also learn a lot about their needs and aspirations in 
space.   

The time frame of the research made me focus on the topic of 
bodily engagement in space as a main topic of investigation, but 
the artistically driven design method of exploration could be used 
to study other problems in the field of interior architecture. 

Conducting this study made me think a lot about the role of the 
designer in making the traditional uses of domestic or public spac-
es change in relation to what would benefit people. Experimental-
ly explore with the users, the possibilities and constraints by using 
a personal artistic practise to research, has helped me to diversify 
my perceptions of the problem, as well as my definition to the role 
of the interior architect.
If we as designers have an influence on the definition of rules in 
a space, do we also have the responsibility to make this definition 
change and evolve?
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