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PHASE ONE:

DESIGN PROPOSAL
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“The purpose of this research
project is to examine how interior
design can foster social health and
wellness in a community by improving
access to physical and intellectual
tools and resources in the form of a
speculative future library design.”

Columbus neighborhood Franklinton serves as the
contextual site and developing grounds for the
speculative library project. Franklinton might

be described as a neighborhood in transition—a
recent increase in market investment has brought
renewed interest to the area after years of
economic hardship, crime, and population loss.
Unfortunately, such issues still persist. Over
30% of adults in Franklinton do not have a high
school diploma, suggesting a comparably low level
of educational attainment for the community and
contributing to the higher than average rate of
adults not in the labor force (“Franklinton Target
Area Plan”). Moreover, the violent crime rate per
1000 is 96.1, eight times greater than the county
average (“Franklinton Target Area Plan”).

Translating the logic of the Community Capitals
Framework, these persisting problems indicate that
Franklinton’s financial, human, and social capital
banks could use additional support (Mattos).
Paired with the ongoing threat of gentrification,
the most ideal solution calls for a double-pronged
approach coupling social impact interventions

with the provision of continual opportunities for
educational development for all members of the
community.

PHASE ONE

Libraries as they exist today are known as
beacons of light in civil society and provide a
level of social security. They are most often
utilized as resource banks in the contemporary
age of information, offering services like job-
seeker support, after-school help and programs,
and are also known to increase literacy and
educational achievement. The library promotes
community building and development on an internal
and systemic level through a bottoms-up approach,
inspiring lifelong learning and promoting
relationships and dialogue between community
members.

As a speculative project, research conducted will
answer questions related to what the library will
come to look like going forward while maintaining
its core essence as a conduit for knowledge-
sharing and information. Today marks a critical
inflection point in history with the convergence
of post-pandemic values and rapidly changing
technology and a level of social unrest, making
such questions all the more pertinent to address.
Widespread access to false information online

and the general proliferation of misinformation
has made it increasingly hard for people to
distinguish fact from fiction. Further, rising
prices of higher education, poor quality of
public schools, and online research locked

behind paywalls all contribute to a disparity in
education between upper and lower classes. How
can approachable access to knowledge or material
banks stored by libraries help remedy the negative
social impact of these issues? How can design
inspire the application of such resources by
community members for greater social benefit?

PROJECT DESCRIPTION | 3
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PHASE TWO

QUALITY
EDUGATION

L]

SUSTAINABLE CITIES
AND COMMUNITIES

A —
g ]==[55]55

This project most closely aligns with UN
Sustainability Goal 4—Quality Education. In
detail, this goal aims to “ensure inclusive and
equitable quality education and promote lifelong
learning opportunities for all”. According to the
United Nations, as of 2021, low and lower-middle
income families face a nearly $100 billion annual
financing gap to reach their education targets.
Further, the 2020 Coronavirus global pandemic

has made it harder for these families to access
educational resources—it is reported that the
pandemic caused learning losses in 4 in every 5 of
104 nations studied. Providing a free institution
in which members of the Franklinton community have
access to a variety of educational resources and
materials, including the most updated technologies
such as VR, AR, and AI learning opportunities,
ensures that lower income families can share equal
opportunities to others.

Further, the adaptive reuse nature of this project
relates to Sustainability Goal 11: Sustainable
Cities and Communities. Using the existing
structure of what was previously Engine House

10 in Franklinton, Columbus, not only restores a
historic building integral to the culture of the
neighborhood, but it saves energy and resources by
reusing the materials which already exist onsite,
unlike a new build.

SUSTAINABILITY STORY | 5
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DESIGN RESEARCH
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Additional Questions

Learn more about current

How have libraries evolved :
community resources (Columbus

over time and what does the —e

future hold for them? Metropolitan Library)

How have libraries historically Determine what is still lacking in
played a role in driving ——e this realm that my design
community development? solution could provide

What does the future of the More research about how current
library look like, including ——=a  related resources are actually
resources and programming? being utilized by citizens

General Timeline

DISCOVER DEFINE + IDEATE DESIGN DEVELOP
AUGUST- SEPTEMEBER OCTOBER- LATE NOVEMEER-
EARLY SEPTEMBER NOVEMBER DECEMBER

PHASE THREE MANAGEMENT AND TIMELINE | 7



Engine House 10

PROS

@ Two story floor plan
offers more opportunity
for a variety of services
in the program

PHASE THREE

CONMNS
o Older site

@ Larger floor plan
would entail more space
to fill and update in
terms of code

o Newer building, more
code compliance
including addressing
ADA and accessibility
CONCEInS

> Less square footage,
meaning reduced
amount of services and
programming features
that can be offered

BUILDING FEASIBILITY | 8
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Special Plumbing Public vs Daylight/View | Adjacencies SF Spaces
Equipment Private
N Public Y 400 Welcome/Reception
N Public ) 4 Information 500 Reading Room
Bank
N Public k 4 Makerspace, | 600 Ideas Forum
Information
Bank
N Public h 4 Information 500 Individual Respite
Bank
AR and VR N Public Y 600 Information Bank
Technology
Equipment, Y Public Y Ideas Forum | 500 Makerspace
Software, and
Supplies
y 4 Public N Cafe 300 Restrooms
N Private N Admin Offices | 500 Storage
Computer N Private ) 4 300 Admin Offices
Bank
Appliances ) § Public b 4 Welcome & 400 Cafe
Restrooms
@ Mmmediafe

o uose

X o

PROGRAMMING
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READI NG oM

1. CULTURE OF STORYTELLING

2, PETALS

3. WATERWAYS - FLOW OF INFO

LEGEND

O LOWER ACOUSTIC VOLUME (QUIET)
O HIGHER ACOUSTIC VOLUME (LOUD)
O NEUTRAL / UNSPECIFIED

PHASE #

ADJACENCY DIAGRAMS | 14
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PHASE #

OPEN TO BELOW
INDIVIDUAL READING
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FLOOR ONE

®

FLOOR TWO
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PHASE i

BUILDING CODE
INFORMATION SHEET

USE GROUP

Buisiness & Education

CONSTRUCTION

Engine House NO. 10

BUILDING EQUIPPED WITH |Yes
AUTOMATIC SUPPRESSION
SYSTEM
SQUARE FOOTAGE 7462 sqft

OCCUPANT LOAD

100g & 20 net

REQUIRED PLUMBING FIX-
TURES

3 fixtures 3 lavatories

MEN

WOMEN

MAXIMUM TRAVEL DISTANCE

Not to exceed 200ft.

BUILDING CODE INFORMATION | 20



PHASE FIVE:

CONCEPT DEVELOPMENT

PHASE FIVE CONCEPT DEVELOPMENT | 21



WHO & WHERE

Located at Engine House 10 on W Broad St, this
public library will have the potential to serve

and support the entire community of Franklinton in
Columbus, Ohio

PROJECT GOALS

e« To encourage community dialogue to nurture a
culture of knowledge sharing, while promoting

trust and relationship building ° KNOWLEDGE AS
COMMUNITY STORYTELLING”

e To amplify voices through community
storytelling

e« To re-orient the Library around end-users
instead of information stacks

e To accommodate accessibility by using new
technology to improve interactions with current
resources

e To equip a historically underserved community
with “future-proofed” public tools and resources

-

CONCEPT DEVELOPMENT CONCEPT GOALS | 22
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library focuses on
community storytelling

FUTURE

GROWTH

LEARNING

SCHEMATIC DESIGN

TECHNOLOGY

SUSTAINABILITY

COMMUNITY

EDUCATION

“DATA NODES”

HIGHLIGHTING COMMUNITY
HOT SPOTS TO ILLUSTRATE
POINTS OF COMMUNITY
CONNECTION/KNOWLEDGE
TRANSFER

GROWTH

LEARNING

TECHNOLOGY

FUTURE SUSTAINABILITY
GROWTH  COMMUNITY

NOILYDONasi

“FLOW OF KNOWLEDGE”

TRACING CIRCULATION
PATHWAYS TO

MAP COMMUNITY
ACTIVITY/”KNOWLEDGE”
THROUGHOUT THE SPACE

WORKING DIAGRAM IDEAS | 26
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PHASE SEVEN:

DESIGN DEVELOPMENT
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how do these play into seeing people as sources of
information in their own right? / maintaining the
community storytelling aspect will define what is most
important

GATHERING/PRESENTATION OF INFO

Exhibition displays (museum-like)
VR/AR Experience
Art display --- what kind of art? what can be made here

at the community library?

Computer bank

+ Reading room
« Individual respite spaces

APPLYING/CREATING INFO

Makerspace
Art room
Digital art equipment

Printer/Copier/Laser Cutter/3d Printing machines

DESIGN DEVELOPMENT

VIDEO/AUDIO
RECORDING ROOM

INFORMATION/
HELP DESK

PULL-OUT FEATURE

VR/AR EXPERIENCE

(a]

ARCHIVES

BOOKS/BOOKSHELVES

NEWSTAND

L

ELEVATOR

%4

COMPUTER BANK U I]I
COMPUTER BANK
I
RESOURCE MACHINES VR/AR EXPERIENCE Il[
STORYTELLERS SPACE
H H —1 # H —1 H H I-Eﬂ

LEGEND

O HIGHER IMPORTANCE
O LOWER IMPORTANCE
O NEUTRAL / UNSPECIFIED

FLOOR PLAN ASSESSMENT | 35
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THANK YOU.



