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Abstract

The Dark Passage
A Film Noir Repository and Museum

The objective of this thesis is to design an immersive space in whidiusie® is
made to feel uneasy with a heightened sense of excitement. The purpose is to recreate the
same experience that Film Noir provides in an educational environment. The scope of the

project will include expansive public spaces and tight, secluded prpates

American film is an important part of the cour@istory and culture, and should be
preserved. This thesis seeks to educate the public on the importance of American film
and its preservation through amndepthlook at the Film Noir genre. | ske¢o create an
immersive environment that intrigues the uaed encourages him or hay explore

through tension and unease.

Although there are many popular genres of film, this paper will be focusing on Film
Noir, which first came out in the 1940s andllavery striking visual style that instantly
put the viewer on high alerinterior design can affect peoptepsychological tate of
mind and evoke a wide variety eimotions. A contrast of open spaces and really
enclosed tight spaces will be employtedunsettle théusen. Thefiuseiso vision will be
compromised through very little use of light and primarily black space, which will also

serve to cause discomfort.

The research will rely mostly on scholarly sources, such as journals and research
papersaboutthe importance of film preservation, as well as the psychological effect of
light and shadow. This thesis will also discuss some journals on human behavior and

design.

This thesisprovides some insight into the historical and cultunafluence of Wérld
War Il on American film.Hopefully, this thesis will culminate in a design solution that
will educate people about classical film noir and provide an entertaining experience for

people seeking something diféet and unique in th&VashingtonD.C. area, while



providing some insight on ¢hbias of toda§ media and itportrayal of the troubled

times we live in.
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Foreword

This thesis started out with Batman as its main inspiration. | was very interested
in what Batman represented as a character and the psychology behind his personality.
This led to an exploration of the psychology of fear and its effecthenvaypeople
respord to an envionment,interior or exterior. | was very interested in witauss
people to visit haunted houses and watch horror mowies when they are afraid of
such thingsWhat is it about fear that makes us want to push ourselves outside of our

comfort zones?

Original Thesis Statement:

A fascination with haunted houses and Batman comic books has led me to
explore the psychology of fear and haweriors can evoke emotions people. |
would like to create an immersive environment that intrigues the user to explore

through fear and unease.

This thesis went into research on environmental psychology, since the original
intent was for the proposed project tofleeeepy and eer. Most of the references talked
about creatingomfortable, desirable, and itimg environments, which ithe opposite of
what this thesis called for. It was soon clear that the research would go into what
fishould be done and how and why the proposedjgmt would break those rules to

achieve a frightful and uneasy environment.

As the thesis needed some direction to create the désmeebw environment, |
looked into horror game design. Architecture and interior design are both very important
aspects of game design if it hopes to create an immersive environment fdaye p

M



fiGame designers ddrsimply tell stories; they design worlds ascllpt spaces. It is no
accident, for examp)ehat game design documents have historically been more interested

in issues of level design than on plotting or character motivation.

In AN Analysis of the Methods and Techniques Used to Create an Untettli
Atmosphere in Horror Gam@sgame designedamie King discusses the importance of
atmospherefiNot only does the atmosphere create the initial impression, it hooks in the
user through a variety of subtle technigdesn this dissertation, King also elgins the
five elements and techniquasedto create an unsettling atmosphédiasual obscurity,
soundterror vs. horror, minimalist narrative and environmental storytelingthe two

factor theory of emotian’®

King observes that visual obscuriy one of the easiest ways to illicit fear and
apprehension from the game player. Nothing is more frightening to anyone than the
unknown, especially if it lurks in the shadows, because that is when the imagination takes
over. Paul Wells wroteiThe most pesuasive horror is the one suggested in the mind of

the viewer, rather than that which is explicitly expressed on the siiteen.

Humans have been prograred to fear the unknown; it is an evolutionary trait.
AEmotional responses must fit changing adaptivallenges, with each emotion fitting a
particular kind of situationAnxiety increases fitness in dangerous situations which

threaten a loss of reproductive resources. Such resources include not only life and health,

! Jenkins, HenryiiGame design as narrative architecti@omputerd4, no. 3 (2004).
2King, Jamie KfAn Analysis of the Methods and Techniques Used to Create an
Unsettling Atmosphere in Horr@ameso (2015)

% lbid.

*Wells, Paul.The Horror Genre: From Beelzebub to Blair Witttondon: Wallflower,
2000



but also relationships, property, sist reputation, skill, and anything else that could

increase Darwinian fitness.

In other words, anxiety increases our awareness to any impending dangers that
haverit yet occurred. Over time, we have evolved to respond to environmental cues that
indicatea futureloss, increasing our chances sfrvival andfiprogramming physical

responses to fear in us such as goosebumps, quickening heartbeat, and sweaty palms.

Of course, visual obscurity is not only created with the use of darkness to cause
anxiety, butit can also be created with the use of fog, which causes the player to feel
isolated and cutoff from the rest of the worfilhe feeling of entrapment is very
pronounced.You dori s e e Vv eheyimit§ r@main éncettain. You are always

expecting to ro into something awfud®

The second of Kigs elements is soundibout whichhe wrote fiSound is
possibly one of the most important elements in creating an unsettling atmodphere.
Although adding sound is not always considered when designing an interior, deadening
sound or creating large spaces with good acoustics is considered by all designers. Usually
when sound is added to an interior, it is meant to be pleasant and to reidecesunch as

by makinguse of fountainsrdfish tanks indoors.

The movie The Shining was considered for research as part of this thesis, and

sound played a large role in what made the hoteligloténing.It was not that there were

> Nesse, Randolph MiFear and fitness: An evolutionary analysis of anxiety disorlers.
Ethology and sociobiologis, no. 5 (1994): 24261

® Perron, BernardSilent Hill the Terror EngingVol. 1. Ann Arbor University of
Michigan Press2011. 27



sounds of dripping wateor screaming people; it was the lack of noise and sound that
added to the sense of isolatiand anxietythe inhabitants felt. One of the reasons being
out late at night can be unnerving is bessaaf hav quiet the streets are. One can quickly

begin tofeel veryalone insuchsilence.

In the section orterror vs horror, King explains the importance of building
tension in the horror game before fijlemp scare) which he defines aihe technique of
startling the player though the use of unexpeatednds or visual cueg.He then
explains that the most effective jump scares occur after building up tension instead of
over using the technique. King also quotes author Thomas &Sipaplanationfié a
talented filmmaker [developer] should balance shoekbd fear, much like a skilled

music composer balances high and low notes, and fast and slow movéents.

The fourth element is minimalist narratiand environmental storytellingn
which the writer or designer leaves gaps in the story of the gametbe ianvironment
the player is in. This goes back to the idea that in the tskplayeds imagination stirs
and he/she starts to see terrifying things in the darkifes® environment has crest

tension inthe playey he/she will have a fearful reamse.

"King, Jamie KfAAn Analysis of the Methods and Techniques Used to Create an
Unsettling Atmosphere in Horror Game§2015)

8 Sipos, Thomas MHorror Film Aesthetics: Creating the Visual Language of Fear
Jefferson, N.C.: McFarland & Company, 2010. 58

n



filn horror, the way the audience fills in the blanks will be far more disturbing
than anything the writer could possibly come up with. Thus, minimalist game storytelling

fits perfectly in the horror genk&.

King explains one point that this thesisll rely on heavily the less information
the player is given, the more mysterious the environment becameéthe more driven

the player becomes to explore that environm®nt.

The final of Kings elements is the twiactor theory of emotionThis element
does not necessarily pertain to this thesis, but it does provide some insight into how a
person could be manipulated into believing he/she is feeling one emotion when he/she is

actually feelingsomething entirely differenthis is how King explains théeory:

fAiThis theory claims that emotions rely on two conditions: a physiological arousal
such as increased heart rate or trembling muscles and a cognitive label determining what
emotion the brain decides is being felt based on the context of the envitonmen
Basically, when the body has a physical reaction to a situation the mind will search for

surrounding context in order to identify that emotidh.

Since both anger and fear illicit the same physical responaesgy increased
heart rate and sweating, ga designers sometimes design irritating flaws within the
game andhe wayit reacts to the play& commands in order fifaked the fear response

long before the player feels any fe#ing goes on to point out the adverse result of

° Rouse, RichardiMatch Made in Hell: The Inevitable Success of the Horror Genre in
Video Games Horror Video Games: Essays on the Fusion of Fear dagl 2009): 15
25

9King, Jamie KAAn Analysis of the Methods and Techniques Used to Create an
Unsettling Atmosphere in Horror Game&015)

1bid.



making a game too ditfult to play and forcing the player to do something over and over

again, as it takes away from the tension the game designer has worked so hardto build.

Although the thesis has evolved away from haunted houses and horror
environments, these elememian be slightly adjusted and applied to create a tense and

strange environmenbne of the new thes#s goals.

This exploration soon led to the fact thtte thesis will rely heavily on
experience, specifically how the proposed interior will make peopleafethey explore
it. High contrast colors, light and shadow plagdisolation will all be important aspects
in this project. The researdooked into the inspiration for the original thesis.,
Batman and the three mediums he was portrayed in: cdooaks, animated series and

movies, and live action films.

The main question this thesis is exploring is Batiegopularity. Why is Batman
analyzed by psychiatrists and psychologists more than any other superhero? According to
Travis LangleyPh.D, from Psychology Today, Batman is the most relatable superhero,
for unlike the godlike Superman, Batmarfimore akin to the mortal legends like Robin
Hood and pulp heroes like Zorro and the Shadow, extraordinary men but men

nonethelesst®

?King, Jamie KiAn Analysis of the Methods and Techniques Used to Create an
Unsettling Atmosphere iRlorror Games (2015)

¥Langley, TravisfiA Dark and Stormy Knight: Why Batmad®Psychology Today.
August 12, 2012. https://www.psychologytoday.com/blog/beymerdesand
villains/201208/darkand stormyknightwhy-batman

c



i u-prr";\an/atman
Source: Superman/Batman #1. DC Comics
Dr. Langleythen writes about superhero architypes and how those universal
themes relate to the individdal psychological growth. In this particular instance,
Superman represents the individisdllight sidep the one that not only desires to do
good, but the one that people outwardly see. Batman, on the other hand, represents the

fidark sided that part of every individug@s personality that they kedgpdden ofteneven

from themselves®

fiBruce Wayne confronts his own darkest nature early in life, chooses to
work with it, and uses it to instill fear in others. His bright and dark sides
work together to fight evil. From a Jungian perspective, therefore, Batman
appeals to our own need to face armhage our own Shadow selves. We

want Batman in our shadow¥

“Langley, TravisfiA Dark and Stany Knight: Why Batman@Psychology Today.
August 12, 2012. https://www.psychologytoday.com/blog/beyerdesand
villains/201208/darkand stormy-knightwhy-batman

“bid.



There is also the fact that everyone can identify widpsychological traumae
suffers over the loss of his parentmaking it the most integral reason why people
identify with him more tharany other superher®early ezeryone has had that fear, but
only Batman has managed to do something about it by fighting viltairrengehis
parent$ deaths.fiHis traumatized childhood also serves to makerBata true myth.
From his isolation and hisials, to his metaphorical elements including his transcendence
into the sublime and mysterious, this durable -pojure hero sheds light on all our

storiesot®

With all the aspects of Batman that this thesis looked into, it finally ended up
going in thedirection of set design rather than addressing a real problem and solving it

through design. A new direction was needed.

The new direction of this thesis goes back to Batman, particdianlyoir asthe
inspiration for Gotham City in the animated serdl®921 1995 The series designers,
Bruce Timm and Eric Radomskivereheavily inspired by Tim Burtals Batman 1989
film. Many period features such d@black-andwhite title cards, police blimpgand] a
1940s influenced film noir look and sty were incoporated into Gotham City. Eric
Radomskisuggestedhat all backgrounds be painted by using light colors on black paper,

instead ofthe industry standardark on white papefiThe distinctive visual combination

'8 Brody, Michael.fiBatman: Psychic trauma and its solut@fhe Journal of Popular
Culture28, no. 4 (1995): 17178
"fi @ark Dec®i A Look at Batman The Animated Seri@i Pop Culture We Trust.

https://inpopculturewetrust.wordpress.com/2012/08/23{dadca-look-at-batmanthe
animatedseries/



of film noir imagery and Art Deco designs Wit very dark coloscheme was dubbed

dark Deca@o'®

Fig 2 Batman intro drawn on black paper
Sourceobservationdeck.kinja.com

Introduction

American film is threatened with deterioration and decay as time goes by, and as
an integral part of American history and culture, it must be preserved. This thesis will
explore the aesthetics of Film Noir and the tension created within interiors thioeigh t
play of light and shadow; it will also explore the methods of creating an environment in

which public can learn about the importancdilbh preservation
New Thesis Statement:

Film noir is a cinematic term that describes the stark dramatic black litel w
visual style of Hollywood crime dramas from the 1940s to the late 1950s. This

period reflects the pessimism and cynical attitudes of American society during

* i Mark Dec®i A Look at Batman The Amated Series.In Pop Culture We Trust.
https://inpopculturewetrust.wordpress.com/2012/08/23{dadca-look-at-batmanthe
animateeseries/

s



WWII and the early years of the Cold War. This thesis seeks to educate people

about the histgrof film noir and the importance of film preservation.
Reasons why preserving film is important

There are many reasons to preserve film, the most impdréamg historical and
cultural. iFor more than one hundred years Americans with movie cafneras
professional and amateur aliéehave traveled the country documenting traditions, telling
stories, and recording events of the day. They have captured peoples and places not

filmed by the mainstream med&’

According to the Film Preservation Guide by tidational Film
Preservation Foundation in San Francisco, Califoriigy saving and sharing these
works, we can illuminate our common heritage with the power and immediacy unique to
film.5° For years people only put stock in Hollywood movies, thinking thegre the
only ones of any value. On the contrdmgwever movies such as documentaries or home

movies areneof-a-kind worksthat show the reality of American life.

Due to how fragile those old movies are, they were shut away in dark stacks
where no onecould access them for fear of destroying thdiNow, thanks to

preservation work over the past two decades, these films are beginning to be seen. A

9 Preservation, FilmiA Study of the Current State of American Film Preservation

(1993). Vol. 10 In Library of Congress, Washington, DT993.

?°fiThe Film Preservation Guide, The Basics For Archives, Libraries, And Museums (San
Francisco: National Film Preservation Foundation, 2@04).

M



more inclusive picture of national filmmaking is emerging to enrich our understanding of

cultural historyd?*

The International Federation of Film Archives (FIAF) was formed in 1938 with
the intent tolearn more about and promote standards for professional practice in the
movie industry By the late 1970s there were five lanetrated archives in the United

States George Eastman House, the Library of Congress, the Museum of Modern Art, the

UCLA Film and Television Archive, and the National Archives and Records

Administrationo®?

Fig 3 The nitrate film vault at the George Eastman House
Sourcesfgate.com/entertainment/article/Caldmfortfor-old-moviesin-
seriousneedof-3284772.php

“fiThe Film Preservation Guide, TBasics For Archives, Libraries, And Museums (San
Francisco: National Film Preservation Foundation, 2@04).
2 bid.



Fig 4 The Library of Congress Packard Campus, BAR Architects
Sourcesidebararch.com/uncategorized/housohdrhollywood-the-
architectureof-av-preservatiorfacilities

According to the National Film Preservation Boarifewer than 20% of
American silent films still survive in complete form; and for American filjpneduced
before 1950, half no longer exi¥ And more recentlymovies made after the 19%0s
evenup till todayd face threats such as coli@ading, vinegar syndrome, shrinkage, and

soundtrack deterioration.

20% 19101920s movies are lost 50% priorto 1950s movies are los

# fiPreservation ReseardiNational Film Preservation Board.
http://www.loc.gov/programs/nationélm -preservatiorboard/preservationesearch/.

M H



What gave Film Noir its aesthetics?

After Pearl Harbor, Los Angeles was gripped with mass hysteria as the military
enforced citywide blackouts and -aaid drills. The city was dark as sirens wailed and
guns fired. Soon, the genod film noir became more familiar as the dark and shadowy

cities depicted in the movies started to resemble the blamkiecity.

The author ofiIBLACKOUT: World War Il and the Origins of Film Nod, Sheri
Biesen accredits film noi@s violent and shadowy aesthetic fiwartime constraints on
Hollywood, including such practical concerns as the rationing of film stock and
electricity; the desire to disgui 8Melitrecycl ec

our sets with cigaretteuttspRobert Mitchum once jokedf*

Fig 5In this scene ofiKiss me Deadlgthe character is lit by the @ar
headlights and little else
Source: mrpeelsardineliqueur.blogspot.com

4 Biesen, SheriiiNew Film Noir Booko Sheri Chinen Biesen.
http://sherichinenbiesen.blogspot.com/2009/06/blackamtd-war-ii-andorigins
of.html



Fig 6 In this scene ofiPhantom Ladgthe characters are lit by one
single light source
Source: musicboxtheatre.com

And so he gritty and unfinished look of the cities in film noir was also due to the
material limitations caused by the watollywood studios were also prohibited from
filming at off-studio locations during the day, as well as film any mode of transportation
or manufacturing plant, but they were allowed to film at night. Thig@dad the dark feel
of the setsmuch like Eric Radomsg&s colors on black paper, films hamlcapture lighted

characters and sets through the darkness of theFight.

Womerts roles in film noir became the classic femme fatale, reflecting the fact
that during WWII, women had to take up more masculine roles and dedomi@ated

jobs due tanost of the men being drafted away from home. The teeierimes gone

2 Biesen, Sheri Chinemlackout: World War Il and the origins of film noifHU Press,
2005



wrong, and double and triplecrosses were also a reflection of the paranoia that spread

during the war, as they were themes in books and newspaper articles4s well.

?® Biesen, SheriiiNew Film Noir Booko Sheri Chinen Biesen.
http://sherichinenbiesen.blogspot.com/2009/06/blackamtd-war-ii-andorigins
of.html
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How tension is created within interiors:
Contrasting Extremes

There are many ways to achieve tension within an intensually or otherwise
Contrasting extremes & techniquethe project produced by this thesis will focus on.
Some people believe th#dte extremes can be anything,.emplished and unfinished,

rough and soft textureandlight and dark colors.

When interior designer Christine Fifieas asked what design tension was and how
to useit correctly, she had this to safjDesign Tension is the feeling of harmony that
comes from the use of opposing sty¥€5.She then explains her point through an image

of a bedroom.

Fig 7 Successful use of design Tension in a bedroom
Sourcechristinefife.comfrom veranda.com

*"Fife, ChristinefiDesign Tensiom.Christine Fife Interiors. July 30, 2011.
http://www.christinefife.com/desigwith-christine/2011/7/30/desigtension.html
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firThewall decor, light fixtures, crisp walls and bright flooring and bedding are all
very contemporaiy perhaps even modern. The furniture, on the other hand is extremely
traditionald®® Certainly contemporary furniture would have been perfect within the
space, but ialsowould have been predictable and expected. Therething interesting
or surprising aboufipredictable. Interior design is all about creating interagtiand

well-designed spaces, addsign tensiois a very good tool to achieve that.

Fig 8 Unsicessful use of design Tension in a living room
Sourcechristinefife.com

Christine goes on to sagiThe use of extremes is always present in a successful
use of design tension. The rug and sofas at the top of the post are indeed different styles,
the rug is quite traditional, the sofas are more contemporary. There is no color
connection, or style conng@n.0 She points out that although there istge difference

it so slight that it hardly creates any impadiension whatsoever.

* Fife, ChristinefiDesign Tensiom.Christine Fife Interiors. July 30, 2011.
http://www.christinefife.com/desigwith-christine/20117/30/desigrension.html
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Interior designer Eleanor Busing also believes that tension in interiors is a good
thing, and that perfect interioegse boring and forgettabl8he notes that when a designer
is choosing furniture for a space, especially if he/she picks out all the furniture during the
same time period, the interior can look too perfect @ndtchymatchyd® Her main tip
to avoidcreating a perfect interior and to add a little design tension is to go back after a

design is finished and change a few small detalils.

fiAdd an unexpected accessory, hang somethingileéf, or paint a piece of
furniture a really weird color. Others nhig consider this creating a mismatched or
eclectic look, but | think of it as creating a bit of tensidhThe following image is an

example of that idea.

Fig 9 At a rustieindustrialdining table with mainly
wooden chairs. a white fiberalaslsairadds desian

# Blsing Eleanor iwhen Tension is a Good Thing: How To Avoid Rooms That are Too
Perfecto Apartment TherapyMarch27, 2015. http://www.apartmenttherapy.com/when
tensionis-a-goodthing-how-to-avoidroomsthataretoo-perfect217024

¥ 1bid.
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Eleanor agrees with Christine on wiigesign tensiobis, saying that & fithat
thing that catches you slighttyefuar d, though it may not be in
might not be the firsthing you notice in a room, butstthe thing that will keep you from
getting bored in theré® In a museum or a commercial space, design tension might be
the reason people visit multiple times, trying to figure out exactly what makes the place

SO intereing.

Of course adding tension can also be achieved through the use of different
patterns, not just different color8lf you choose to use pattern on pattehe color or
scale should differ dramaticalty? The following image is a good example of temsi
achieved with different scale pattern. There are thram patternswith a uniform color
palettein this interior to keep it from being too chaotic and busy, with keeping one

pattern in a large scale and the two other patterns a sisedler

¥ Bising Eleanor iwhen Tension is a Good Thing: How To Avoid Rooms That are Too
Perfecto Apartment TherapyMarch27, 2015. http://www.a@rtmenttherapy.com/when
tensionis-a-goodthing-how-to-avoidroomsthataretoo-perfect217024

% CelesteAmanda fiwhen Tension is a Good Thing: Creating an Eclectic Intérior
Amanda Celestértist & Interior Design Student at KLC School of Desifay 3,

2015. http://amandaceleste.com/2015/05/03/whamsionis-a-goodthing-creatingan
eclecticinterior/
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Fig 10 Design tension through the use of pattern
Sourcedecorilla.com

Tension can also be created by using one @maxlement within an interiog
trend that has become popular in the last couple of years. Having one element or piece of

furniture be oversized can throw off the balance of an intandrmake the space more

dynamic and visually interesting



Fig 11 Desiﬁ tens'i';)n achi:é;;ﬁtﬁ:ie additon 6f émetallic
oversized pendant light
Sourcest.hzcdn.com
Tension doesih have to be a physical and visual element in the space; it can be

the representation of two contrasting ideas. A good example of that comes from the
Shanghai Film Museum, which links the past and the future together within its Aslls.
can be seen from the following images of the museum, the interior is maimiywbtide
and bare, with slight grey and black detailing and cutouts within the ceilohgvalts.
Ités possibly the most ideal setup to display the items in the museum, as the old cameras
and wardrobe stand out against the whitené$se relationship between the past,
present, and future of cinema and its cultural importance is emphasizisplays and

augmented by spaces for community engagement with film production and

professionalg®

¥ Carlsen, HeathefiCoordination Asia: Shanghai Film Museum Links past and Fudture.
Design Boom Architecure. July 2, 2013.



Fig 12 Makeup display at the Shanghai Filmddum
Sourcewherecoolthingshappen.com

Fig 13 Old cameras and film reels at the Shanghai Filmdvim
Sourcesstatic.digitalinsightresearch.in



Fig 14 Old car at the Shanghai Filmustum
Sourcethecoolhunter.net
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Fig 15 Multipurpose Hall for Professional and Public
Interaction
Sourcedesignboom.com



The moviedThe Giftthad a tense plotline, and needed the architecture and interior
of the movie to help build that tension while keeping the house in the movie a desirable
place to live. The lead character, Robyn, is an elegant aneediathted person, and her
house had toeflect her good taste. The house had many glass walls and cement floors,
and the furniture chosen wiBdcenturymodern.

fiTo help balance the starkness of the glass, cement floors and wood paneling, the
designer had the walls painted in earth tones hadekpansive windows filtered with
mesh sheers custemade from material purchased at Diamond Foam & Fabric in Los
Angelesd™ So in this case, tension was achieved through contrast between the harsh

cement and the warm earthy colors, as well as the caéd gind soft mesh curtains.

Fig 16 Set ofdérhe Giftd
Sourcelatimes.com

¥ Keeps David. filnterior designs fodiThe Gitéfurnish elements of tensianl A Times.
August 6 2015. http://www.latimes.com/homeAam-the-gift-20150808story.html
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High contrast between light and shadow and its effects on the mood of a space

Lighting is a vital aspect ofnterior design, but since this thesis is looking at
movies, a slightly different take on lighting is necessafpvie lighting is slightly
differentfrom general everyday lighting, beimgore intenseand deliberateand without
it, movies would look duland roughWith film noir, there was something ethereal about
the use of lightthe contrast between light and darkness thash due to the limited

resources they had at hand.

In the book,filn Praise of Shadows,a ut hor Jun @iexplinsrt® Tani z a
differences between the perception of the Japanese cultutbaarafthe Western world
on darkness. In Japanese design, many obgeetsiade of natural matersathat do not
reflect much light, butre often decorated with gold or silver, simply finished with
wood lacquer. These small, reflective details look their most beautiful and attractive in

the dim light of a candle, as that is the environment they were desigriéd for.

As an example, Tanizaki writes about a famous restaurant inoKybe
Waraniya, which until recently lit itslining rooms by candlelight. The candlesticks were
replaced by electric lamps due to the complaints of several of their customers, but they
still gave people the option of choosing to dine by candlelights €kperience brought
the author to the realization th@anly in dim halflight is the true beauty of Japanese
| acquerware revealed €é the alcove pillars ar

| discovered in the gloss of this lacquerware a depttriahdess like that of a still, dark

®Tani zaki ,Inpraisad shadowsRar@om House, 2001
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pond, a beauty | had not before sé&hHe realized that Japanese design aesthetic had
accounted for the dim light of candles and found a way to bring out beauty within the

darkness.

The author goes on to talk aliothe new colors wood lacquer imade in
nowadays, and how colorful @an be He explains that many older pieces, finished in
black, brown, or redl ocolors built up of countless layers of darkness, the inevitable
product of the darknesg/d and decorated in dm and silver, can look overdone and
garish in our modern light sourcé®ut render pitch black the void in which they stand,
and light them not with the rays of the sun or electricity but rather a single lantern or

candle: suddenly those garish objeatstsomber, refined, dignifiedf®

And whether or not it was intentional, the darkness used to hide recycled sets or
the lack of furniture in film noir, or even simply to convey the darkness of the times, has
resulted in a very elegant and mysterioushautiful aesthetjcthe main reason television

and movie makers still gravitate towards the film noir style.

Tanizaki also explains that Japanese interiors were so dark because of the
conditions imposed on them by the climate and available building @mlaterow roo$
were necessary to keeptavind and rain, creating dark interiors even when the Japanese
would have preferred ones filled with sunligfithe quality that we call beauty, however,

must always grow from the realities of life, and our ancestors, forced to live in dark

®Tani zaki ,InpraisadshadbwRangdom House, 2001
3 Ibid.
* |bid.



rooms, presently came to discover beauty in shadows, ultimately to guide shadows

towards beaut end=*®

The same can be saibout Hollywood during Wrld War Il. Forced into a dark
and shadowiilled life, people had to find the beauty in shadows. Contrast created by
lighting the main characters was key, as in the surrounding darkness the viewer is drawn
in by the comfort of admiliar face, the actodexpressions the main focus of theGset
lighting. And thus, new beauty is realized in what is familiar commonpFineno other

setting is gold quéso exquisitely beautifud?*

b - '.:;-.’ pe

Fig 17 Example of lighting the charactéfsce fromfiOut of the Past1947
Sourceronbushellasmediastudies.wordpress.com

®Tani zaki ,Inpraisadi shadowsar@dom House, 2001
“0 bid.
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Fig 18 Modern example of the same technique used in Pretty Little Liars seasol
2013
Sourcetv.com

That is not to say that this lighting techoeis new or even exclusive to movie
making. In fact, this techqueis old and common in the world of paining, and is called
Chiaroscurofia strong, seitonscious juxtaposition of light and shade which results in a
stunning visual effect in a work of afithe technique was initially pioneered by Leonardo

da Vinci, further developed by Caravaggio, and finally perfected by Remhifandt

In film and photography, Chiaroscuro is referred taoildgyh-key Lighting and
Low-key Lightingo High-key Lighting is whenwo or more sources of light are focused
on one figure, leaving everything else in comparative darkness, whil&képwighting

is when a figure is lit by general lighting and one source from behind, creating a softer

* Netto, JeffreyfiRembrandt and the Technique of Chiaros@mgriting and the World
of Painting.1999. http://www.nettonet.org/Nettonet/101 Painting/Studies/Chiroscuro.htm
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contrast to Higkkey Lighting®® fiBy placing the point of greatest illumination on a

central, active figure, and simultaneously muting elements of the background, Rembrandt
and his Italian predecessors could focus the viésaggtention onto a specific action in a

manner similar to the way in vdh stagelighting functions in the theatef?

Fig 19 Example of Highkey and Lowkey Lighting
Sourcefilmschoolonline.com

Spacious interiors transitioning to confined interiors and its effects diusie®

The concept oficompression andelease in architectusevas developed by the
architect Frank Lloyd WrightHe used this concept mainly in entryways, where the
ceiling is low upon first entry, only to release as a high ceiling in an interior space. This
technique was used in hHisliesinWest in Scottsdale, Arizona, and the Hollyhock House
in Los Angelesiiwright designed these entrances as narrow hallways with extremely low

ceilings, often no more than six feet high.isrbonfining space, termed tidembracéor

*2 PetersonDavid. fiUsing lighting style to create mood: Higley and lowkey lightingo
http://www.digitalphotosecrets.com/tip/3558/usidighting-style-to-createmood-high-
key-andlow-key-lighting/

* Netto, JeffreyfiRembrandt and the Technique of Chiaros@mgriting and the World
of Painting. 1999. http://www.nettonet.org/Nettonet/101
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ccompres$) made the vigor uncomfortable and encouraged them to move from the

entrance into the larger main room, hencedtbleased ¢

Wright developed this concept as a way of guiding the visitor inside and away
from the entry, as it feels very claustrophobic, thus urging people to findeleasé
where they feel comfortable enough to stfhis technique will be very helpful in
creding tension for this project, as well as help peoplerenalong from oa exhibit to

arother without getting visually bored of repetitive spaces.
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Fig 20
Sourcedwellright.com

AA very low &eilingd or a narrowdallwayd suggests a compression on our
perceived experience. Immediately upon entering a higher ceiling plane the senses are

released to explore the now relieved voluiffe.

“fAEmbrace and Releasd=verything2. January 10, 2005.
http://everything2.com/title/embraand release

** |bid.

**Richmond, RogemManipulating Spaces: What We Do to Them and What They Do to
Us. 1996



Isolation and how to create isolation without physical barriers

Although isolation is a very physical boundary in the compression and release
concept this project will also look to create visual boundaries. There are many ways of
achieving that, such as the use of differerdterials to indicate a transition from one
space to another, or to separate public and private spaces. Texture can also accomplish

the same thing through a clear contrast between rough and smooth textures.

Fig 21 Example of mateal separation
Sourcetrendir.com

In theprevious image the kitchen and living room are separated visually through a
flooring material change rather than walls and doors. The slight difference in the ceiling
grade also emphasizes the separation. Color change works in the same way as material
charge, and this is often used in hospitals as both wayfinding and space separators. For
example, the flooring leading to a seating area and the reception could be indicated

through the use of the same vinyl flooring but with two different colors, subnoas



andblue In the seating arethe flooring would be a solidrownwhile the reception is a

solid blue

Fig 22 Example of color separation
Sourcespectracf.com



How museums raise awareness and educate the public

Museums serve many important roles in society, as they offer an entertaining
educational experience for people of all agdwy alsofipreserve and prett more than
a billion objectsand help communities better understand and appreciate cultural

(‘)47

diversity.0'° Museums also offer programs geared towards children, making sure to

include childreron the autism spectrum

Museumsiireceive approximately 55 million visits each year from students in
school group®* and so they have many different educational programs, inclsdimg
for adults and the elderlyAmericansalso view museums as reliable and trustworthy

resources for educatirgildren, as well as eliable source of historical informatidh

*” American Alliance of Museum$Museum Fact® http://www.aarus.org/about
museums/museufiacts

*® lbid.

* Lake, Snell, Perry public opinicsurvey commissioned by the American Alliance of
Museums



Concept Development

Mood board:

This illustrateghe
mood and feel that the
project hopes to
convey.

Concept board

This, on the other
hand,illustratesthe
overarching theme of

the space.
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Case studies
Case #: Olafur Eliasson

Olafur Eliasson isa Danishicelandic artist born in Copenhagen in 196Me is
known for sculptures and largeale installation art employing elemental materials such
as light, water and air temperature to enhance the \isweaperience® The fact that
this project will rely heavily on the manipulation of light and the many ways it can be

used to create different moods makeslyingEliassoris designs important

The first of his two projects to be mentioned here is The Light Setup, which was a
lighting installation that was on &und KonsthallbetweenSeptember 200&nd January
2006 With this particular instHation, Eliasson transformethe gallery spacento a
gigantic experiment with light. Thisstallationficonsistedf four projection screens: two
backlit with fluorescent light and two with daylight filtering through th&wo further
screens were mounted on the ceiling underneath thdighof/oid.5>* As the color of the
artificial light and daylight varied, viewers were challenged to differentiate between the

two.

Fig 23 The Light Setup
Sourceolafureliasson.net

¥ 1tG LIQUID. fiFeatured artist: Olafur Eliassorhttp://www.itsliquid.com/featured
artistolafur-eliasson.html

°t Absolute Art.fiindepth Arts News: Olafur Eliasson: The Light Sedup
http://www.absolutearts.com/artsnews/2005/09/12/33297.html

op



Fig 24 The Light Setup
Sourceolafureliasson.net



The second of Eliass@ designs is Wannabe, an arttafistion done in1991.
iini tially installed in the Ca%®Cogentmgemapol sk
the workencourages the view@rdirect involvement, the installation forming an open

stage on which anybody can experience the thrill of beingtagonist®?

Olafur said about thigstallation fiViewers bring their own use or purposefulness
to eachproject. There might be a discrepancy between my purpose and their purpose, and
| prefer to focus on their purposefulness. There is a history ianartarchitecture of
insisting on the inherent purpose of a work, but for me it gets quite patronizing when you

insist on sitting in a partidar way on a chair or whatevét:

Wannabe is an interesting example of the effects of direct lighting and bptlig
on peoplé perception of the world around them as well as of themselves. Being the
center of attention and the focus of the strongest lighting within a space makes people

feel like they are in charge and that thteole room is focused on them.

Fig 25Wannabe
Sourceolafureliasson.net

*? Festival of Future NowsiOlafur Eliassord
http://futurenows.net/schedule/entry/olatliassor3/
* fOlafur Eliassor® Materia 6 April 201Q http://materia.nl/article/olafueliasson/
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Case £: Hollywood Vaults

Seeing as this thesis seeks to explore methods of film preservation whether or not
an actual vault and lab are included in the final design, looking into the Hollywood
Vaults is the logical choice for a case study. Hollywood Vawhs founded by David
Wexer, who went to Hollywood High School and went on to study photography at Art

Center College of Design, then went to film school at Cal Arts.

This made him the perfect person to go into film preservation. In,1884
identified the need for specializededia storage inds Angeleseading him to quit his
job and design and construct the Hollywood Vaults. The facility dtateof-the-art,
preservatiorguality storage, and currently serves clients who range from film, television,
video, music and recondlj to advertising, spectafffects, museums, photographers,

collectors, archiveand general business.

Their website boasts i@elf-service facility offering preservatiequality storage
for film, tape, photos, collectablesnd digital media. Twentfour hour access to climate

controlled, highsecurity storage in private, individual vauifs.
Pros

1 Clients have access 24 hours a day, seven days a week
1 They maintain 45° F at 25% relative humidity and offer other storage conditions

upon request

**Wexler, David. Hollywood Vaults. http://www.hollywoodvaults.com/@tiory/owner
founderdavidwexler
**|bid.
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PINs areissued to clients to insure private access to their vaults, which can be
deactivated at any time

The vaults ardireproof, with oncrete brick and steel used throughout. Clean
agent fire suppression gases are also emgltysafeguarthe collections

Night-time security patrol is staffed by LAPD reserve officers

The air is continuously filtered

Only uses UWiree LED lighting

Fully equipped client work counters are available within the facility

Hollywood Vaults does not insure stored collections
High storage costs
If lower rates are desired, collections are storemhioff-site location

High cost to run the facility

$

Keyless Entry

Climate-Controlled

Fig 26

Source: hollywoodvaults.com



Methods of preserving film:

The most important information to take from this particular case study pertains to
the types of film reels, the temperatures and humidity needed to preserveatitkthe
type of lighting used within the storage room its@l€cording to the Film Presenvah
Guide by the National Film Preservation Foundation in San Francisco, Califtiraia,
temperature of a film vault should be between 40° F and 35° F at humidity between 30%

and 50%. The best way to extend a film éeéife span is to keep the vaults3ge F>°

How TEMPERATURES AFFECT FILM MATERIALS
(when RH is between 30% and 50%)

Film
Material

Nitrate film*

Acetate film*

Polyester film

Fig 27 SourcefiThe Film Preservation Guide, The Basics For Archives, Librari
And Museums (San Francisco: National Film Preservation Foundation, @004

**fiThe Film Preservation Guide, The Basics For Archives, Libraries, And Museums (San
Francisco: National Film Preservation Foundation, 2@04).
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Case #3Museum of the Moving Image

The Museum of the Moving Imags located in Astoria, NYand is designed by
Josh Weisberg of Scharff Weisberg in New Yofke museunfis the countrgs only
museum dedicated to the art, history, technique, and technology of the moving image in
all its forms. The Museum is a coéakind destination for audiences of all ages and

interests, from connoisseurs of classic cinema to children and families to avid g&mers.

The museum covers a wide range of subjects, from nineteenth century optical toys
to the latest in digital art, and tipart that concerns this thesis the most is the mu&um
exploration of every phase of the production, promotion, and exhibition of moving
images. The museum also hosts leading figures in film and television for discussions and

educational programs for pdepf all ages®

The museum exhibits approximately 1,400 artifacts, whicblude historic film
and television cameras, projectors, television sets, sound recording equipment, costumes,
set design sketches and models, makefan magazines, posters, aaa outstanding
collection of licensed merchandéelolls, toys, board games, lunch boxes, and rtre.
The Museum also collects video arcade and console games that are put on display for the

visitors to see and play with.
Pros:

1 Theatre for Film Screenings

* fiMuseum at a Glana@Museum of the Moving Image.
http://www.movingimage.us/visit/

*% |bid.

* fiMuseum of the Moving ImageNYC Meetup. April 1, 2015.
http://www.meetup.com/NYCAsianMeetup/events/221626996/
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Exhibition gallery

Educational program

Workshops

Research and photographic services

Café

Classic video arcade

Futuristic white interiors so thée easily styled for each exhibit

Cell phone calls are not permitted in the galleries or theaters
Flashphotography and tripods are not allowed anywhere in the Museum
Food and drink are not permitted in the Muséualleries, theaters, or courtyard
garden



Museum of the Moving Image - Ground Floor
1. Student Lobby

2. Student Orientation
3. Cafe

4. Main Theater

5. Digital Learning Suite
6. Screening Room

7. Lobby

8. Coat Check

9. Museum Shop

Fig 28 Museum of the Moving Image ground floor plan

Museum of the Moving Image - Second Floor
1. Video Screening Amphitheater

2. Main Theater

3. Exhibition Gallery

4. Offices

Source:10.aeccafe.com
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Fig 29 Museum of the Moving Image first floor plan

Source:10.aeccafe.com



Fig 30 Examples of how the white walls can be utilized to change the look of the mus
Source: graphis.com asamwood.com

Methods of displaying videos

One of the museuds attractionss Tuté Fever Movie Pala¢avhich is part othe
Museunds core exhibition, Behind the Scredéeaturingfdaily screenings of such classic
vintage movie serials as BudRogers and Flash Gordon. Every surface in thesez
theated and adjacent lobldy is hand painted, including slipcovers on each of the chairs,

which are adorned with a rendering of Rita Hayworth, and the screen, which features an

image of Mickey Mousé.
E;‘;A 3 &

Fig 31 Tuts Fever Movie Palace
Sourcemovingimage.us



Another interesting part of Behind the Screen is the ADR interactive, a private
area wherevisitors canfirecord their own movements as a sequence of still photographs
that can be printed out and made into a flipbook; create their ownmsibpn
animations, which they can save and enjaif} record their voices over dialogue from a
film.6°® This experience #Ehes visitors all about therocedure that actors use when
dubbingtheir lines in posproduction, from choosing treoundeffects togo with their

images to thenusicneeded to affect thmood and tonef their selfmade movie.

Fig 32ADR interactive
Sourcexmovingimage.us

The museurds maintheater is the Sumner M. Redstone Theater, asfdtes-art
facility, designed with blue felpaneled walls and stadium seating with 267 seats. This
theatre is unique because its equipment accommodates all film formats from 16mm to

70mm and Digital .

® fiBehind the ScreeaMuseum of the Moving Image.
http://www.movingimage.us/exhibitions/1988/09/10/detail/bethmalscreen2/
* fiView Our Spaces.Museum of the Moving Image.
http://www.movingimage.us/about/rentals/spaces/
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Fig 33 Theentrance to the main theate Fig 34 Main theater interior
Sourcemovingimage.us Sourcemovingimage.us

The museum also usés many, expansive white walls as projection screens for
movies, TV shows, or just images. People can sit in a casual theater to watch something
on one of these walls, while other people can watch another wall nearby while sitting in

the café.

Fig 35Casual Theater
Source: movingimage.us
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Fig 36 Display walls on the left and café seating on the rig
Source: movingimage.us

In the exhibit JODI: Street Digital, the artist shows how the digital world has

become part of the real world. The dispitfeD Puzzledis a digital signage system that

has been broken up into smaller screens to create brightly flashing geometric

abstradons, symbolizing the havoc and integration of the digital world into our Vforld.
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Fig 37 LED Puzzled
Sourcethecreatorsproject.com

2 fiView Our Spaces.Museum of the Moving Image.

http://www.movingimage.us/abouthtals/spaces/
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Case #4: The Grammy Museum

The Grammy Museum is an interactive celebration of the power of music
embodied in four floors of cutting edge exhibits in downtown lAsgeles. The
museunds interactive experiences and films provide a-ofia-kind visitor experience,
with education being its core missi®hThe museurds educational mission is fihelp
students use music as a gateway to learning and as a way to inspicelltarate

creativity and critical thinking®*
Prose:

1 The exhibits starts at the fourth floor, building tension and excitement

1 The exhibits are very interactive and immersive

1 Touch screens in every exhibit

1 The use of contrasting colors and overblown insdagettract attention

1 Interactive music recording studio that visitors can use to experience music
making

1 A 200-seat theater

1 Headphones by many of the screens to control noise

1 The museum also displays physical artifacts

1 Classrooms for the educational prap

8 fA0ur Missiond GRAMMY Museum at L.A. Live.
http://www.grammymuseum.org/visit/canission

* AEducation Missiom GRAMMY Museum at L.A. Live.
http://www.grammymuseum.org

ny



Cons:

1 Therds so much to look at that one visit@sanough

LOBBY

Fig 38 Grammy Museum ground floor plan
Sourcelalive.com

SOUND STAGE

Fig 39 Grammy Museum theater floor plan
Sourcelalive.com
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Methods of displaying videos:

The Museum uses dynamic combination of exhibits, public events, and
educational programmings a way of exploringll forms of recorded musiand the
creative process ofnaking it°®® The Museurfs 30,000 square feet of cutting edge
experiences starts in the lobby on thetfiiloor, wherevisitors take an elevator to the

fourth floor, where the galledy main attractionthe Crossroadsan be found.

The Crossroads is a large and colorful table with a touch sensitive surface that the
visitor can use to explore oieindred ad sixty genres of music. By simply touching a
genre, the screen brings up photos, songs, and stories about the history of the music and
its impact®® This table sits in front of the Music Epicenters, an exhibit that uses more
touch screens to allow thasitor to explore the times and places where the sounds of

American music have chang@d.

Fig 40 The Crossroads
Sourcegrammymuseum.org

® fiOn Displayd GRAMMY Museum at L.A. Live. http://www.grammymuseungfon
display/overview

% fiFourth Floordo GRAMMY Museum at L.A. Live. http://www.grammymuseum.org/on
display/fourthfloor

* fiFourth Floord GRAMMY Museum at L.A. Live. http://www.grammymuseum.org/on
display/fourthfloor
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Fig 41Music Epicenters Fig 42 MichaelacksorExhibit
Sourcegrammymuseum.org Sourcegrammymuseum.org

Fig 43 Visitors wearing headphones
Sourceblogs.suntimes.com
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Fig 44 Touch screen from In the Studio exhibit
Sourcegrammymuseum.org

Fig 45Clive Davis Theater
Sourcegrammymuseum.org
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Case #5Korean American Museum of Art

The Korean American Museum of Art in Los Angeles, Califorisiaa 1995
competition entryby Glenn Williamsin collaboration with Hugh NathansoAlthough it
is only a proposed design, this project is a perfect case study for this thesis since it is a
niche museum that has exhibition spaces, as well as a theater, library, and even

classrooms.

Pros:

1 This is a niche museum

1 Has all the spaces needed this thesis

1 The floor plan is very well organized

1 Therds a theater as well as an auditorium
1 Therds a library and classrooms

1 Plenty of office space for the curator

1 Plenty of storage space

1 Loading docks

1 Alarge, central courtyard

9 Since its not areal project, it hagihbeen tested in real life
1 The spaces are larger than needed for this thesis
1 The design is very architecturally involved, but with no consideration for the

interior

po



Plans and programming

According to the designefilhe program forhis 216,000 square foot art museum
and cultural center called for a mefitinctional cultural complex containing permanent
and temporary museum galleries with storage, workspacesisastigtios, a performance
theater, a library, a lecture auditoriunadministrative offices, café, qift shop,
subterranean parking garage and a large outdoor Korean gétddre most interesting
part about the design is that it incorporates ancient Korean philosophies in ordering the

forms, though the designer doésgo into detail on how this is done.

The following images are the floor plans for both the ground floor and the first
floor of the museum, followed by bubble diagrams done for this thesis to show the
proximity between each of the space and the important bekseen them. The bubble
diagram also illustrates the square footage of each space and graphically shows the

special relationship between the spaces.

®Williams, Glenn.fiKorean AmericarMuseum of Artd Studio of Glenn Williams

Architect.
http://www.sogwa.com/korean_american_museum_art_sogwa_studio_glenn_williams_ar
chitect_ncarb_projects.php
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Fig 46 KOMA ground floor plan
Sourcesogwa.com
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Fig 47 KOMA first floor plan
Sourcesogwa.com

First floor plan bubble
diagram
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Case #6Stanky Community Library in Idaho

The Stanley Community Library was built in 2012 as part of a larger
redevelopment project meant to bring new commercial, retail, and housing to downtown
Stanley.fiThe new facility provides more space for users, with much better visibility and
energyefficiency, and includes a multipurpose room that meets many needs and is

accessible after hours to community groaps.

The main reason this small library is included as a case study for this thesis is that
the final design might include a film vault/library,high will be a small part of the
project. This library is used as a reference on the square footage needed for different
activities within a typical library, and the proximity and relationship between those

spaces.
Pros

1 Small enough to be a good study fois thesis
1 Includes spaces for many different activities, such as computer workstations, a
multi-purpose room, and a youth area

1 The library has a storage room, a kitchen, and an office fdibtlagian
Cons:

1 For larger projects, it would be best tady a larger library

1 The library is for a very small community in a rural area

® fABuilding Project for Stanley Librarg Stanley Community Library.
http://lwww.ruralnetwork.net/+anlib/BuildingFund.html
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Plan and programming

Fig 48 Stanley Community Library floor plan
Sourceruralnetwork.net

First floor plan bubble diagram
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Project goals andbjectives:

Educational goals:

As a museum, the project will aim to teach people about the history of film noir as
a movie genre, and about the historic and economic context in which the genre had
originally developed. People will be taught about the aadod the world was in after
World War Il and how it inspired many movie makers to create equally dark movies to

vent and express the fears of the time.

Visitors of the museum will also be taught about film preservation and how they
can do their part=ilm students will be able to visit the museum to look and the exhibits
as well as access film reels and use workstations on site to work on school and personal

projects, while being supervised by expert film handlers.

Types of visitors:

Scientists and resirchers:

1 1 Supervising researcher
1 1 Researcher for film washing and scanning
1 2 Researchers for digital restoration

1 2 Interns
Visitors:
1 High school students on towage restriction due to movie ratings)

M Tourists

p ¢



1 People interested in film noir or filpreservation

1 People interested in the film making process

1 Intellectuals looking to spend time learning about movies with friends

1 People who are a part of Film Preservation Society and the National Film

Preservation Institute

Design goals:

This project wil aim to guide the visitors through the history of film noir and the
effects of World War Il on the aesthetics of the genre. The design will implement the
principles of compression and release to help guide the visitor through the spaces while

maintaininga sense of curiosity and intrigue.

High lighting contrast will also be used to create tension and to highlight the
important design elements within each exhibit. The change in lighting will help the eye

move seamlessly from one thing to another withaetrwhelming the visitor.



Site requirements

Since the projeds intendedto recreate a film noir atmosphere, many of the sites
considered for it either had underground spaces and tunnels or had the potential for
creating tunnels out of large existing spaces. The criteria the chosen site needs to meet are

as follows:

1. The siteneed to be djacent to other museums ahdsycity areasto attract
visitors

2. The site bould stand out from surrounding buildings

3. It should be wse to public transportatido make access easier

4. It should be ina city with colleges offering film degreds be of use to
students

5. The building shoulda@ be too large, sinceft a niche museum

Site Options:

Three locations were considered for this project: McMillan Sand Filtration Site,
Riverside Hospital (North Brother Island), and The National Union Building. Each

location has its merits for the projengcessitating study of the pros dncons of each

1. McMillan Sand Filtration Site

The McMillan Park Reservoir Sand Filtration Site is aa2be Olmsted park
bounded by North Capitol Street, NW; Michigan Avenue, NW; First Street, NW and

Channing Street, NW. The site consists of twenty underground santidiiitclhambers



with two eastwest access courts. The filtration site was the first water treatment plant in

the city©

What makes this an option for the needs of this project is that thertisoh
underground space that can be split up into hallways and corridors where the visitors can
get lost and turned around, which was originally a concern of this thesis. Ultimately, the

site is too large for a niche museum.

Fig 49 Sand pits
Sourcegreatergreaterwashington.org

2. Riverside Hospital (NortBrother Island)

North Brother Island is located in the East River, between Queens and the Bronx,
NYC. The idea is to use the ferry ride and the walk totuberculosis pavilion to build
tension. The island has a very long and dark history, as thedlospg used to house the
mentally insane for some time, the most prominentepatbeing Typhoid Mary. The

tuberculosis pavilion was never even used for that purpose, but as housing for college

" Friends of McMillan ParkiiPark Historyd Friends of McMillan Park.
http://friendsofmcmillan.org/parkistory/



students. It was no longer used as housing after a ferryeatagdusednany students

deathd’*

This location would be great for building tension, as it would start from across the
river when visitors board the ferry to go over to the islawwell as the walk from the
ferry to whichever building would house theuseumAnother pro is the fact that there

are so many different sized buildings to choose from on the island

Ultimately the site is unsuitable because of the size of the island; the faittighat
abandoned and overgrown with trees and plants makes it a safety hazard. No amount of
safety precautions can safeguard against curious people wanting to walk off on their own

to explore the island.

Fig 50 Big Brother Island
Source:abandonedabandoned.com

" Kirsch, Tom.fRiverside Hospital (North Brother IslamdPpacity.
http://opacity.us/site100_riverside_hospital_north_brother_island.htm
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Fig 51 Tuberculosis&vilion
Sourceopacity.us

The National Union Building is located at 918 F Street NW, Washington, DC

20004. This site was chosen for the following reasons:

1 The right size for a niche museum

1 Has a basement to be converted into vaults
1 Inthenatiorts capital

1 Surrounded by museums

1 Long enough to create a long hallway to build tension
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Fig 52 National Union Building exteric
Sourcedouglasdevelopment.com



Site analysis

Description of selected site

The selected site is the Nationdhion Building at 918 F street NW, Washington
D.C. It is a historic building originally designed by Glenn Brown in 1890 and built in a
Romanesque architecture style for the National Union Fire Insurance Company. Being
built of brownstone, the building sta® out in a row of otherwise contemporary

buildings. The building was purchased by Douglas Development in 2007 and its interior

was renovated in 2012 for LivingSocial.

MN LS w01
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Fig 53 National Union Building, 918 F Street NW
Washington D.C.

The building is comprised of seven stories with 28,106 rentable squard feet.
plan of the building was laid out with a long side corridor on the east side of the building

with a central staircase and elevator shaft, which is well suited for the projeet lasg

2fiNational Union Buildingd Douglas Development.
http://douglasdevelopment.com/properties/natiamabn-building/
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corridor can be used to build tension by leading the visitor to walk the length of it. Each
floor has a rest room built into the central space behind the staircase. There is a second

staircase and elevator at the very end of the side coffidor.
Site ajacencies
Activities: The activities around the selected site arbews:

1. Madame Tussaud Wax Museum
2. Landmarks E Street Theater

3. St. Patricks Catholic Church

4. Fords Theater

5. National Portrait Gallery

6. International Spy Museum

7. The Verizon Center

Madame Tussaud’s Wax
Museum
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International Spy
Museum
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Fig 54 NationalUnion Building, 918 F Street NW
Washington D.C. and nearby activities

® National Register of Historic Placadational Union Building Waslington D.C.,
National Register #102@018



Food:There are many restaurants around the area:

=

Lincolné Waffle Shop
2. Le Pain Quotidient

3. Hard Rock Café

4. Ellats Wood Fired Pizza
5. Asia Nine

6. McDonalds

7. GordonBiersch

8. Penn Social

9. Poste

10.Rosa Mexico
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Fig 55 National Union Building, 918 F Street NW
Washington D.C. and nearby restaurants
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Bus stations and Metr@:here are enough bus stations and a main metro station to make

the selected site vepccessible.

MN LS Wol
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Fig 56 National Union Building, 918 F Street NW
Washington D.C. and bus stations @wllery Place
Chinatown Station

Demographics
The National Union Building is located at 918 F Street, Northwest, Washington,
D.C., in the Penmuarter neighborhoodrhe following charts show the percentage of

male to female residents in the Penn Quarter as well as the number of households with

families and singles.

Penn Quarte Population Demographics

Total Population 56,736 @ Male Population
Male Population 28,500 WEesmsTovtaton
Female Population 28,237

Percent Change Since 2000 39.3%

Percent Change Since 2010 3.7%

Median Age 33.59

cy




Number of Households in Penn Quarter

Total Households 27,723 @ Family Housholds
Family Households 7,823 D onaily Bionhold
Non-Family Households 19,900

Households With Children 3,499

Households Witrhout Children 24,222

Average People Per Household 1.68

Consumer spending in Penn Quarter

National Average
Below Average v Above Average
100
Total Household Ependiture [ 150
Contribution I (k1
Insurance 1, 169
Clothing 1, 153
Education . jty
Entertainment I 152
Food 1, 144
Helth Care TN 140
Household Furniture ity
Shelter 1, 153
Household Operations s
Other |, 1 47
Personal Care 1 149
Reading 1 155
Tobaco 1 (22
Transportation (140
Utilities 1 141
Gifts 174
Current floor plans
55.58 ft . w0

Ground floor plan
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Firstfloor plan

Secondloor plan
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Programming

Spaces needed:

Public: Private:

Ticket desk

==

f Workstations

Information desk
1 Security desk
Gift shop
1 Film vault
Café
T Vault librariarts office
Exhibits

i 9 Restoration lab
Main Theater

Rooftop Theater f Back of house

W.C. { Storage

 Café kitchen

- -4 - -a _a _a _a -2

Corridors

Bubble diagram

Circulation




Proximity

. Desired

. ‘Would be nice

Entrance

Ticket Desk

Information Desk

O Not needed
Gift Shop

Cafe

Exhibits

Workstations

Security Desk

Film Vaults

Preservation Lab

Movie Theatre

Rest Rooms

Operating hours: Most museums in DC are open 8a.m. through 6p.m. This museum
would be open from 9a.m. to 9p.m. with slighdlijfering functions that change from day

to night.

Daytime Nighttime
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Entrances:

The regular visitors would enter through the front door, while the lab researchers will use

the back door through the alley for more privacy:
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Storyboards:

The first illustrates thday in the life of a lab researcher in the museum:



