
i 
 

 

 

The Dark Passage 

A Film Noir Repository and Museum 

 

by Rawad K Kandalji 

 

B.S. in Interior Design, January 2011, Prince Sultan University  

 

 

 

A Thesis submitted to 

 

The Faculty of 

The Columbian College of Arts and Sciences 

(formerly the Corcoran College of Art + Design) 

of the George Washington University 

in partial fulfillment of the requirements 

for the degree of Master of Arts 

 

 

May 15, 2016 

 

Thesis directed by 

 

Benjamin Ames 

Adjunct Faculty of Interior Design, American Institute of Architects 

 

 

 

 



ii 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

©Copyright 2016 by Rawad K Kandalji 

All rights reserved 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



iii 
 

Abstract 

The Dark Passage 

A Film Noir Repository and Museum 

 

The objective of this thesis is to design an immersive space in which the ñuserò 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 private spaces.  

American film is an important part of the countryôs history and culture, and should be 

preserved. This thesis seeks to educate the public on the importance of American film 

and its preservation through an in-depth look at the Film Noir genre. I seek to create an 

immersive environment that intrigues the user and encourages him or her to 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 and had a very striking visual style that instantly 

put the viewer on high alert. Interior design can affect peopleôs psychological state of 

mind and evoke a wide variety of emotions.   A contrast of open spaces and really 

enclosed tight spaces will be employed to unsettle the ñuserò. The ñuserôsò 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 

papers about the 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 thesis provides some insight into the historical and cultural influence of World 

War II 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 different and unique in the Washington D.C. area, while 
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providing some insight on the bias of todayôs media and its portrayal of the troubled 

times we live in. 
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Foreword 

 This thesis started out with Batman as its main inspiration. I 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 effects on the way people 

respond to an environment, interior or exterior. I was very interested in what causes 

people to visit haunted houses and watch horror movies even when they are afraid of 

such things. What 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 how interiors can evoke emotions in people. I 

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 to be ñcreepyò and eerie. Most of the references talked 

about creating comfortable, desirable, and inviting environments, which is the opposite of 

what this thesis called for. It was soon clear that the research would go into what 

ñshouldò be done and how and why the proposed project would break those rules to 

achieve a frightful and uneasy environment. 

 As the thesis needed some direction to create the desired ñcreepyò environment, I 

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 for the player. 
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ñGame designers donôt simply tell stories; they design worlds and sculpt spaces. It is no 

accident, for example, that game design documents have historically been more interested 

in issues of level design than on plotting or character motivation.ò
1
 

In ñAn Analysis of the Methods and Techniques Used to Create an Unsettling 

Atmosphere in Horror Gamesò, game designer Jamie King discusses the importance of 

atmosphere. ñNot only does the atmosphere create the initial impression, it hooks in the 

user through a variety of subtle techniques.ò
2
 In this dissertation, King also explains the 

five elements and techniques used to create an unsettling atmosphere: ñvisual obscurity, 

sound, terror vs. horror, minimalist narrative and environmental storytelling, and the two-

factor theory of emotion.ò
3
 

 King observes that visual obscurity is 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 wrote, ñThe most persuasive horror is the one suggested in the mind of 

the viewer, rather than that which is explicitly expressed on the screen.ò
4
 

Humans have been programmed to fear the unknown; it is an evolutionary trait.  

ñEmotional responses must fit changing adaptive challenges, with each emotion fitting a 

particular kind of situation. Anxiety increases fitness in dangerous situations which 

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

                                                           
1
 Jenkins, Henry. ñGame design as narrative architecture.ò Computer 44, no. 3 (2004). 

2
 King, Jamie K. ñAn Analysis of the Methods and Techniques Used to Create an 

Unsettling Atmosphere in Horror Games.ò (2015) 
3
 Ibid. 

4
 Wells, Paul. The Horror Genre: From Beelzebub to Blair Witch. London: Wallflower, 

2000 
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but also relationships, property, status, reputation, skill, and anything else that could 

increase Darwinian fitness.ò
5
 

In other words, anxiety increases our awareness to any impending dangers that 

havenôt yet occurred. Over time, we have evolved to respond to environmental cues that 

indicate a future loss, increasing our chances of survival and ñprogrammingò 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, but it can also be created with the use of fog, which causes the player to feel 

isolated and cutoff from the rest of the world. ñThe feeling of entrapment is very 

pronounced. You donôt see very far é the limits remain uncertain. You are always 

expecting to run into something awful.ò
6
 

The second of Kingôs elements is sound, about which he wrote, ñSound is 

possibly one of the most important elements in creating an unsettling atmosphere.ò 

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 reduce noise, such as 

by making use of fountains or fish 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 hotel so frightening. It was not that there were 

                                                           
5
 Nesse, Randolph M. ñFear and fitness: An evolutionary analysis of anxiety disorders.ò 

Ethology and sociobiology 15, no. 5 (1994): 247-261 
6
 Perron, Bernard. Silent Hill the Terror Engine. Vol. 1. Ann Arbor: University of 

Michigan Press, 2011. 27 
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sounds of dripping water or screaming people; it was the lack of noise and sound that 

added to the sense of isolation and anxiety the inhabitants felt. One of the reasons being 

out late at night can be unnerving is because of how quiet the streets are. One can quickly 

begin to feel very alone in such silence. 

 In the section on terror vs. horror, King explains the importance of building 

tension in the horror game before the ñjump scare,ò which he defines as ñthe technique of 

startling the player though the use of unexpected sounds or visual cues.ò
7
 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 Siposôs explanation: ñéa 

talented filmmaker [developer] should balance shocks with fear, much like a skilled 

music composer balances high and low notes, and fast and slow movements.ò
8
 

The fourth element is minimalist narrative and environmental storytelling, in 

which the writer or designer leaves gaps in the story of the game or in the environment 

the player is in. This goes back to the idea that in the dark, the playerôs imagination stirs 

and he/she starts to see terrifying things in the darkness. If the environment has created 

tension in the player, he/she will have a fearful response. 

                                                           
7
 King, Jamie K. ñAn Analysis of the Methods and Techniques Used to Create an 

Unsettling Atmosphere in Horror Games.ò (2015) 
8
 Sipos, Thomas M. Horror Film Aesthetics: Creating the Visual Language of Fear. 

Jefferson, N.C.: McFarland & Company, 2010. 58 
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 ñIn 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 genre.ò
9
 

King explains one point that this thesis will rely on heavily: the less information 

the player is given, the more mysterious the environment becomes, and the more driven 

the player becomes to explore that environment.
10

 

The final of Kingôs elements is the two-factor theory of emotion. This 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 feeling something entirely different. This is how King explains the theory: 

ñThis 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 environment. 

Basically, when the body has a physical reaction to a situation the mind will search for 

surrounding context in order to identify that emotion.ò
11

 

Since both anger and fear illicit the same physical responses, namely increased 

heart rate and sweating, game designers sometimes design irritating flaws within the 

game and the way it reacts to the playerôs commands in order to ñfakeò the fear response 

long before the player feels any fear. King goes on to point out the adverse result of 

                                                           
9
 Rouse, Richard. ñMatch Made in Hell: The Inevitable Success of the Horror Genre in 

Video Games.ò Horror Video Games: Essays on the Fusion of Fear and Play (2009): 15-

25 
10
 King, Jamie K. ñAn Analysis of the Methods and Techniques Used to Create an 

Unsettling Atmosphere in Horror Games.ò (2015) 
11
 Ibid. 
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making a game too difficult 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 hard to build.
12

    

Although the thesis has evolved away from haunted houses and horror 

environments, these elements can be slightly adjusted and applied to create a tense and 

strange environment: one of the new thesisôs goals. 

This exploration soon led to the fact that the thesis will rely heavily on 

experience, specifically how the proposed interior will make people feel as they explore 

it. High contrast colors, light and shadow play, and isolation will all be important aspects 

in this project. The research looked into the inspiration for the original thesis, i.e., 

Batman and the three mediums he was portrayed in: comic books, animated series and 

movies, and live action films.  

The main question this thesis is exploring is Batmanôs popularity. Why is Batman 

analyzed by psychiatrists and psychologists more than any other superhero? According to 

Travis Langley, Ph.D., from Psychology Today, Batman is the most relatable superhero, 

for unlike the godlike Superman, Batman is ñmore akin to the mortal legends like Robin 

Hood and pulp heroes like Zorro and the Shadow, extraordinary men but men 

nonetheless.ò
13

 

 

 

                                                           
12
 King, Jamie K. ñAn Analysis of the Methods and Techniques Used to Create an 

Unsettling Atmosphere in Horror Games.ò (2015) 
13
 Langley, Travis. ñA Dark and Stormy Knight: Why Batman?ò Psychology Today. 

August 12, 2012. https://www.psychologytoday.com/blog/beyond-heroes-and-

villains/201208/dark-and-stormy-knight-why-batman 
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Dr. Langley then writes about superhero architypes and how those universal 

themes relate to the individualôs psychological growth. In this particular instance, 

Superman represents the individualôs ñlight side,ò the one that not only desires to do 

good, but the one that people outwardly see. Batman, on the other hand, represents the 

ñdark side,ò that part of every individualôs personality that they keep hidden, often even 

from themselves.
14

  

ñBruce 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 and manage our own Shadow selves. We 

want Batman in our shadows.ò
15

 

                                                           
14
 Langley, Travis. ñA Dark and Stormy Knight: Why Batman?ò Psychology Today. 

August 12, 2012. https://www.psychologytoday.com/blog/beyond-heroes-and-

villains/201208/dark-and-stormy-knight-why-batman 
15
 Ibid. 

Fig. 1 Superman/Batman 

Source: Superman/Batman #1. DC Comics 



у 
 

There is also the fact that everyone can identify with the psychological trauma he 

suffers over the loss of his parents, making it the most integral reason why people 

identify with him more than any other superhero. Nearly everyone has had that fear, but 

only Batman has managed to do something about it by fighting villains to avenge his 

parentsô deaths. ñHis traumatized childhood also serves to make Batman a true myth. 

From his isolation and his trials, to his metaphorical elements including his transcendence 

into the sublime and mysterious, this durable pop-culture hero sheds light on all our 

stories.ò
16

 

With all the aspects of Batman that this thesis looked into, it finally ended up 

going in the direction 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, particularly film noir as the 

inspiration for Gotham City in the animated series 1992 ï 1995. The series designers, 

Bruce Timm and Eric Radomski, were heavily inspired by Tim Burtonôs Batman 1989 

film. Many period features such as ñblack-and-white title cards, police blimps, [and] a 

1940s influenced film noir look and styleò
17

 were incorporated into Gotham City. Eric 

Radomski suggested that all backgrounds be painted by using light colors on black paper, 

instead of the industry standard dark on white paper. ñThe distinctive visual combination 

                                                           
16 Brody, Michael. ñBatman: Psychic trauma and its solution.ò The Journal of Popular 

Culture 28, no. 4 (1995): 171-178 
17
 ñóDark Decoô ï A Look at Batman The Animated Series.ò In Pop Culture We Trust. 

https://inpopculturewetrust.wordpress.com/2012/08/23/dark-deco-a-look-at-batman-the-

animated-series/ 
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of film noir imagery and Art Deco designs with a very dark color scheme was dubbed 

óDark Decoô.ò
18

 

 

 

 

 

 

 

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 through the 

play of light and shadow; it will also explore the methods of creating an environment in 

which public can learn about the importance of film preservation. 

New Thesis Statement:  

Film noir is a cinematic term that describes the stark dramatic black and white 

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 

                                                           
18
 ñóDark Decoô ï A Look at Batman The Animated Series.ò In Pop Culture We Trust. 

https://inpopculturewetrust.wordpress.com/2012/08/23/dark-deco-a-look-at-batman-the-

animated-series/ 

Fig 2 Batman intro drawn on black paper  

Source: observationdeck.kinja.com 
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WWII and the early years of the Cold War. This thesis seeks to educate people 

about the history of film noir and the importance of film preservation. 

Reasons why preserving film is important 

 There are many reasons to preserve film, the most important being historical and 

cultural. ñFor more than one hundred years Americans with movie camerasð

professional and amateur alikeðhave traveled the country documenting traditions, telling 

stories, and recording events of the day. They have captured peoples and places not 

filmed by the mainstream media.ò
19

 

 According to the Film Preservation Guide by the National Film 

Preservation Foundation in San Francisco, California, ñBy saving and sharing these 

works, we can illuminate our common heritage with the power and immediacy unique to 

film.ò
20

 For years, people only put stock in Hollywood movies, thinking they were the 

only ones of any value. On the contrary, however, movies such as documentaries or home 

movies are one-of-a-kind works that show the reality of American life. 

Due to how fragile those old movies are, they were shut away in dark stacks 

where no one could access them for fear of destroying them. ñNow, thanks to 

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

                                                           
19 Preservation, Film. ñA Study of the Current State of American Film Preservation 

(1993). Vol. 1.ò In Library of Congress, Washington, DC. 1993. 
20
 ñThe Film Preservation Guide, The Basics For Archives, Libraries, And Museums (San 

Francisco: National Film Preservation Foundation, 2004).ò 
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more inclusive picture of national filmmaking is emerging to enrich our understanding of 

cultural history.ò
21

 

The International Federation of Film Archives (FIAF) was formed in 1938 with 

the intent to learn more about and promote standards for professional practice in the 

movie industry. ñBy the late 1970s there were five large ñnitrateò 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 

Administration.ò
22

 

 

 

 

 

 

 

 

 

 

                                                           
21
 ñThe Film Preservation Guide, The Basics For Archives, Libraries, And Museums (San 

Francisco: National Film Preservation Foundation, 2004).ò  
22
 Ibid. 

Fig 3 The nitrate film vault at the George Eastman House 

Source: sfgate.com/entertainment/article/Cold-comfort-for-old-movies-in-

serious-need-of-3284772.php 
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According to the National Film Preservation Board, ñfewer than 20% of 

American silent films still survive in complete form; and for American films produced 

before 1950, half no longer exist.ò
23

 And more recently, movies made after the 1950sð

even up till todayðface threats such as color-fading, vinegar syndrome, shrinkage, and 

soundtrack deterioration. 

 

 

 

                                                           
23
 ñPreservation Research.ò National Film Preservation Board. 

http://www.loc.gov/programs/national-film-preservation-board/preservation-research/. 

Fig 4 The Library of Congress Packard Campus, BAR Architects  

Source: sidebararch.com/uncategorized/housing-old-hollywood-the-

architecture-of-av-preservation-facilities 

20% 1910-1920s movies are lost 50% prior to 1950s movies are lost 
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What gave Film Noir its aesthetics? 

After Pearl Harbor, Los Angeles was gripped with mass hysteria as the military 

enforced citywide blackouts and air-raid drills. The city was dark as sirens wailed and 

guns fired. Soon, the genre of film noir became more familiar as the dark and shadowy 

cities depicted in the movies started to resemble the blacked-out city.  

The author of ñBLACKOUT: World War II and the Origins of Film Noirò, Sheri 

Biesen, accredits film noirôs violent and shadowy aesthetic to ñwartime constraints on 

Hollywood, including such practical concerns as the rationing of film stock and 

electricity; the desire to disguise recycled sets in darkness, fog, rain, or smoke é óWe lit 

our sets with cigarette butts,ô Robert Mitchum once joked.ò
24

 

 

 

 

 

 

 

 

 

                                                           
24 Biesen, Sheri. ñNew Film Noir Book.ò Sheri Chinen Biesen. 

http://sherichinenbiesen.blogspot.com/2009/06/blackout-world-war-ii -and-origins-

of.html 

Fig 5 In this scene of ñKiss me Deadlyò the character is lit by the carôs 

headlights and little else 

Source: mrpeelsardineliqueur.blogspot.com 



мп 
 

 

 

 

 

 

 

 

 

And so the gritty and unfinished look of the cities in film noir was also due to the 

material limitations caused by the war. Hollywood 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. This added to the dark feel 

of the sets; much like Eric Radomskiôs colors on black paper, films had to capture lighted 

characters and sets through the darkness of the night.
25

      

 Womenôs roles in film noir became the classic femme fatale, reflecting the fact 

that during WWII, women had to take up more masculine roles and do male-dominated 

jobs due to most of the men being drafted away from home. The themes of crimes gone 

                                                           
25
 Biesen, Sheri Chinen. Blackout: World War II and the origins of film noir. JHU Press, 

2005 

Fig 6 In this scene of ñPhantom Ladyò the characters are lit by one 

single light source 

Source: musicboxtheatre.com 
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wrong, and double- and triple-crosses were also a reflection of the paranoia that spread 

during the war, as they were themes in books and newspaper articles as well.
26

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

                                                           
26
 Biesen, Sheri. ñNew Film Noir Book.ò Sheri Chinen Biesen. 

http://sherichinenbiesen.blogspot.com/2009/06/blackout-world-war-ii -and-origins-

of.html 



мс 
 

How tension is created within interiors: 

Contrasting Extremes 

 There are many ways to achieve tension within an interior, visually or otherwise. 

Contrasting extremes is a technique the project produced by this thesis will focus on. 

Some people believe that the extremes can be anything, e.g., polished and unfinished, 

rough and soft textures, and light and dark colors. 

 When interior designer Christine Fife was asked what design tension was and how 

to use it correctly, she had this to say: ñDesign Tension is the feeling of harmony that 

comes from the use of opposing styles.ò
27

  She then explains her point through an image 

of a bedroom. 
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 Fife, Christine. ñDesign Tension.ò Christine Fife Interiors. July 30, 2011. 

http://www.christinefife.com/design-with-christine/2011/7/30/design-tension.html 

Fig 7 Successful use of design Tension in a bedroom 

Source: christinefife.com from veranda.com 
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ñThe wall decor, light fixtures, crisp walls and bright flooring and bedding are all 

very contemporaryðperhaps even modern.  The furniture, on the other hand is extremely 

traditional.ò
28

  Certainly, contemporary furniture would have been perfect within the 

space, but it also would have been predictable and expected. Thereôs nothing interesting 

or surprising about ñpredictableò. Interior design is all about creating interesting and 

well-designed spaces, and design tension is a very good tool to achieve that.  

 

 

 

 

 

 

 

Christine goes on to say, ñThe 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 connection.ò  She points out that although there is a style difference, 

itôs so slight that it hardly creates any impact or tension whatsoever.  
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 Fife, Christine. ñDesign Tension.ò Christine Fife Interiors. July 30, 2011. 

http://www.christinefife.com/design-with-christine/2011/7/30/design-tension.html 

Fig 8 Unsuccessful use of design Tension in a living room 

Source: christinefife.com 
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 Interior designer Eleanor Büsing also believes that tension in interiors is a good 

thing, and that perfect interiors are boring and forgettable. She 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 and ñmatchy-matchy.ò
29

 Her main tip 

to avoid creating a perfect interior and to add a little design tension is to go back after a 

design is finished and change a few small details. 

ñAdd an unexpected accessory, hang something off-kilter, or paint a piece of 

furniture a really weird color. Others might consider this creating a mismatched or 

eclectic look, but I think of it as creating a bit of tension.ò
30

 The following image is an 

example of that idea. 
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Perfect.ò Apartment Therapy. March 27, 2015. http://www.apartmenttherapy.com/when-

tension-is-a-good-thing-how-to-avoid-rooms-that-are-too-perfect-217024 
30
 Ibid. 

Fig 9 At a rustic-industrial dining table with mainly 

wooden chairs, a white fiberglass chair adds design 

tension 

Source: thewhitebuffalostylingco.com 
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 Eleanor agrees with Christine on what ñdesign tensionò is, saying that itôs ñthat 

thing that catches you slightly off-guard, though it may not be immediately obvious é It 

might not be the first thing you notice in a room, but itôs the thing that will keep you from 

getting bored in there.ò
31

 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 interesting. 

 Of course adding tension can also be achieved through the use of different 

patterns, not just different colors. ñIf you choose to use pattern on pattern, the color or 

scale should differ dramatically.ò
32

 The following image is a good example of tension 

achieved with different scale pattern. There are three main patterns with a uniform color 

palette in 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 smaller scale. 
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 Tension can also be created by using one oversized element within an interior, a 

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 interior and make the space more 

dynamic and visually interesting.  

 

 

 

 

 

 

Fig 10 Design tension through the use of pattern 

Source: decorilla.com 
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 Tension doesnôt 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 walls. As 

can be seen from the following images of the museum, the interior is mainly stark white 

and bare, with slight grey and black detailing and cutouts within the ceiling and walls. 

Itôs possibly the most ideal setup to display the items in the museum, as the old cameras 

and wardrobe stand out against the whiteness. ñThe relationship between the past, 

present, and future of cinema and its cultural importance is emphasized by displays and 

augmented by spaces for community engagement with film production and 

professionals.ò
33

 

                                                           
33
 Carlsen, Heather. ñCoordination Asia: Shanghai Film Museum Links past and Future.ò 

Design Boom Architecure. July 2, 2013.  

 

Fig 11 Design tension achieved with the addition of a metallic 

oversized pendant light 

Source: st.hzcdn.com 
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Fig 12 Makeup display at the Shanghai Film Museum 

Source: wherecoolthingshappen.com 

Fig 13 Old cameras and film reels at the Shanghai Film Museum 

Source: static.digitalinsightresearch.in 
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Fig 14 Old car at the Shanghai Film Museum 

Source: thecoolhunter.net 

Fig 15 Multipurpose Hall for Professional and Public 

Interaction 

Source: designboom.com 
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The movie óThe Giftô had 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 and well-educated person, and her 

house had to reflect her good taste. The house had many glass walls and cement floors, 

and the furniture chosen was Midcentury modern.  

ñTo help balance the starkness of the glass, cement floors and wood paneling, the 

designer had the walls painted in earth tones and the expansive windows filtered with 

mesh sheers custom-made from material purchased at Diamond Foam & Fabric in Los 

Angeles.ò
34

 So in this case, tension was achieved through contrast between the harsh 

cement and the warm earthy colors, as well as the cold glass and soft mesh curtains. 
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Fig 16 Set of óThe Giftô 

Source: latimes.com 
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High contrast between light and shadow and its effects on the mood of a space 

 Lighting is a vital aspect of interior design, but since this thesis is looking at 

movies, a slightly different take on lighting is necessary. Movie lighting is slightly 

different from general everyday lighting, being more intense and deliberate, and without 

it, movies would look dull and rough. With film noir, there was something ethereal about 

the use of light; the contrast between light and darkness was harsh due to the limited 

resources they had at hand. 

 In the book, ñIn Praise of Shadows,ò author JunᾷichirǾ Tanizaki explains the 

differences between the perception of the Japanese culture and that of the Western world 

on darkness. In Japanese design, many objects are made of natural materials that do not 

reflect much light, but are often decorated with gold or silver, or 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 designed for.
35

 

As an example, Tanizaki writes about a famous restaurant in Kyoto, the 

Waranjiya, which until recently lit its dining 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 candlelight. This experience brought 

the author to the realization that ñonly in dim half-light is the true beauty of Japanese 

lacquerware revealed é the alcove pillars and ceilings glow with a faint smoky luster é 

I discovered in the gloss of this lacquerware a depth and richness like that of a still, dark 
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pond, a beauty I had not before seen.ò
36

 He 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 about the new colors wood lacquer is made in 

nowadays, and how colorful it can be. He explains that many older pieces, finished in 

black, brown, or redðòcolors built up of countless layers of darkness, the inevitable 

product of the darkness,ò
37
ðand decorated in gold and silver, can look overdone and 

garish in our modern light sources. ñBut 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 objects turn somber, refined, dignified.ò
38

 

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 mysteriously beautiful aesthetic, the 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 materials. Low roofs 

were necessary to keep out wind and rain, creating dark interiors even when the Japanese 

would have preferred ones filled with sunlight. ñThe quality that we call beauty, however, 

must always grow from the realities of life, and our ancestors, forced to live in dark 
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37 Ibid.  
38
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rooms, presently came to discover beauty in shadows, ultimately to guide shadows 

towards beautyôs ends.ò
39

 

 The same can be said about Hollywood during World War II. Forced into a dark 

and shadow-filled 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 a familiar face, the actorsô expressions the main focus of the setôs 

lighting. And thus, new beauty is realized in what is familiar commonplace. ñIn no other 

setting is gold quite so exquisitely beautiful.ò
40
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Fig 17 Example of lighting the charactersô face from ñOut of the Pastò 1947 

Source: ronbushellasmediastudies.wordpress.com 
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 That is not to say that this lighting technique is new or even exclusive to movie 

making. In fact, this technique is old and common in the world of paining, and is called 

Chiaroscuro, ña strong, self-conscious juxtaposition of light and shade which results in a 

stunning visual effect in a work of art. The technique was initially pioneered by Leonardo 

da Vinci, further developed by Caravaggio, and finally perfected by Rembrandt.ò
41

 

 In film and photography, Chiaroscuro is referred to as ñHigh-key Lighting and 

Low-key Lighting.ò High-key Lighting is when two or more sources of light are focused 

on one figure, leaving everything else in comparative darkness, while Low-key Lighting 

is when a figure is lit by general lighting and one source from behind, creating a softer 
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 Netto, Jeffrey. ñRembrandt and the Technique of Chiaroscuro.ò Writing and the World 

of Painting. 1999. http://www.nettonet.org/Nettonet/101 Painting/Studies/Chiroscuro.htm 

Fig 18 Modern example of the same technique used in Pretty Little Liars season 4, 

2013 

Source: tv.com 
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contrast to High-key Lighting.
42

 ñBy 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 viewerôs attention onto a specific action in a 

manner similar to the way in which stage-lighting functions in the theater.ò
43

  

  

 

 

 

Spacious interiors transitioning to confined interiors and its effects on the ñuserò 

 The concept of ñcompression and release in architectureò was developed by the 

architect Frank Lloyd Wright. He 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 his Taliesin West in Scottsdale, Arizona, and the Hollyhock House 

in Los Angeles. ñWright designed these entrances as narrow hallways with extremely low 

ceilings, often no more than six feet high. This confining space, termed the óembraceô or 
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Fig 19 Example of High-key and Low-key Lighting 

Source: filmschoolonline.com 
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ócompress,ô made the visitor uncomfortable and encouraged them to move from the 

entrance into the larger main room, hence the órelease.ôò
44

 

 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 find the óreleaseô 

where they feel comfortable enough to stop.
45

 This technique will be very helpful in 

creating tension for this project, as well as help people move along from one exhibit to 

another without getting visually bored of repetitive spaces.  

 

 

 

 

 

ñA very low óceilingô or a narrow óhallwayô suggests a compression on our 

perceived experience. Immediately upon entering a higher ceiling plane the senses are 

released to explore the now relieved volume.ò
46
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 Richmond, Roger. Manipulating Spaces: What We Do to Them and What They Do to 

Us. 1996 

Fig 20  

Source: dwellright.com 
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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 different materials 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. 

 

 

 

 

 

 

 

 In the previous 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 

change, 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, such as brown 

Fig 21 Example of material separation 

Source: trendir.com 
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and blue. In the seating area, the flooring would be a solid brown while the reception is a 

solid blue. 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Fig 22 Example of color separation 

Source: spectracf.com 
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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 ages. They also ñpreserve and protect more than 

a billion objects and help communities better understand and appreciate cultural 

diversity.ò
47

 Museums also offer programs geared towards children, making sure to 

include children on the autism spectrum. 

 Museums ñreceive approximately 55 million visits each year from students in 

school groups,ò
48

 and so they have many different educational programs, including some 

for adults and the elderly. Americans also view museums as reliable and trustworthy 

resources for educating children, as well as a reliable source of historical information.
49
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Concept Development 

Mood board: 

 

 

 

 

 

 

Concept board: 

 

 

 

 

 

 

 

 

This illustrates the 

mood and feel that the 

project hopes to 

convey.  

This, on the other 

hand, illustrates the 

overarching theme of 

the space.  
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Case studies 

Case #1: Olafur Eliasson 

 Olafur Eliasson is a Danish-Icelandic artist born in Copenhagen in 1967. ñHe is 

known for sculptures and large-scale installation art employing elemental materials such 

as light, water and air temperature to enhance the viewerôs experience.ò
50

 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 makes studying Eliassonôs designs important. 

 The first of his two projects to be mentioned here is The Light Setup, which was a 

lighting installation that was on at Lund Konsthall between September 2005 and January 

2006. With this particular installation, Eliasson transformed the gallery space into a 

gigantic experiment with light. This installation ñconsisted of four projection screens: two 

backlit with fluorescent light and two with daylight filtering through them. Two further 

screens were mounted on the ceiling underneath the roof-light void.ò
51

 As the color of the 

artificial light and daylight varied, viewers were challenged to differentiate between the 

two. 
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Fig 23 The Light Setup 

Source: olafureliasson.net 
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Fig 24 The Light Setup 

Source: olafureliasson.net 
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 The second of Eliassonôs designs is Wannabe, an art installation done in 1991. 

ñInitially installed in the Caf® Krasnapolsky, a popular haunt in early-90s Copenhagen, 

the work encourages the viewerôs direct involvement, the installation forming an open 

stage on which anybody can experience the thrill of being a protagonist.ò
52

 

Olafur said about this installation, ñViewers bring their own use or purposefulness 

to each project. There might be a discrepancy between my purpose and their purpose, and 

I prefer to focus on their purposefulness. There is a history in art and architecture of 

insisting on the inherent purpose of a work, but for me it gets quite patronizing when you 

insist on sitting in a particular way on a chair or whatever.ò
53

 

 Wannabe is an interesting example of the effects of direct lighting and spotlights 

on peopleôs 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 the whole room is focused on them. 
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Fig 25 Wannabe 

Source: olafureliasson.net 
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Case #2: 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 Vaults was founded by David 

Wexler, 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 1984, he 

identified the need for specialized media storage in Los Angeles, leading him to quit his 

job and design and construct the Hollywood Vaults. The facility has state-of-the-art, 

preservation-quality storage, and currently serves clients who range from film, television, 

video, music and recording to advertising, special-effects, museums, photographers, 

collectors, archives, and general business.
54

 

Their website boasts a ñself-service facility offering preservation-quality storage 

for film, tape, photos, collectables, and digital media. Twenty-four hour access to climate 

controlled, high-security storage in private, individual vaults.ò
55

 

Pros: 

¶ Clients have access 24 hours a day, seven days a week 

¶ They maintain 45º F at 25% relative humidity and offer other storage conditions 

upon request 
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¶ PINs are issued to clients to insure private access to their vaults, which can be 

deactivated at any time 

¶ The vaults are fireproof, with concrete brick and steel used throughout.  Clean-

agent fire suppression gases are also employed to safeguard the collections 

¶ Night-time security patrol is staffed by LAPD reserve officers 

¶ The air is continuously filtered 

¶ Only uses UV-free LED lighting 

¶ Fully equipped client work counters are available within the facility 

Cons: 

¶ Hollywood Vaults does not insure stored collections 

¶ High storage costs 

¶ If lower rates are desired, collections are stored in an off-site location 

¶ High cost to run the facility 

 

 

 

 

 

 

 

Fig 26  

Source: hollywoodvaults.com 



пл 
 

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 preserve them, and the 

type of lighting used within the storage room itself. According to the Film Preservation 

Guide by the National Film Preservation Foundation in San Francisco, California, the 

temperature of a film vault should be between 40º F and 35º F at humidity between 30% 

and 50%. The best way to extend a film reelôs life span is to keep the vaults at 35º F.
56
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 ñThe Film Preservation Guide, The Basics For Archives, Libraries, And Museums (San 

Francisco: National Film Preservation Foundation, 2004).ò 

Fig 27 Source: ñThe Film Preservation Guide, The Basics For Archives, Libraries, 

And Museums (San Francisco: National Film Preservation Foundation, 2004).ò 
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Case #3: Museum of the Moving Image 

The Museum of the Moving Image is located in Astoria, NY and is designed by 

Josh Weisberg of Scharff Weisberg in New York. The museum ñis the countryôs only 

museum dedicated to the art, history, technique, and technology of the moving image in 

all its forms. The Museum is a one-of-a-kind destination for audiences of all ages and 

interests, from connoisseurs of classic cinema to children and families to avid gamers.ò
57
  

 The museum covers a wide range of subjects, from nineteenth century optical toys 

to the latest in digital art, and the part that concerns this thesis the most is the museumôs 

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 people of all ages.
58

 

The museum exhibits approximately 1,400 artifacts, which ñinclude historic film 

and television cameras, projectors, television sets, sound recording equipment, costumes, 

set design sketches and models, make-up, fan magazines, posters, and an outstanding 

collection of licensed merchandiseðdolls, toys, board games, lunch boxes, and more.ò
59

 

The Museum also collects video arcade and console games that are put on display for the 

visitors to see and play with.  

Pros: 

¶ Theatre for Film Screenings 
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¶ Exhibition gallery 

¶ Educational program 

¶ Workshops 

¶ Research and photographic services 

¶ Café 

¶ Classic video arcade  

¶ Futuristic white interiors so theyôre easily styled for each exhibit 

Cons: 

¶ Cell phone calls are not permitted in the galleries or theaters 

¶ Flash photography and tripods are not allowed anywhere in the Museum 

¶ Food and drink are not permitted in the Museumôs galleries, theaters, or courtyard 

garden 
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Fig 28 Museum of the Moving Image ground floor plan 

Source: 10.aeccafe.com 

Fig 29 Museum of the Moving Image first floor plan 

Source: 10.aeccafe.com 
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Methods of displaying videos: 

One of the museumôs attractions is Tutôs Fever Movie Palace, which is part of the 

Museumôs core exhibition, Behind the Screen, featuring ñdaily screenings of such classic 

vintage movie serials as Buck Rogers and Flash Gordon. Every surface in the 30-seat 

theaterðand adjacent lobbyðis 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 Mouse.ò  

 

 

 

 

 

 

Fig 31 Tutôs Fever Movie Palace 

Source: movingimage.us 

Fig 30 Examples of how the white walls can be utilized to change the look of the museum 

Source: graphis.com and sam-wood.com 
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Another interesting part of Behind the Screen is the ADR interactive, a private 

area where visitors can ñrecord their own movements as a sequence of still photographs 

that can be printed out and made into a flipbook; create their own stop-motion 

animations, which they can save and email; [or] record their voices over dialogue from a 

film.ò
60

 This experience teaches visitors all about the procedure that actors use when 

dubbing their lines in post-production, from choosing the sound effects to go with their 

images to the music needed to affect the mood and tone of their self-made movie.  

 

 

 

 

 

 

The museumôs main theater is the Sumner M. Redstone Theater, a state-of-the-art 

facility, designed with blue felt-paneled walls and stadium seating with 267 seats. This 

theatre is unique because its equipment accommodates all film formats from 16mm to 

70mm and Digital 3-D.
61
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http://www.movingimage.us/exhibitions/1988/09/10/detail/behind-the-screen-2/ 
61
 ñView Our Spaces.ò Museum of the Moving Image. 

http://www.movingimage.us/about/rentals/spaces/ 

Fig 32 ADR interactive  

Source: movingimage.us 
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 The museum also uses its 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 35 Casual Theater 

Source: movingimage.us 

Fig 33 The entrance to the main theater 

Source: movingimage.us  

Fig 34 Main theater interior 

Source: movingimage.us  
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 In the exhibit JODI: Street Digital, the artist shows how the digital world has 

become part of the real world. The display ñLED Puzzledò is a digital signage system that 

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

abstractions, symbolizing the havoc and integration of the digital world into our world.
62
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 ñView Our Spaces.ò Museum of the Moving Image. 

http://www.movingimage.us/about/rentals/spaces/ 

Fig 36 Display walls on the left and café seating on the right 

Source: movingimage.us 

Fig 37 LED Puzzled 

Source: thecreatorsproject.com 
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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 Los Angeles. The 

museumôs interactive experiences and films provide a one-of-a-kind visitor experience, 

with education being its core mission.
63

 The museumôs educational mission is to ñhelp 

students use music as a gateway to learning and as a way to inspire and cultivate 

creativity and critical thinking.ò
64

  

Prose: 

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

¶ The exhibits are very interactive and immersive 

¶ Touch screens in every exhibit 

¶ The use of contrasting colors and overblown images to attract attention 

¶ Interactive music recording studio that visitors can use to experience music 

making 

¶ A 200-seat theater 

¶ Headphones by many of the screens to control noise 

¶ The museum also displays physical artifacts 

¶ Classrooms for the educational program 
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 ñOur Mission.ò GRAMMY Museum at L.A. Live. 

http://www.grammymuseum.org/visit/our-mission 
64 ñEducation Mission.ò GRAMMY Museum at L.A. Live. 

http://www.grammymuseum.org 
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Cons: 

¶ Thereôs so much to look at that one visit isnôt enough 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Fig 38 Grammy Museum ground floor plan 

Source: lalive.com 

Fig 39 Grammy Museum theater floor plan 

Source: lalive.com 
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Methods of displaying videos: 

The Museum uses a dynamic combination of exhibits, public events, and 

educational programming as a way of exploring all forms of recorded music and the 

creative process of making it.
65

 The Museumôs 30,000 square feet of cutting edge 

experiences starts in the lobby on the first floor, where visitors take an elevator to the 

fourth floor, where the galleryôs main attraction, the Crossroads, can be found.  

The Crossroads is a large and colorful table with a touch sensitive surface that the 

visitor can use to explore one-hundred and 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.
66

 This table sits in front of the Music Epicenters, an exhibit that uses more 

touch screens to allow the visitor to explore the times and places where the sounds of 

American music have changed.
67
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 ñOn Display.ò GRAMMY Museum at L.A. Live. http://www.grammymuseum.org/on-

display/overview 
66
 ñFourth Floor.ò GRAMMY Museum at L.A. Live. http://www.grammymuseum.org/on-

display/fourth-floor 
67
 ñFourth Floor.ò GRAMMY Museum at L.A. Live. http://www.grammymuseum.org/on-

display/fourth-floor 

Fig 40 The Crossroads 

Source: grammymuseum.org 
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Fig 43 Visitors wearing headphones 

Source: blogs.suntimes.com 

Fig 41 Music Epicenters  

Source: grammymuseum.org 
Fig 42 Michael Jackson Exhibit 

Source: grammymuseum.org 
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Fig 44 Touch screen from In the Studio exhibit 

Source: grammymuseum.org 

Fig 45 Clive Davis Theater 

Source: grammymuseum.org 
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Case #5: Korean American Museum of Art 

The Korean American Museum of Art in Los Angeles, California is a 1995 

competition entry by Glenn Williams in collaboration with Hugh Nathanson. Although 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: 

¶ This is a niche museum 

¶ Has all the spaces needed for this thesis 

¶ The floor plan is very well organized 

¶ Thereôs a theater as well as an auditorium 

¶ Thereôs a library and classrooms 

¶ Plenty of office space for the curator 

¶ Plenty of storage space 

¶ Loading docks 

¶ A large, central courtyard 

Cons: 

¶ Since itôs not a real project, it hasnôt been tested in real life 

¶ The spaces are larger than needed for this thesis 

¶ The design is very architecturally involved, but with no consideration for the 

interior 
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Plans and programming: 

According to the designer, ñThe program for this 216,000 square foot art museum 

and cultural center called for a multi-functional cultural complex containing permanent 

and temporary museum galleries with storage, workspaces, artistôs studios, a performance 

theater, a library, a lecture auditorium, administrative offices, café, gift shop, 

subterranean parking garage and a large outdoor Korean garden.ò
68

 The most interesting 

part about the design is that it incorporates ancient Korean philosophies in ordering the 

forms, though the designer doesnôt go 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 links between them. The bubble 

diagram also illustrates the square footage of each space and graphically shows the 

special relationship between the spaces.  
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 Williams, Glenn. ñKorean American Museum of Art.ò 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 

Source: sogwa.com 

Ground floor plan bubble 

diagram 



рс 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Fig 47 KOMA first floor plan 

Source: sogwa.com 

First floor plan bubble  

diagram 
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Case #6: Stanley 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. ñThe new facility provides more space for users, with much better visibility and 

energy-efficiency, and includes a multipurpose room that meets many needs and is 

accessible after hours to community groups.ò
69

  

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, which 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: 

¶ Small enough to be a good study for this thesis 

¶ Includes spaces for many different activities, such as computer workstations, a 

multi-purpose room, and a youth area 

¶ The library has a storage room, a kitchen, and an office for the librarian 

Cons:  

¶ For larger projects, it would be best to study a larger library 

¶ The library is for a very small community in a rural area 
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 ñBuilding Project for Stanley Library.ò Stanley Community Library. 

http://www.ruralnetwork.net/~stanlib/BuildingFund.html 



ру 
 

 

Plan and programming: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Fig 48 Stanley Community Library floor plan 

Source: ruralnetwork.net 

First floor plan bubble diagram 
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Project goals and objectives: 

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 dark mood the world was in after 

World War II 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. Film 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 researchers: 

¶ 1 Supervising researcher 

¶ 1 Researcher for film washing and scanning 

¶ 2 Researchers for digital restoration 

¶ 2 Interns 

Visitors: 

¶ High school students on tour (age restriction due to movie ratings) 

¶ Tourists 
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¶ People interested in film noir or film preservation 

¶ People interested in the film making process 

¶ Intellectuals looking to spend time learning about movies with friends 

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

Preservation Institute 

Design goals: 

  This project will aim to guide the visitors through the history of film noir and the 

effects of World War II 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 

maintaining a 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 without overwhelming the visitor.   
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Site requirements 

 Since the project is intended to 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 site need to be adjacent to other museums and busy city areas to attract 

visitors 

2. The site should stand out from surrounding buildings 

3. It should be close to public transportation to make access easier 

4.  It should be in a city with colleges offering film degrees to be of use to 

students 

5. The building shouldnôt be too large, since itôs 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 project, necessitating a study of the pros and cons of each.  

1. McMillan Sand Filtration Site 

The McMillan Park Reservoir Sand Filtration Site is a 25-acre Olmsted park 

bounded by North Capitol Street, NW; Michigan Avenue, NW; First Street, NW and 

Channing Street, NW. The site consists of twenty underground sand filtration chambers 
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with two east-west access courts. The filtration site was the first water treatment plant in 

the city.
70

 

 What makes this an option for the needs of this project is that there is a lot of 

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. 

 

 

 

 

 

2. Riverside Hospital (North Brother 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 to the tuberculosis pavilion to build 

tension. The island has a very long and dark history, as the hospital was used to house the 

mentally insane for some time, the most prominent patient being Typhoid Mary. The 

tuberculosis pavilion was never even used for that purpose, but as housing for college 
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 Friends of McMillan Park. ñPark History.ò Friends of McMillan Park. 

http://friendsofmcmillan.org/park-history/ 

Fig 49 Sand pits 

Source: greatergreaterwashington.org 
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students. It was no longer used as housing after a ferry accident caused many studentsô 

deaths.
71

 

 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 island, as well as the walk from the 

ferry to whichever building would house the museum. Another 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 fact that it is 

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. 
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 Kirsch, Tom. ñRiverside Hospital (North Brother Island)ò Opacity. 

http://opacity.us/site100_riverside_hospital_north_brother_island.htm 

Fig 50 Big Brother Island 

Source: abandonedabandoned.com 
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3. National Union Building 

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

20004. This site was chosen for the following reasons: 

¶ The right size for a niche museum 

¶ Has a basement to be converted into vaults 

¶ In the nationôs capital 

¶ Surrounded by museums 

¶ Long enough to create a long hallway to build tension 

 

 

 

 

 

 

Fig 51 Tuberculosis Pavilion  

Source: opacity.us 

Fig 52 National Union Building exterior  

Source: douglasdevelopment.com 
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Site analysis  

Description of selected site: 

 The selected site is the National Union 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 stands 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.
72

  

 

 

 

 

 

 

 

The building is comprised of seven stories with 28,106 rentable square feet. The 

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 project as the long 
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 ñNational Union Building.ò Douglas Development. 

http://douglasdevelopment.com/properties/national-union-building/ 

Fig 53 National Union Building, 918 F Street NW 

Washington D.C. 
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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 corridor.
73

 

Site adjacencies: 

Activities: The activities around the selected site are as follows: 

1. Madame Tussaudôs Wax Museum 

2. Landmarkôs E Street Theater 

3. St. Patrickôs Catholic Church 

4. Fordôs Theater 

5. National Portrait Gallery 

6. International Spy Museum 

7. The Verizon Center 
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 National Register of Historic Places, National Union Building, Washington D.C., 

National Register #1024-0018 

Fig 54 National Union Building, 918 F Street NW 

Washington D.C. and nearby activities 
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Food: There are many restaurants around the area: 

1. Lincolnôs Waffle Shop 

2. Le Pain Quotidient 

3. Hard Rock Café 

4. Ellaôs Wood Fired Pizza 

5. Asia Nine 

6. McDonaldôs 

7. Gordon Biersch 

8. Penn Social 

9. Poste 

10. Rosa Mexico 

 

 

 

 

 

 

 

 

 

Fig 55 National Union Building, 918 F Street NW 

Washington D.C. and nearby restaurants 
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Bus stations and Metro: There are enough bus stations and a main metro station to make 

the selected site very accessible. 

 

 

 

 

 

 

 

Demographics 

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

D.C., in the Penn Quarter neighborhood. The 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. 

 

 

 

 

Fig 56 National Union Building, 918 F Street NW 

Washington D.C. and bus stations and Gallery Place 

Chinatown Station 
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Current floor plans 

 

 

 

Ground floor plan 
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First floor plan 

Second floor plan 

Sixth floor plan 
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Programming 

Spaces needed: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Public: 

¶ Ticket desk 

¶ Information desk 

¶ Gift shop 

¶ Café 

¶ Exhibits 

¶ Main Theater 

¶ Rooftop Theater 

¶ W.C. 

¶ Corridors 

Private: 

¶ Workstations 

¶ Security desk 

¶ Film vault 

¶ Vault librarianôs office 

¶ Restoration lab 

¶ Back of house 

¶ Storage 

¶ Café kitchen 

 Bubble diagram 
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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 slightly differing functions that change from day 

to night. 
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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: 

 

 

 

Storyboards: 

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

 

 

 

 

 

 

 

 

 

 


