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Abstract of Thesis
PLAY x ART: Promoting Art Appreciation and Practice to
Non-Traditional Museum Environment in the Uptown, DC
This thesis proposal promotes art appreciation and practice through

the lens of great artists like Picasso for local DC communities outside of the
museum environment. Located at the Uptown Art House in Washington, DC,
this exhibition will expand out of its existing gallery space to the back-
parking lot transformed into a new venue for community gathering in the
Cleveland Park neighborhood. The goal of the exhibition is to create an
experience of intrigue towards the unlimited forms of art created by self-
taught, often young artists, inspiring visitors to become the same source of
artistic presence in their communities. Both adults and children will equally
grow an appreciation for this exhibition, however this exhibition will be ideal
for families with younger children. Naturally driven to be innovative and
playful, young children have the greatest potential to be impacted from this
exhibition and their accompanying adults will share their inspirational

experience by participating in playing art together.
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Introduction

It took me four years to paint like Raphael, but a lifetime to paint like
a child.’

Pablo Picasso was a prolific and critically acclaimed artist that
influenced how we appreciate and look at art. He spent his life retraining
himself as an artist to never lose the fun, as a child would, in inventing
creative ways of producing art. Before learning to color within the lines or
being taught by teacher what not to do, a child has no concept of “good” or
“bad” art. Picasso knew how to create good art mastering the fundamentals
of composition, form, and light in his paintings since a very young age, yet
he found a way to break them and unlearn the rules. Regardless of what his
critics said, he remained true to himself and continued to paint his own
reality, showing the world what he wanted it to see. Like a child, he didn't
need approval or feedback for his work. Rather, he never ceased to play and
create art for the sake fun. This is the inspiration and underlying principal
behind the PLAY x ART exhibition.

The contemporary artists today are pushing the boundaries defining
what is good art, much less art. Different styles and genre of art attract
selective visitors who understand the idea behind the work. Some may value
an art work simply because it has been created by a famous artist. According
to Picasso, “every child is an artist”. This exhibition will celebrate the work of
these artists -- young, old, local global, of the ordinary — who continue to

play and offer their artistic presence in their communities.

Famous Pablo Picasso Quotes,” 2009. https://www.pablopicasso.org/quotes.jsp.
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Overview of Exhibition Topic

The PLAY x ART exhibition invites children and adults to the realm of
play and art, encouraging visitors to consider art as common media for fun
and creativity in their day to day life. Art in this context is not appreciated
through the artist’s style or reputation, but by their creativity and originality
of everyday people. Various gallery themed by different dimensions of art
experiences for the visitors, will present select individuals’ work and their
stories behind each piece. Whether from an event, memory, loss, or a simple
idea at the spur of the moment, visitors will learn how the artists turned their
personal experience into an art piece. Visitors of PLAY x ART will leave the
exhibition challenged to be freethinkers and self-taught innovators open to a

greater range of dynamic possibilities.

Play as a Vehicle for Engaging Audience

Traditionally in the form of a salon, marketplace, to now a blank white
gallery space, the role of the art museum and exhibition culture is continually
shifting to be redefined to become more public-service oriented.? Museum
planners are stressing the idea of fun, entertainment, and even amusement
parks as a frame of reference for the future exhibition trend. With purposeful
integration, the element of play in exhibitions has the power to engage and
make a lasting impression for visitors to take away at the end of their

exhibition experience.

2Kenneth Hudson, “The Museum Refuses to Stand Still,” Museum International 197 (1998): 43.
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Pablo Picasso also stressed the idea of play in his art making process.
In his quote “paint like a child,” play is the basis of his philosophy when it
comes to creating what he considered to be a true form of art. At PLAY x
ART, visitors are encouraged to take advantage of this aspect p/lay embedded
in the design narrative of their exhibition experience and witness the
beautiful products that result from the different methods of play explorations

with various mediums.

Non-Traditional Exhibition Location

Currently art exhibition spaces have been distinguished into two
different sectors in its parallel development.3 The first is the obvious
traditional museums and galleries. While well-grounded and dedicated in
their existence for the art, art galleries historically have often been
associated with high-class lifestyle and appealing to selective cultures. In
some communities, these museums are still considered unapproachable. The
other option in replacement of museums are alternative, public spaces. The
emergence of exhibitions in a non-museum setting has had new, sometimes
surprising effect of drawing attention from its communities. Both sectors are
mutually exclusive as effective sites, however, selecting a non-traditional
museum as a site for this exhibition plays an important role to reach out to

the local family residents in DC. The integration of the diverse forms of 2D,

3Dorota Wojtowicz-Jankowska, “In Search of a New Exhibition Space,” ScienceDirect. 2016. Accessed
November 24, 2017. http://www.sciencedirect.com/science/article/pii/S1877705816327709?via%3Dihub.


https://www.sciencedirect.com/science/article/pii/S1877705816327709#!
http://www.sciencedirect.com/science/article/pii/S1877705816327709?via%3Dihub

3D, and interactive digital art into the reimagined public art space will
reinforce PLAY x ART’s underlying goal to revitalize urban life with artistic
attractions at an unexpected location.

In learning about DC’s neighborhood revitalization projects at work,
the Uptown Art House was chosen for its key location in the Uptown part of
DC where the residents and the City Council of Cleveland Park have agreed
to begin with new streetscape design in summer of 2018, for more
pedestrian-friendly roads with widened sidewalks, additional seating, and
more convenient bus stop locations. This project hopes to bring back local
businesses and restaurants which have been closing due to slow traffic. The
opening of PLAY x ART as the first accessible exhibition in Cleveland Park will
help to increase visitor attractions.

Terms such as "creative economy," "creative class," and "cultural
economy" are becoming more common among urban planners, arts
administrators, economic developers, and business and municipal
leaders... Whatever label is used, this use of terminology linking
culture and the economy indicates recognition of the connections
among the fields of planning, economic development, and arts and

culture.4

ADA (American Planning Association) lists thirteen different strategies
on improving Economic Vitality (Appendex 1). PLAY x ART'’s interpretive

strategies will touch on the last five -- Live-Work Projects, Arts-Specific and

“Dwyer, M. Christine, and Kelly Ann Beavers, “How the Art and Culture Sector Catalyze Economic
Vitality.” American Planning Association. Last modified 2011. https://planning-org-uploaded-
media.s3.amazonaws.com/legacy_resources/researach/arts/briefingpapers/pdf/vitality.pdf.
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General Public Venues, Events, Urban Design and Reuse, and Public Art --

listed in helping activate and strengthen communities.

Relevance of the Topic to the Audience

Located at a site that already has close ties and relationship to its
community, PLAY x ART can reach its audience unrestricted to the regular
museum goers in the touristy downtown part of DC. Though it will be open to
the general public, the focus audience for this exhibition is young families
with children (age 6-12) for the local DC community. This age range is
chosen based on the idea that children of those ages are most likely to hold
their primal childlike perception of reality and experience art in a more
arbitrary and sensory way.”> The age range is also important since they will
be accompanied by adults to come to the exhibition and share the same

journey but engaged in different levels.

Site

Washington, DC

As the nation’s capital, Washington DC’s demographic covers an
ethnically diverse, cosmopolitan population growing over 670,000 in recent
years. DC has been a continually changing and growing city, bring in
multicultural residents in to its neighborhoods. DC ward 3, where the site is

specifically located also has had a steady growth of population from 2000 to

>Daniel Honan, “See Like a Child, Paint Like Picasso. Access December 14, 2017.
http://bigthink.com/think-tank/see-like-a-child-paint-like-picasso.
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2010.5“The country is getting older, but the city is getting younger” reports
Urban Institute. Millennials are driving the population growth, making up
35% of DC population (when there are only 23% in the overall US
population). Consequently, the area that grew the most are losing families
with children as they move to suburbs and few neighborhoods as Capital and

the upper Northwest are gaining children.”

Cleveland Park Neighborhood

UPTWON
% ART House @

Figure 1. Detail map of Connecticut Ave in relation the metro stop.

The proposed original site for this exhibition is Uptown Art House in
Cleveland Park, Washington, DC. While keeping a good distance away from
the busyness of the downtown DC, this part of DC resonates a quieter

residential neighborhood still within the urban setting. Positioned right on the

6“Wards 2 and 6 grew the most.” Urban Institute. Last modified 2012.
http://apps.urban.org/features/OurChangingCity/demographics/#thirtyyears.
7“Millennials are driving the city growth.” Urban Institute. Last modified 2012.
http://apps.urban.org/features/OurChangingCity/demographics/#age
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main street full of restaurants and shops, and a few steps away from the
metro station, the location makes the exhibition accessible by DC public
transportation as well as by car with plenty of street parking. The Uptown
Theater located closer to the metro station is the historical landmark many
visitors will recognize from afar to find the Uptown Art House a few doors
down the road.

The neighborhood is not known for their cultural community. However,
there is diversity in the nationality and background. Socioeconomically, it is a
well-off neighborhood. In recent emerging of the Uptown Art House in what
used to be the Uptown Tap House, the POC(People of Color) artists and
activists are beginning to bring in creative culture by activating the site for

art showcases and music performances.

Uptown Art House

We're not trying to be the Guggenheim, we’re not trying to be the Phillips
Collection, we're just going to be a space where it happens without too much
premeditation.®

Figure 2. Open studio at the Uptown Art House in Washington, DC.

8 Mark Hoelscher “Meet Uptown Art House, D.C.’s Newest Music and Art Space,” DCMD, June 27, 2017.
http://dcmusicdownload.com/2017/06/27/meet-uptown-art-house-d-c-s-newest-music-and-arts-space/.
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Following the footsteps of art spaces popping up in places like New
York, Detroit, and Chicago, the Uptown Art House has rapidly evolved into a
hub for grassroots activists and artists throughout the DC area. With rising
rent costs and tight occupancy in the District, it is one of few creative spaces
with open doors for artists to practice their creativity. As the name suggests,
the art house has produced stunning works of visual art from its previous
events, with and without a cause highlighting diverse musical traditions live
in DC. Initially used as space to make and store signs for the People’s
Climate Movement, the space has been activated by bringing in artists as a
studio space for them to produce as well as exhibit their work as a gallery
space, opening it up to the public for view.

A facility like the Uptown Art House—large, open, accessible, and
woke—is a missing organ in our city’s creative body. Led by a group of local
POC artists and activists, it’s our vision to house and build DC’s flourishing
social justice movements and independent arts scene. We believe that by
incubating relationships and sharing space, we support the powerful

symbiosis that exists between creativity and activism. We’re building an

intersectional movement in the nation’s capital.

We dream the space will be home to mobilization efforts both large
and small, educational and cultural programming (workshops, classes, and
demonstrations), community events, and art creation/exhibition that will
further engage and empower our communities to make lasting change

outside these double doors.°

9“Uptown Art House,” Uptown Art House, Accessed December 1, 2017, http://uptownarthouse.com/.
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Expanding Exhibitions into Public Space

We do want to get into being a proper gallery space, while taking some of
the pretentious stuff out of it. We want it to be a freeing experience...'?

In addition to using the existing Uptown Art House as the starting
point for PLAY x ART exhibition, the main exhibition site is proposed to be at
a parking lot located behind the Uptown Art House building. This will allow
the site to become a bigger communal exhibition space for various forms of
playful art including films, paintings, sculptures, installations, as well as
digital media interactives. Following the ongoing trend of 215t century
museum, where exhibitions are moving closer into more intimate spaces of
people’s everyday life, Uptown Art House building is a leading example of
moving the art gallery into an urban venue. DC is already known to have
gone through creative repurpose of space in its many historic sites. "Many of
the city’s commercial corridors include specific purpose-built buildings that
have been converted to new uses, including banks, automobile showrooms,
warehouses, and garages.”!! By transforming the neighborhood'’s literal
public space - the parking lot — into a repurpose gallery space, the
collaboration of the Uptown Art House and PLAY x ART exhibition can become

a new welcoming hub of more creative action for artists in DC.!?

0 Hoelscher, “Meet Uptown Art House.”

1 “Design Guidelines for Historic Commercial Buildings,” D.C. Historic Preservation Review Board, 2010,
https://planning.dc.gov/sites/default/files/dc/sites/op/publication/attachments/HPO_commercial_guidel
ines_revis_08_2010.pdf.

12Hoelscher, “Meet Uptown Art House.”



Precedent 1: WaterFire by Projects for Public Space

Figure 3. WaterFire event night in Providence, Rhode Island.

A successful project for public space, WaterFire is a unique art
installation for the city of Providence, Rhode Island which brings thousands of
visitors and many local businesses together for this one magical night event.
Cited in 1997 as “the most popular work of art created in the capital city’s
371-year history” by the Providence Journal and as the “crown jewel of the
Providence renaissance,” by Friedrich St. Florian, WaterFire continues to gain
popularity. Originally a short series of lit fire by Barnaby Evans for the 1994
First Night Providence, it has become an award-winning sculpture on the
three rivers of downtown Providence praised by Rhode Island residents and

international visitors to be a “moving symbol of Providence’s renaissance”.!3

13“About WaterFire,” WaterFire Providence, Accessed December 1, 2017, https://waterfire.org/about/.
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“WaterFire gets Americans out of their cars and back into their public
spaces... By design, there is no point where you can see the whole
installation at once, so you mingle with other citizens as you walk. It is
desighed so people can interact with each other, with the artwork, and with
the urban environment.” Many viewers rave about the project because had
become the city’s pride. Now grown to a series of eighty sparkling bonfires,
the fragrant scent of aromatic wood smoke, the flickering firelight, the
silhouettes of the gondolas, and the enchanting music that echoes
throughout the path of Waterplace Park engages all the senses and emotions
of those who stroll on its path. WaterFire has already had over ten million
visitors, bringing life to downtown, and revitalizing Rhode Island’s capital
city.

The project has also acted as a catalyst, promoting arts groups to
display and stage new work. According to Joan Slafsky, a communications
consultant and former PR director at the Rhode Island School of Design, “it
has acted almost as an incubator for other public art projects.” An overriding
concept is that WaterFire is tied intrinsically to the city, and not to any one
sponsor. This helps promote the artist’s intention to make the entire city a

stage set with its citizens being part of the installation work.*

4 “WaterFire Art Installation Light Up Downtown Providence,” Projection for Public Spaces, January 1,
2009, https://www.pps.org/reference/waterfire-2/.
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Precedent 2: MOCCA Toronto

[ ¥ BN AN

Figure 4. David Liss, artistic director and curator, walks with board member
Christina Zeidler outside the future new home of MoCCA.

The Toronto based Museum of Canadian Contemporary Art is to be
opened in May of 2018. Recently making the decision to move out of its
current location in a former textile factory in West Queen West neighborhood
because of the surrounding condominium redevelopment, the new MOCCA
will be moving to another repurpose space of the former Tower Automotive
Building. The new site is currently under a major renovation due to do a
gentrification project of the Lower Junction neighborhood of Toronto. Growing
from 990 square meters of the previous museum to almost 5,200 square
meters with basement space, the occupancy has doubled since their initial
announcement of signing the new lease of the automotive building.

The director has been eyeing this building for several years before

signing the lease. In comparison with other potential sites, it didn’t take him
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much time to decide on the Auto BLDG. The new facility is at the heart of
Canada'’s largest city within walking distance of two streetcar lines, two stops
on the Bloor-Danforth subway and a GO(South Ontario’s regional public
transit system) station, making the location easily accessible through various
public transportations. Its neighborhood is already home to or becoming
home to artists and galleries. A dramatic street-level main-floor entry with a
high ceiling will be able to become a social gathering place with a boutique,
café, rotating exhibition space for works from MOCCA’s permanent collection
and a public space for talks, performances and screenings.!®

This transition will have a cost of $7-million annual operating budget, a
big jump from the previous $1.2 to $1.3-million. However, the museum is
hoping to raise $75-million within five years during its fundraising campaign
and through new sources of income generation by renting the spaces out as
an event venue for the public. All this effort will result in a "new type of
museum since globalization and the rise of digital technologies... the museum
can no longer be a monument, a place for high-learning and handed-down
educational methods. It must instead become the agora, ancient Greek for
meeting place, and the nexus - a space for exchange and networking -
open, eventually, daily from noon through midnight, where patrons aren’t so

much visitors as activators.”16

15 James Adams.” Toronto’s MoCCA gets new name, location and vision,” The Globe and Mail, June 19,
2015, Updated June 5, 2017, https://www.theglobeandmail.com/arts/art-and-architecture/torontos-
mocca-gets-a-new-home-in-an-old-space/article25015539/.

18 | bid.
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Precedent 3: Botzow Brewery

Figure 5. Exterior view of historic Bétzow Brewery building into art gallery.

The Botzow Brewery, once called the “Castle of the North” in 1900
is a severely damaged site from World War II that hasn’t been rebuilt
since. A British architect David Chipperfield has been commissioned to
transform this site into a new identity, making Bétzow, Berlin a new public
destination in the city. 1’

The grounds around the landmarked buildings of the Bétzow Brewery
had been in hibernation for some twenty years — albeit rudely awakened
every so often - when Prof. Hans Georg N&der purchased them in 2010.
Missing over all these years had been a suitable idea that embraced the

entire ensemble. Now the time has come to awaken it from its slumber.18

17 philip Steven, “David Chipperfield Masterplans the Rebuilding of Berlin’s Bétzow Brewery,”
Designboom, December 25, 2015. https://www.designboom.com/architecture/david-chipperfield-
botzow-brewery-berlin-12-25-2015/.

18“|dea,” Botzow Brewery, Accessed December 1, 2017, http://www.boetzowberlin.de/index.php?L=1#6.
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The owner of the grounds, Prof. Hans Georg Nader, has travelled the
world in search of inspiration for Botzow Brewery. The concepts he has
compiled in the 2020 master plan include the idea to model the vaulted
cellars of the former brewery on New York’s Chelsea Market. The plans also
include blueprints for a public garden featuring remnants of the industrial
age, similar to the Highline in New York. One of the key presence on the site
is the Atelierhaus which opened in the first exhibiton on June 215t of 2012
with the renowned photographer Gétz Diergarten’s and Berlin’s
Ostkreuzschule 18 students’ work that photographed the inside and outside
the former Bétzow Brewery, bringing their own individual perspectives with

total artistic freedom.®?

Audience

The target audience for this exhibition is young families with children
ages 6 to 12. The colorful, immersive, and playful nature of this exhibition
will engage the young children and their accompanying adults with the
featured artists’ work while they will also be challenged to be the artists
themselves. Whether the visitor is young or old, the topic of play and art will
be relevant to both groups. PLAY x ART's interpretive plan for this exhibition
is for visitors to be:

1. Intrigued by Picasso’s art philosophy as an artist, by orienting the
visitors about Picasso's later work and art philosophy to discard his
formal training so that he could then paint like a child.

19“Art: First Opening Reception at Bétzow,” Bétzow Brewery, Accessed December 1, 2017,
http://www.boetzowberlin.de/index.php?L=1#52.
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2. In awe to see so much great art produced by self-taught often young
individuals, by displaying original artworks in immersive studio spaces
for visitors to see and appreciate the process and the final outcomes of
their playful art.

3. Inspired to become the artist, by providing an activity zone for visitors
to create and exhibit their own work digitally and share their
experience via social media in their network.
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Figure 6. Visitor’s Journey Map.

In thinking about the visitor’s emotional journey from the ticketing
experience to exiting the exhibition, it was important to keep in mind what
type of audience might be attending this exhibition. PLAY x ART is mainly
focusing on young families with children as the target audience, but also

accounted for other older individuals or artists who might be interested in
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attending this exhibition. The lobby experience hopes to start the visitors off
with a sense of intrigue in Picasso’s quote and the philosophy that kept him a
genius and original figure. As visitors will find themselves in awe to draw
connections of Picasso’s principals applied to more modern forms of art, they
will continue their positive emotional journey in learning about the naive and
modest profiles behind each work. Finally, the visitors will reach the highest
point of their journey as an inspirational moment to when they will find
themselves that they can too practice and enjoy the same act of PLAY x ART

as the artists they’ve seen in the previous galleries.

Design Strategies

This exhibition will evoke a playful, expansive, and colorful aesthetic to
engage the visitors visually in combination with other sensory stimuli.
Textural elements such as paint splashes and brush strokes will be
repeatedly apparent in the graphic treatments, as well as digital projections
to represent limitless dimensions of the canvas and paint, artists can use to
create their art.

From the entering of the long glass tunnel from the street into the
main exhibition space, visitors will enter the painterly environment with
splashes of bold pains brush strokes along the tunnel walls. Thin strips of the
canal with sailboats will add the playful element for children and help families
move through the space towards the main exhibition. Once they arrive at the
main exhibition, visitors will be able to explore freely, with the transitionary
immersive art space between the traditional hands-on Art and digital Play

17



interactive areas. The open Lobby will allow visitors to be introduced to the
inspiration behind PLAY x ART’s ideology and Picasso’s famous quote, “paint
like a child”, inviting people to settle in with colorful outdoor seating and
cubism floor graphics bringing bits of Picasso’s style into the space. In the
dynamic Art spaces, visitors will see and appreciate multi-forms of art
created by individuals by stepping into their authentic, unpolished studio
spaces and learning about their personal stories. Finally, the Play zone is
where the visitors will be encouraged to participate in their own art making
with other visitors and contribute to the live digital PLAY x ART collection
already projected and animated as live art. The explosion of colors and
animated drawings of visitors’ work will stimulate the visitor’s attention and
draw them into the interactive zones to participate in the art making,

immersed in the imaginative world.

Incorporating Digital Media Technology

As museum trends are evolving into incorporating more creative and
visitor-engaging strategies, technology has become a new method to provide
a rich exhibition experience. When implemented appropriately, digital media
becomes a powerful tool that can encapsulate and translate collective data
into a magical experience for visitors. PLAY x ART will use the digital
projection mapping technology in the final Play gallery to create an activated

space for producing and exhibiting new art for the visitors.
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Precedent 4: teamLab

Figure 7. Future Park exhibition in Odaiba, Tokyo

The current rising influencer in digital media art is teamLab from Japan
who are continuing to push the boundaries of experiential and participatory
exhibitions by socially engaging visitors through their technology. They
believe that the digital domain can expand the capacities of art and
encourage new relationships between people:

No longer limited to physical media, digital technology has made it
possible for artworks to expand physically... We are now able to
manipulate and use much larger spaces, and viewers are able to
experience the artwork more directly. Through an interactive
relationship between the viewers and the artwork, viewers become an

intrinsic part of that artwork.?°

Digital art has the ability to change the relationships among people
who are present within the same space. If the interaction of other

people with an artwork creates change that we feel is beautiful, then

20 “Digital Art,” teamLab, Accessed December 8, 2017, https://www.teamlab.art/concept/expandart/.
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the presence of others can in itself become a positive element. This
applies not only to art. Even in modern cities, the presence of others
might be considered uncomfortable... If cities were to become more
like digital artworks, the presence of other people could become a
positive element. In this way, the search for new relationships
between people may be able to go beyond art, potentially creating new
relationships between cities and individuals, as well as new ways to

bring peace among people [the community].?!

Their most current exhibition, Dance! Art Exhibition, Learn & Play!
Future Park opened in Bowers Kiseum in Sana Ann, CA and even extended
out to V&A Waterfront in Cape Town, South Africa after its successful
reception in Odaiba, Tokyo. Their large-scale exhibition is designed to
stimulate people’s creativity and collaborative minds with a form of Future
Park. Combining art exhibitions and futuristic amusement park, the exhibition
attracted more than 460,000 visitors in Tokyo and won popularity to be
brought into the US for international audience. Team-lab shares the
importance of integration of Collaborative Creation into their participatory
interactives for this exhibition:

Rapid technological development in society will continue to
increase and accelerate into the future and many jobs will be taken
over by machines. Because of this, it can be difficult to imagine what
work that the children of today will do in the future... Humans are
essentially creative. However, in current education ... Free thinking
and behaving differently to other people is discouraged, we are told it
is wrong and are corrected. As a result, ... we lose our natural

creativity... Much of human society has developed through creative

21 “Relationships Among People,” teamLab, Accessed December 8, 2017,
https://www.teamlab.art/concept/Relationships/.
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achievements born from collaboration and team play. This is why
collaborative creativity, or the experience of “co-creation,” is now very

important.??

Precedent 5: Spirit of Autumn at ARTECHOUSE

Figure 8. Spirit of Autumn exhibition in DC.

DC’s ARTECHOUSE also recently opened a digital art installation
exhibition, Spirit of Autumn incorporating similar technology and interactivity
among the visitors like teamLab. The large-scale seasonal interactive
installation utilizes the state of the art projection system, interactive wall
technology, and interactive floor projections. Calling it an engaging and
collaborative transformation of exhibit space into a digital fall playground, the

visitors are able see their colored leaf on paper turn into a digital object

22 «Collaborative Creation: Co-Creation,” teamLab Island, Accessed December 8, 2017,
https://island.team-lab.com/en/event/cape-town.
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come to life on the 270-degree projection walls. 23 The two small side
galleries give life to a riotous forest floor in Through the Leaves, and Autumn
Dance where their motions and gestures fill the floor with “swirling gushes of
fall colors”.

As visitors walk near the projection walls, their figures become part of
the projected scenery as animated leaves or glowing figures that respond to
the falling leaves. Visitors are encouraged to dance, follow, and play with the
digital art that surrounds them as the element of surprise embedded visually
and audially keep them engaged to move more creatively throughout the
space.

Visitor’s Experience Narrative

Figure 9. Play tunnel entrance treatment

2 “Spirit of Autumn,” ARTECHOUSE, Accessed December 8, 2017.
https://artechouse.com/?exhibition=spirit-of-autumn.
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Visitor’s journey will start from the entrance of the exhibition, as
people will be directed to walk through a long glass tunnel from the Uptown
Art House's street entrance before getting to the main exhibition space.
Reinforcing PLAY x ART’s mission to invite and encourage the community into
the colorful and fun culture of art, visitors will be drawn down the tunnel by
sailboats drifting in the canals along the walkway while enjoying a new sight

of seeing their neighborhood painted in vibrant filters.
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Figure 10. PLAY x ART lobby view
When visitors arrive at the orientation of the exhibition, they may
decide to first drop by the Picnic area for quick bite to eat or take time
waiting to meet up with a company. Borrowing from the family-friendly IKEA
experience study, providing a place for food and open place for kids to freely
run around might be what young families need to sustain to get through a

long exhibition with a child.?* Picnic will become the central area in relation to

24 Gus Lubin, “Why Shopping at IKEA is a Magical Experience like Nothing in the World,” Business Insider,
January 16, 2014, http://www.businessinsider.com/ikeas-amazing-store-design-2014-1#getting-
customers-to-buy-into-this-self-serve-mentality--which-carries-through-to-the-assembly-of-furniture--is- the-
greatest-trick-ikea-ever-pulled-37.
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the rest of the enclosed exhibition spaces so that families can step out and

have easy access to more bigger common space for child care.

Figure 11. Picnic Area: First stop for families with young children before

beginning their journey into the main exhibition space.

In the main PLAY x ART exhibition, the galleries will be sequenced
through the painting, 3D art, and the make art projection gallery where will
see other people’s collective work as well as make and interact with their
own. The painting galleries will be divided into four modular rooms which will
feature an artist per each space. Visitors will step into their working studio
set and learn about the personal stories and their artistic methods behind the
production of their work. Each painting studio will be designed to represent
its unique personality and color expressed through the different environment

each artist works in creating their art pieces.
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Figure 12. Painting Gallery: Aelita Andre’s recreated studio view

In exiting the modular painting galleries, visitors will enter a bigger
space where 3D sculptures and Environments are installed in the same
space, so they can walk around and through the pieces to experience art in
an expanded dimension. Like walking into a life-size set, visitors will
encounter this 3D art not as a singular piece, but as a collective working

together to feel like one space.

Figure 13. 3D Art Gallery: Sculpture installation view
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As visitor enter the final Play zone, they will enter a dynamic and
visually stimulating space surrounded by other engaged visitors creating and
interacting with responsive media art that are “painted” all along the walls.
This section will be the highlight experience in their overall journey in the
exhibition to part take in making art and become like the artists they’ve seen
in the previous galleries. Papers and drawing supplies will be provided on the
tables where adults and children can come together to create their unique art
pieces. After their work is complete, their flat drawings are brought to the
scanning station where their work be transformed from a flat drawing to a
living creature moving and interacting with the rest of the art already
projected on the walls. Visitors will leave enlightened to see what their

imaginations have created to be exhibited and appreciated for all the visitors.

Figure 14. Play Gallery: Make art and digital projection view
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Conclusion

The main goal of the PLAY x ART exhibition is for children and adults to
walk away as artists with shareable and original experiences with art in their
own neighborhood that is distinguishable from the previous traditional art
museums. Combining hands-on and new technology interactives at an
unpredictable location and exhibition space, visitor's engagement and
experience in this new art gallery will be taken to a new level. Beginning in
the summer of 2018, as Cleveland Park’s roads are planned to go under
reconstruction in effort to increase more foot traffic, PLAY x ART will have the
opportunity to become the “"magic bullet” that will lead to the successful
revitalization of the neighborhood’s culture by drawing more diverse crowds.
Joining Uptown Art House’s movement to be the missing organ of a creative
body of DC, the integration of PLAY x ART's presence into the neighborhood
hopes to generate more artists and a new social culture for the Cleveland

Park community.
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Appendix 1. Creative Strategies for Improving Economic Vitality?®

Promoting cultural amenities for the purpose of attracting
economic investment and skilled workers

Promoting community development through artistic, cultural, or
creative policies

Promoting community and neighborhood revitalization through
artistic measures and strategies that emphasize creativity

Creating economic or job clusters based on creative businesses,
including linking those businesses with noncultural businesses

Providing training, professional development, or other activities for
arts, cultural, or creative entrepreneurs

Creating arts-specific business incubators or dedicated low-cost
space and services to support artistic, cultural, or creative
professionals

Developing visual elements that communicate a community's
character; using logo development and graphic design for
advertising, marketing, and promoting a community

Creating arts, cultural, entertainment, historic, or heritage districts

Providing economic or regulatory support for combined residential
and commercial space for artists

Providing public or private economic or regulatory support for
marketplaces, bazaars, arcades, community centers, public places,
parks, and educational facilities of various types

Using celebrations or festivals to highlight a community's cultural
amenities

Implementing the reuse of existing sites or buildings for arts and
culture purposes

Supporting temporary and permanent public-art projects

25 David Murray, “Economic Vitality: How the arts and culture sector catalyzes economic vitality,”
American Planning Association, 2011,
https://www.planning.org/research/arts/briefingpapers/vitality.htm.
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