CHANGING THERAPY WITH COMMUNITY AND ARCHITECTURE

"Architecture Is a social activity that has to do with some sort of communication, or places of interaction, and
that to change the environment Is to change behavior” - Thom Mayne

Architecture is more than just a group of walls defining space; Architecture is a blank canvas that is painted with strokes of human connection, interaction, and
experience. It is in these gestures that architecture gains meaning and power. This power is to influence human thought and perception through experience and
interaction. Using this influence to allow for a positive change in mental health is what this design response is founded on. Architecture can become an active tool
iIn modern cognitive behavioral therapy, through the design of interactive social experiences.

Enter Respite Park, a project that changes ideas about modern cognitive behavioral therapy. Located on the edge of downtown Boston, Respite Park introduces
new experiences to a wide range of community members. Through connected pavilion structures that house interactive sensory experiences and are interwoven
with nature, people can experience a mental and physical distance from the everyday stressors which can heighten many mental health disorders. This
separation allows for self-reflection and focus on the body and mind. Within this overall experience, both the self and the community would have access to a new
form of modern cognitive behavioral therapy and greater wellness through innovative architectural response.
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The Breathing room is simple in premise itisasmall oo oo oo oo espite seating
space that helps the user get in touch with themselves
through focused guided breathing and views of nature.
The guided breathing is done with the help of the
interactive facade that is active during pavilion use. As
the facade opens and closes the users view to the
world in proper timed meditative breathing.
The facade also provides optimal daylighting and
O shading potential. This in combination with the green
wall and open air staircase provide a basis for a
— sustainable pavilion,
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Using light to create visual elements of control and
play, makes a world where the user has total control | BREATHING ROOM
and can contemplate things in life where they may less. |
The Light Field uses LED lights that act like grass in a
field, that can be turned on and off with contact. The I
field is reflected by a mirror ceiling and encased in |
fogged glass, to created the isolated world of control. X
There is an element of connection as the user is isolated | COMMUNITY BUILDING ===
by the fogged glass outsiders can get a hint of the | | Through its black-box theater and info
experience through the movement of the light within. | O center the community building becomes
SECTION B 1/8" =7 | and starting point for events and info about
| | the park and cognitive behavioral therapy.
| | The theater allows for events to draw in
O community members to visit and experience
\ | | the park.
| | Large windows are used to achieve proper
\ daylighting, and a planted green roof to
\ | | accommodate for building green
displacement
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The Rain Room Is a surreal experience that uses simulated rain \ | |
to create a feeling of isolation that is enhanced by the sound of \
falling water, to create a calming world distant from the real. /A
Which gives the user time and space to self-reflect. | \
With the use of motion sensors that detect a persons \ STR | N G TU N N El— _
movement, the room can turn off the sprinklers above the user | ]
GD surrounding them in rainfall while keeping them dry as they 4 © tnlry
move through the tranquil room | + © Infocenter
| 7 ® Blackbox Theater
The Rain Room also collects rain water using its rounded roof || P + 4 ® gtree” Hoom
and slanted walls, as well as recycling water it uses to be an | | P N g Drgi%eg R00ms
almost purely renewable system N '
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The String Tunnel focuses on the social elements of

O healing using sound and music to connect users that are |
feet apart. Using user generated sounds to create a sharedl
healing experience focused of connection and expression,

The experience consists of many acoustic strings |
suspended floor to ceiling that create an interactive
tunnel to experiment with the making and sharing of
sound.

The String tunnel's goal is to create easy first steps in
sharing a healing experience with another person. As
engaging in therapy as a group has many benefits.
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The green wall provides an natural element
to the large plaza connecting its center to
the natural site. As well as providing a
unigue perspective on nature within a
vertical space.

While providing a green element the wall
also allows for water collection and reuse on
the wall to maintain its ecosystem.
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The Deprivation Room focuses on the overload of senses than quickly
transitioning into the deprivation of them. To effectively 'kick' the mind into a

O place of self-reflection by rapid isolation leaving the user solely with their
thoughts.

The Room s fitted with speakers that relays outside noise into the space this

O combined with the large window in front of the user, creates a focus on their
surroundings. That is then quickly taken away through the use of
electro-chromatic glass to blur the view as the speakers shut of leaving the
user looking inward.

O The beginning of the deprivation experience hyper focuses the user on the
surroundings create a profound connection to the site exclusive to this room.,
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