Neuro-normative Socialising
is Exhausting.

With an estimated UK adult ADHD incidence
rate around 3-4% and 2.21% of adults in the US
having Autistic Spectrum Disorder, it's inevitable
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All of the

5 neurodivergent students were asked about

connections (Morgan, 2023).

A Multi-Functional Social Space to
Address an Emerging Issue Within the
Neurodivergent Community

The Alternative, However, is
Destructive.

Certain corners of the internet are becoming
“echo chambers”, where outside opinion is

forcibly rejected. What results is an aggression
towards others because these communities

iences with social interaction and

for feel
(ADHD UK, 2022) (CDC, 2020). for them to

neurodivergent people. But with so few others
in their lives to create those relationships and

between
and Neurodivergent people often lead to
misunderstandings and “social
especially on the side of the minority (Gronewold
and Engels, 2022). In order to avoid these
conflicts, they have to put significant effort into
appearing “normal”. This is often at the expense
of their own comfort. In spite of a “longing”
for social connection, these obstacles have
meant that loneliness is much more common in
neurodivergent indi
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A healthy brain should be able to “derive a reward” from
ordinary activities- which reinforces and its motivation to
keep completing these tasks. For someone with ADHD,
these activities aren't enough to produce a sufficient
reward. They need additional stimulation to pick up the
slack and “gain the brain’s undivided attention” (Littman,
2014)

Gameification is the infusion of gameplay elements into
“non-gaming settings”. It is used across disciplines to
better engage an audience. The designer can add fun and
interactive components such as leader boards to grab the
user’s attention (Interaction Design Foundation, 2012).

The underlying point is to reward progression, thereby
encouraging the user to keep going. As an immaterial
concept, gameification is therefore an excellent method of
mental stimulation for people with ADHD.

Gameification

The Third Place is divided into two main functions- one
dedicated to building connections, and one to a material
experience depicting shared memories and feelings. By
infusing gameification into the latter, this space will be
interacting with both the mind and senses.

Users can “ride the dopamine high” created by this game
to support engagement with the conversation activity

or their own work. This they can do in a separate café/
seating area- the third function.

u |h|s game is one that also must be done with others,
a newly introduced group into an active team-
|ng exercise can help them open up to each other

Finally, this game can act as an advertising agent: an
“Instagrammable” immersive experience to draw in users,
especially ones that spend a lot of time on social media.

An immersive, interactive experience to provide mental stimulation and

team bonding.

Chillnool

One participant depicted their time in primary school
as a particularly distressing one, recounting “dramatic”
punishments and humiliation that were disproportionate
o the offense. They had been characterised by their
teachers as a “pain in the ass”. Even if this was true,
does it justify this kind of treatment?

This is meant to summarise the
ideas that the users will observe

in the previous rooms and start to
think about them through their own
lens.

The user experience of the
Conversation Dome begins within
the Drowning Task rooms- where
the interior space is flooded with
violent, crashing water.

Itis used to supply conversation
prompts to the social space on the
ground floor. The design introduces
the theme of water (representing
emotions) to the repeated

string motif (which represents.
communication).

The image of dew drops collecting
on a spider’s web inspired a
physical transition from this
overwhelming atmosphere to a
calming one.

CELEBRATING THE SPANGLED

'ARGHITECTURE OF SPIDERS

This research has highlighted

‘the' neurodivergent community's
increasing need for offline-spaces

to improve the quality of their social .
connections ind conversnlmns.
athird | plsce R

The Canversation Dome helps

suppotive face-to- face discussions.

In each iteration of the Drowning -
Task, users are asked to write down .
things that they struggle with. These,
notes are later projected within the
dome to prompt a conversation
amongst the team.

This will encourage them to share
similar striggles and give advice to
each other.

The atmosphere within the dome

is carefully curated to be safe and
comfortable. With its large beanbiag
seating to recline back on and o
calming projected visuals to look up .
at, users will not have to make eye
contact to engage in converssnnn

The comfort of this space will vastly

mine the user's openness to

the activity-and others
In this installation, what made the
users so receptive to each other was -
the ability to mess around and let off .
Some of their energy.
In order to bring togethera”
new.group.of people into the
conversation space, they need to .
be able get to know each other in a
more active situation. This is how
the game supports the primary

. function: Bringing neurodivergent
people together in face-to-face

* conversation.

Frame Connection Section 1:

Vertical Frame to Base
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that need has been so disheartening, many have
turned towards online communities.

e (Paternity n.d)

button screw < D
= T 6mm Fibreglass rod fed through fabric pocket

) i i)

said that it was easier 2 CO
connect and engage with other are more exposed to posts painting them in a
negative light (Rathje, Van Bavel and van der

Linden, 2021).

g on their neurotypical peers to fulfil

Outrage centred content shared to social media
naturally gets more user interaction so, these
companies are incentivised to promote them.
They have designed their platforms designed to
trigger dopamine in an addictive fashion (Doyle,
2021).

(Doyle, 2021).
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How Can We Fix This?

An Offline Community Space for Neurodivergent People / d

The “Third Place” or “Third Space” refers to a
tangible, physical environment away from home
(the first place) or work/school (the second)-
who’s primary purpose is conversation. This idea
was born in the 80’s from the sociologist- Ray
Oldenburg (Conti, 2022).
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imagine the ADHD brain is filled with hundreds of different coloured
strings, all constantly moving around.

When the brain is prompted to communicate an idea, like a question
being asked, you then have to pull the right coloured string out of a
small hole in your head.

Before you can do that, you have to organise all of the strings into
neat, colour-coded piles.

The problem is that they don’t stop moving. Before long, you'll have
to give up and just start pulling on the string you need and hope for
the best.

As you pull, all the other strings will start to tangle around it. They'll
knot together and stopper the hole. No matter how hard you pull the
string, it won't be released.

Eventually, you'll just have to cut it and nobody will ever know what
you were really trying to say.
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This idea is used to explore a
physical connection between these
rooms and the Conversation Dome,
beginning with the conceptual
model

The finalised scheme makes use of
string lights, matching those found
suspended around the Digbeth
area. This signifies a connection to
the community.

Frame Connection Section 2:
Base to Floor

40x40mm bent aluminium profile
with 8mm groove (4 sided)

40x40mm M8 Stainless steel
angle bracket

Blackout fabric with pocket stitched hem
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1 LED Light strip 0

- 12mm LED Light strip

People with ADHD don’t have enough receptor
sites within the brain’s reward centres to produce
enough dopamine (Blum et al. 2008) In order to
make up for this, the ADHD br:
on the hunt for “high-stim” activi

that dopamine “hit” and is much more likely to
develop addictive behaviours (Dr Littman, 2014).
Because of this, and an existing inclination to
“fight for justice”, people with ADHD are more
likely to get hooked on back-and-forth discourse

owicz (2022)
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The bulbs illuminate individually in
a descending pattern to visualise
the “flow” of the conversation
prompts from the task rooms to the
Dome.
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The building’s facade, h
subject to grafiiti artists. Tl

g been vacant for

5o long, has been

not unusual to the area and has.

even been encouraged in places around Digbeth.

In the context of interiors, the “series of sentences” can be
reinterpreted as the circulation or path that the user takes:
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string lights that had been hung between the buildings. This is. 3
a charming detail that can be found around the Custard Factory It’s clear that the architect’s intention for the building was to :
“quarter”, much like the graffit, that makes it feel like a neighbourly  rejuvenate, rather than completely change. With the majority of the 5
¥ community. works focusing on repairing damage, reinstating existing openings
and reusing as many of the existing materials and features as 3D

possible.
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based on an issue relevant at any
age.
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Nobody:

The eldest of the 3 had always struggled with person’
impulsiveness which impacted their ability

to plan their time properly. As a parent, the.

e
SoeL the frnts anl place

of
making decisions and doing laundry for
three more people made it nearly impossible.
Everyday something needs putting away or
fixing when they're trying to get something
else done.
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The Sisyphean battle of responsibility.

into the cpest of lcawers...

As the users enter the Drowning
Task rooms, the walls will begin to
“flood” with dark and aggressive
water visuals. The task objective

Projection mapping allows a
designer to turn any surface
or collection of surfaces into a
projector screen. The software is
used toidentify the planes and  will be projected and the users will
compile them into one surface to  be prompted to write their answer
project an imag ina before they
n.d). Wide lens projectorsare  are completely submerged (Breeze
suspended to cast visuals onto  Creative, n.d.). The projector will
the walls with the help of this cast the scanned answer onto the
technique. walls and show it floating towards
the window.

pants were all between the ages 27-36 and had been diagnosed as adults. The
purpose of this study was to identify some common feelings or experiences that could be translated

in tae washing

The pile of unfolded laundry in an ADHD
room:
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40x40mm bent aluminium profile
‘with 8mm groove (2 sided)

Aluminium
Bending

Aluminium is a strong, yef
can be recycled again and again, making it
an excellent material to construct the dome’s
frame (MG Metals, n.d.).

ight metal that

The frame will need a number of grooves to
allow the pieces to be connected to each other
and the floor- a standard 40x40mm aluminium
profile is perfect for this as they are pre-made.

An aluminium bending specialist engineer will
be able to bend these profiles into the correct
curves. However, the shorter the profile, the
more successful this process is likely to be
(Alicia and Alu bend, 2021). Therefore, the base
will be constructed from 2500-3000mm profiles
and the verticals being cut to size.

40x40mm bent aluminium prc
with 8mm groove (2 sided)
MB8x80mm hammer fixings

Drilled hole in

Fabric Connection

floor In order to connect the fabric to
the frame, the individual panels
will be sewn together with a
pocket hem. 13mm stainless
steel banding is then pushed into
these pockets. The flexibility to
this banding allows it to be fed
into the vertical frame.
grooves. Over time, the stretched
fabric will become looser- this
allows the fabric to be removed
and altered without needing to
completely disassemble the
dome




