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IIT Institute of Design (ID) is a
graduate design school with a
history of innovation. ID pioneered
the development and dissemination
of modern design from its founding
in 1937 as the New Bauhaus in
Chicago. Experimentation, rigorous
methods, systems design, and
strategy support ID’s current
focus of preparing individuals
and organizations to take on the
world’s complex, fast-changing, and
unpredictable problems such as
competitiveness, digital media and
learning, health and wellbeing, social
innovation and more.

The Calumet Collaborative is a bistate nonprofit organization dedicated
to achieving inclusive regional
prosperity and improving quality of
life in the Calumet region through
sustainable development. The NGO
catalyzes innovative partnerships
between Illinois and Indiana
stakeholders to advance a thriving
Calumet region with a focus on (1)
Livable Communities, (2) Economic
Opportunity, (3) Environment, (4)
Culture and heritage.

3

TABLE OF CONTENTS

WORK IN PROGRESS

THE CALUMET REGION
ABOUT THIS ISSUE

CONCEPTUAL CENTER

MINIMUM VALUABLE INFRASTRUCTURE
NEW INFRASTRUCTURES

8
10
12
14
16

FLAGMIGHTER

18

EXPERIENCES

24

INTEGRATIVE CURRICULUM

INSTRUCTIONS

22
26

SETTING THE STAGE

28

DEBRIEFING

32

RUNNING THE GAME

30

REFLECTING

34

OUTPUTS

OUTCOMES

CONCLUSIONS

RECOMMENDATIONS

4

6

36
38
40
41

5

WORK IN PROGRESS
Phase 01: Spring 2018

Phase 02: Summer 2018

How might Brownfields become a
critical path for regional regeneration?

What does it take to mobilize action
in the Calumet region?

MVI
INVOLVE
RESIDENTS

LEVERAGE
ASSETS

The “Future of Brownfields” is a
partnership between IIT Institute
of Design and the Calumet
Collaborative. The collaboration
examines how might Design
contribute to sustainable (re)
development of the Calumet region.
During the Spring of 2018, the
project focused on multi-systems
integration as a strategy for regional
regeneration, and considered
brownfield redevelopment as a
critical path for restoring local
economies. Through prototypes,
participants uncovered common
challenges in redeveloping former
landfills, vacant residential buildings,
6

EMPOWER
SCIENCE

STRENGTHEN
LOCAL ECONOMY

abandoned industrial sites, and
contaminated natural areas, and
surfaced four strategies to inform
regional redevelopment: involve
residents, leverage assets, empower
science, strengthen local economies.
During the summer of 2018, the
team is advancing the findings
through rigorous and more refined
prototypes in collaboration with
local community organizations,
and local residents. Prototyping
experiences are centered around
integrating these four strategies
to inform the development of new
infrastructures.

PRESENT

This document is part of a series of
standalone pieces created by the
researchers during the Summer of
2018. The series intends to share
prototyping experiences of the “The
Future of Brownfields” research
project. Each standalone carries
information about (1) the minimum
valuable infrastructure (MVI)
necessary to create multiple types of
values, and (2) the approach taken
by the researchers and the partners
involved for running the prototyping
experiences.

FUTURE

all of them focused on the
development of new infrastructures
in the Calumet region, and uncover
some of the challenges behind
mobilizing local actors in the
Calumet region.

This document results from
involving local youth residents in the
prototyping experiences related to
contaminated natural areas, and
is intended to provide guidance on
how to replicate this experience to a
broader audience.

Although each prototyping
experience was related to a different
issue of brownfield redevelopment,
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THE CALUMET REGION

The Calumet region encompasses
the Southeast side of Chicago,
South Cook County and
Northwestern Indiana in the United
States. The bi-state area boasts
proud and diverse communities,
important natural ecosystems,
and a powerful industrial heritage.
However, when industrial production
activities declined or moved away,
they left behind large swathes of
vacant and contaminated land that
lack economic activities, business
interest, and social capital.
After years of disinvestment, a
patchwork of abandoned industrial,
commercial and residential
properties has been left behind, with
inadequate solutions for re-injecting
life into those properties. While
some of these vacant spaces are
clean parcels or former agricultural
8

land (e.g.“greenfields”) being
developed at higher paces within the
last decade, many others contain
multiple levels of contamination
(e.g.“Brownfields”) and can blight not
only their immediate surroundings,
but also negatively impact the future
of the entire region.
There are a myriad of governmental
agencies, NGOs and for-profit
organizations that are involved
in clean up and redevelopment
of sites, yet over the years, there
has been only a slight change in
the number of Brownfields overall.
While the current approach to
brownfield remediation does provide
incremental improvements, there
is still an underlying opportunity to
promote systemic transformational
change.

Lake
Michigan

Chicago

Calumet
City
Gary
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ABOUT THIS ISSUE

This issue is focused on
reconnecting residents of the
Calumet region with the natural
environment. While the relationship
between people and nature is
individual because it depends on
previous experiences, collective
actions can also suggest new
pathways for exploring alternative
cultural practices. Such initiatives
are likely to promote greater longterm impact if centered around the
youth population.

With little interaction with the natural
environment, youth residents of the
region lack knowledge about how to
integrate considerations of ecological
concerns in their daily lives. Without
exposure, their perception of the
rich biodiversity and the ecosystems
in their surroundings also becomes
limited. So is their sense of
ownership.
The overall goal of this prototype
was to explore how might we
engage the youth of the Calumet
region on larger socio-ecological
10

challenges. This issue relied on
Phragmites as an anchor point to
challenge youth perception of the
ecosystems their were embedded.

Researchers were curious to
explore interventions that could
mobilize actions for increasing
the interactions between the
youth population and the natural
environment. And if so, how? What
interventions could support the
reconnection of local residents with
the ecosystems of the Calumet
region? How might we integrate
dispersed knowledge about the
conditions of the region to inform,
engage and empower local
residents? Are there technologies
that could facilitate collective action
for long-term transformation in the
region?

The prototyping experiences
described in this document suggests
that by integrating considerations
of art, science and technology
into a hands-on experience, the
sense of environmental ownership

in the youth population increases
considering the following objectives:

1

2

Expose the youth
population to environmental
challenges in the Calumet region.

Increase the sense of
ownership through educational
programs focused on Phragmites.

3

4

Build new infrastructures
in which unhealthy environmental
conditions can be identified and
monitored.

Raise public awareness
about the impacts imposed by nonnative Phragmites.

5

6

Involve local residents in
actions towards the environmental
conditions of the region.

Collect and make it
accessible year long data so local
residents can have new references
during decision making processes.

7

Harness art to strengthen
connections between youth and the
natural world.
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CONCEPTUAL CENTER
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one another in the:
SAME direction
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The post-industrial legacy in the
region is manifested in complex
socio-ecological challenges.
The region not only suffers from
economic losses but also its
sensitive wetlands face significant
ecological disturbances. A clear
signal that emerges in this
landscape is the presence of nonnative Phragmites, also known as
a common reed.
This aggressive, perennial wetland
grass out competes native plants,
consequently displacing native
animals. Phragmites can grow very
12

easily in and near wetlands that have
been disturbed, including marshes
and swamps, along streams,
lakes, ponds and roadside ditches.
They also grow along commercial
and residential areas which have
expanded roadways, parking areas,
etc. Spreading easily, Phragmites
are very difficult to control and to get
rid of. A traveling motorist can easily
spot it because of its height and
fluffy seed heads.
The research team started by
creating a visual representation
of causal loop diagrams based on
the multiple variables shaping the

underlying dynamics supporting
Phragmites. This exercise led
researchers to key points to be
leveraged, including: perception
of the problem, access to
information (about environmental
conditions), and support for
action. While there is no single
approach, researchers found
in hands-on activities a proper
response to integrate consideration
of these leverage points. Yet,
the experiences were designed
considering other dynamics
represented in the system above.
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MINIMUM VALUABLE
INFRASTRUCTURE

This document describes a
prototyping experience focused
on defining a minimum valuable
infrastructure to reconnect youth
populations with the natural
environment in the Calumet region.
For the purpose of this document,
researchers defined the minimum
valuable infrastructure as one
capable of integrating the minimum
amount of features to mobilize
(local) actions towards sustainability
and empowerment (in the Calumet
region). We assumed that regional
regeneration processes require the
design of new infrastructures that
integrate both the hard (physical
and technical aspects) and the soft
dimensions (human related aspects).
On the following pages, readers
will find a description of the
infrastructures that were prototyped,
as well as the prototyping
experiences researchers proposed.
The prototype was configured on
14

its hard dimension: modular metal
pipes, acrylic boards with information
about the environment, acrylic
pieces for decoration, art materials
and supplies for customization,
acrylic box with the technical core,
camera and screen, a metallic
base, acrylic rods as lanterns, LED
strips, and plastic tubes to run the
wires. Together, they formed the
FLAGmighter. On its soft dimension:
the integration of art, science, and
technology curriculum.

HARD

INTEGRATIVE

SOFT

DIMENSION

INFRASTRUCTURE

DIMENSION

The experience was configured on
its hard dimension: the FLAGmighter
installation kits for group activities;
on its soft dimension: a facilitated
two-hours workshop for participants
to build their own installations. The
resulted work cannot be considered
in isolation. Rather, it was part of
a series of interventions aiming to
unlock alternative futures in the
Calumet region.
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NEW INFRASTRUCTURES
FLAGmighter

The FLAGmighter is an installation
assembled by youth residents of
the Calumet region to entice other
residents and visitors to learn
about the environment. Modular
components are interconnected
through digital technology and
platforms that give support for new
interactions between humans and
their surrounding environments.

Natural Phragmites

The FLAGmighter

1

Height

Visual barricade +
fluffy head

Extendability
through

connectors

The installation was designed as a
metaphor of Phragmites, considering
three properties:
1. Spread:

2

Phragmites seeds spread easily
through the air, through its stolons
above the ground and through its
rhizomes under the ground.

Stolons above the
ground

Horizontal +

Density

Vertical Stems,
Branches

2. Density

With up to 60 stems per square foot,
Phragmites disrupt and displace the
natural biodiversity in the area.
3. Height

Growing up to eighteen feet tall,
Phragmites obscure views as well as
their tinder-dry vegetation increase
the potential for fast-spreading fires.

3

Spread
PHRAGMITES

16

Rhizomes
underground

Rhizome

Inspired Base
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FLAGMIGHTER
The FLAGmighter is a readyto-assemble, yet customizable
installation that can be divided into
three parts: base, stem & branches,
and technical core.

Base:

Rhizome Inspired

Because Phragmites have
rhizomatic roots, researchers
considered the installation should
follow the same structure. Thus, the
need for a base to represent the
ground level. The base also serves
to host communication boards about
the challenges being explored (e.g.
ecosystems degeneration), and to
communicate values and messages
from those who build the installation.

Stems & Branches:
Plumbing pipes to receive the stems.
Aluminum box to as a boundary
determining the limits of the
installation.

Art materials and supplies as ground
covers and decoration.
Four blank large size form boards
as a side envelop for branding and
customization of the base unit.

Horizontal + Vertical connectivity

Researchers chose plumbing pipes
and joints available in the market
as the core body of the installation
due to their flexibility and modularity.
While some of them were maintained
in their original format (for the stem),
others were customized with holes,
a piece of acrylic rods in their ends,
and a piece of LED strip inside of
them (branches).

Extendability through connectors
The unit enables customization
through the use of ‘connectors.’
These connectors, also available in
the market, provide modularity and
flexibility, consequently encouraging
participants to go as high or broad
as they want.

The base designed for this version of
the prototype was composed by the
following elements:
18
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FLAGMIGHTER

Technical Core:

The overall goal of the technical core
is to rely on digital technology to
provide a voice to the environment.
The technical core should be
designed to be pre-integrated into
the installation. Because the form of
the installation will vary according
to the participants intentions, the
wires and LED stripes should be
incorporated during the building
experiences. Moreover, sensors will
vary according to the intentions behind
each installation. Because the current
prototype focused on Phragmites,
researchers used:
Air Quality

MQ-135 : Gas Sensor

Detecting (hazardous) gas, such as NH3,
NOx, alcohol, benzene, smoke, and CO2.
20

Temperature / Humidity

Motion Detection

Camera

BME280 : Temperature, Humidity,
Pressure Sensor

HC-SR501: Motion Sensor

Raspberry Pi Camera Module V2 :
Camera

Particulate Matter

Screen

Grove-Dust Sensor : Dust Sensor

LANDZO 7 Inch Touch Screen:

An environmental sensor with temperature,
barometric pressure and humidity.

An optical air quality sensor designed to
sense dust particles, including the spread
of seeds.

A sensor that senses the presence of
living movements from people to animals.

A touch screen that allows people
to interact, including showing data
dashboard and taking picture.

21

FLAGMIGHTER

INTEGRATIVE CURRICULUM

Science

Art

Ecosystem
composition
Researchers envisioned the
FLAGmighter as a center of gravity
to integrate three curriculum in
youth programs: art, science, and
technology (computer science).
Instructors from each one of these
domains would rely on the issues
of Phragmites as a background for
content creation and knowledge
transfer. The diagram on the right
suggests a path for each one of the
curriculum, considering the building
of the installation as the applied
learning experience.

History of
public art

Invasive
species
Habitat
restoration

Art & Social
responsibility
Sculptures

FLAGmighter

Data
visualization
Coding
Types of data
& sensors

Technology
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NEW INFRASTRUCTURES
EXPERIENCE

Lego blocks

Chair

Oxidized
metalic pipes
Aluminium base
cover frame

Table

Base side
brand panels

Spray booth

Modularity

Outdoor
Material

Exploration

Branding
panels

Space for
assembling
Aesthetics

Experimentation

Snacks

Reconnection
with the
environment

Customization

Drinking water

Elements for
customization

Playfulness

Engagement

Diversity

Sensor
information
signage +
colors

Personalization

Perception of
Phragmites

Instructors

Acrylic ends
for decoration

Creativity

Increase
knowledge about
socio-ecological
dynamics

Giving nature
a voice

Support new
neworks
formation
Empower youth
for promoting
change

Traceability
Technology
support
instructor

Value generation
across multistakeholders

Education on
Sustainble
Systems

Ownership
Sensors

Interaction
Interaction

GOALS

Participants

Three main principles guided the
experiences designed for youth
residents of the Calumet region:
(1) empower the youth to take
action, (2) use art to personalize
installations, and (3) facilitate
interactions between people and the
environment. Instructors considered
the experience of building the
installation as an integration of both
individual and collective action.
From an individual point of view,
participants had to be able to
reflect on their own experiences,
and project their own identity to the
installation. From a collective point
of view, activities had to facilitate the
integration of ideas, concepts, and
desires, and transform them into a
24

new materiality. Within the two-hour
workshop youth participants learned
about the industrial history and
biodiversity of the region, current
socio-ecological challenges facing
the Calumet region, and what can
new infrastructures bring to address
some these challenges.
Researchers understood the
installation itself as a system. The
diagram on the next page provides
insights on how researchers
interpreted the interconnectivity of
its features, affordances, impacts,
considering the desirable goals.

Camera unit

Establish new
references for
decision-making

Create safe
engagments

Affordability

Education

Empower
stakeholders to
take action

Facilitator
guide
Facilitation

Recording
devices

Flexible cable
wiring
Precision

IMPACTS
Decentralisation

Coordination

Sensor housing
unit

Connectivity

Accessibility

Autonomy
Internet +
hotspot

Facilitators

AFFORDANCES
Pen +
paper

Cell phone

Power outlet

Timer
Camera

Portable
battery

PRODUCT / SERVICES

When reading the diagram, please
zoom in to better capture the
information provided.
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INSTRUCTIONS
In this part, researchers present a suggestion about how to
utilize the FLAGmighter to reconnect youth residents of the
Calumet region with their environment. Since context and
purpose of simulations might vary according to the proponent’s
goal and the targeted audience, the information should be
contextualized and customized accordingly.

Composition of participants:
Individual experience
Instructors should be focused on
providing personalized support to
each one of the participants as their
experience will mirror their own
values and beliefs.
Group activities (2-3)
It is not recommended to have more
than three participants per group, and
decision-making processes should
be articulated out loud to one another
so the dynamic between participants
become more tangible for instructors.

Considerations for instructors:

Timetable and agenda:

Is the place representative of the
target audience? Why?

2 hours

Is the activity culturally appropriate,
including language barriers?
Is the time-frame proposed by the
activity respecting participants
agenda?

Setting the stage

Who will be involved? Why?

15min

How should participants be
selected? Why?

Regardless of the activities, all instructors
should carefully consider sufficient debriefing
time with the participants to make sure that
objectives are achieved, and feedbacks are
provided.

10min

Introduction Introduction
project
activity

Running the experience

10min

10min

30min

15min

Prototyping Assembling Customizing Activating

Debriefing

15min

15min

Debriefing

Reflection

Either way, the amount of challenges, and
time proposed for accomplishing each one of
them might also vary.
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INSTRUCTIONS
SETTING THE STAGE

15min

10min

Introduction to
the project

Introduction to
the activity

Instructors should start by
introducing the project, the task
at hand, and relevant information
gathered in previous research.
Then, instructors should ask
participants about their relationship
with the challenges focused of
the interventions. In this case,
participants were asked about
their perception of, experience
with, and/or connection to highly
contaminated natural areas in
the Calumet region, as well as
the challenges these areas carry
in regards to the Phragmites.
Instructors should continue by
explaining existing conditions in the
real world, and how they might be
28

relevant for the participants of the
activity. If the installation is part of
an existing educational program,
then instructors should use this initial
moment to present the rationale
behind the proposed experience in
relation to the overall goals of the
program. For example, instructors
related the issues of Phragmites
with those related to migratory birds
because the prototyping experience
was part of an educational program
focused on bird migration and
habitat restoration.
Once the relationship between the
educational program and the activity
is clear to participants, instructors
should introduce the installation and

their overall objectives. In this case,
instructors explained the anatomy
of the FLAGmighter, including its
metaphor to real Phragmites.

In this moment, instructors should
always leave room and time for
questions and clarifications as
information is shared. When listening
to the participants, instructors should
keep track of each individuals
experiences, and rely on this data
to recall relevant points and support
participants in their own processes
during prototyping.

Calumet region, and explain how
the spread of FLAGmighters might
set the basis for reconnecting the
youth to the environment.

Before moving to the next step,
instructors should provide a proper
summary about what has been
said among the participants, and
structure the groups given the
experiences in the audience.
The more diverse the groups, the
higher the chances for peer-to-peer
learnings.

Lastly, instructors should situate the
installation within the overall context
of socio-ecological challenges in the
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INSTRUCTIONS
RUNNING THE EXPERIENCE

10min

10min

30min

15min

Prototyping Assembling Customizing Activating

Prototyping
Participants were divided into
groups. Each group received a kit
with equal amount of components
to conceptually plan and build one
stem of the FLAGmighter. Each “kit”
had the following elements:
Lego pieces for exploring multiple
forms of stems
4 plumbing pipes (Stems)

4 customized plumbing pipes
(Branches)

2 acrylic boards for communication

1 blank form boards for customizing
communication
One blank large size form boards
as a side envelop for branding and
customization of the base unit.
30

Wires and plastic tubes for
connecting the installation with the
technical core.

Before assembling the stem,
participants were encouraged to
use the Lego parts to discuss and
represent their intention as a team.
Instructors should make sure that
all participants are involved in the
making, and that voices are being
equally heard.
Assembling
Once participants of the group
agreed upon the form using the
Lego pieces, they should rely on the
model as a reference to assemble
the pipes. Because the Lego
pieces have different properties

from the pipes, instructors should
incentivize participants to adapt as
necessary. Instructors should also
provide support and clarifications to
participants about what pipes should
be used for the stem and what pipes
should positioned as branches.
Lastly, instructors should support
participants with connecting the
wiring with the branches.
Customizing
With the stem and branches
assembled, participants can start
to project their own identity to the
installation. While some participants
might be more proactive in using
art materials and supplies to
create an unique piece, others
might need incentives. As such,

instructors should pay attention
to these dynamics and make sure
that the stem represents all the
participants from the group. If teams
face challenges in combining their
individual ideas, then instructors
might suggest how can participants
combine their efforts as a team.
Activating
Whenever all groups complete their
customization, instructors should
invite them to fix their units in
base. Each team should select one
member to connect and activate the
stem with the technical core. The
activation should happen one at a
time until all parts of the installation
are lighted up.
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INSTRUCTIONS
DEBRIEFING

15min
Debriefing

Once the experience time is over,
instructors might ask each group
to share the contents of their own
experience. Participants were asked
about their own decision-making
processes that led to the final
composition, including: (1) what
they wanted to represent, (2) what
information were they capturing and
sharing with their stem. Instructors
should encourage the nonpresenting groups to huddle around
the installation so they can learn
about different perspectives and
approaches towards the challenge.

The overall goal should be to
encourage participants to reflect on
their own experiences, while learning
32

from others. Answers should account
for:
What were the main challenges in
the overall experience? Why?
What were the major takeaways?
Why?
What would they do to maintain
their installation? Why?

As instructors perceive differences
between groups, in depth questions
about specific, relevant topics can be
raised. For example, those related to
the integration of different ideas into
one single stem, and the association
of the usage of the installation with
their own daily lives.
33

INSTRUCTIONS
DEBRIEFING

15min
Reflections

Instructors should spark critical
reflections on participants relating
their building experiences with the
content of the integrated curriculum.
For example, participants should
understand the relationship between
the data being collected from
the sensors and the colors being
represented through the LED strips
as a result of coding. Similarly,
participants should be able to
correlate their customization with
relevant principles of art, such as
material and color composition.
Finally, participants should reflect
on the role of science in supporting
healthier configurations of socioecological systems, and how
34

might they consider the data being
collected from the installation as a
source to inform better decisionmaking processes of their own.
By doing so, participants are able
to correlate the theoretical and
conceptual background of the
program with the intervention made,
their own experiences, and potential
future actions.

35

OUTPUTS

Participants created a full installation
that represented their own identity.
The installation was assembled in
the Big Marsh Park in the Calumet
region, during the Environmental
Leadership Internship from the Field
Museum. The program supports
residents in the Calumet region
to learn about and examine the
conditions of the place where they
live, considering a particular local
environmental issue. Then, they
go through a secondary research
process, field research to develop
a civic-action project aiming at
addressing the issue. Participants
were divided into three teams.
Each team received one kit to
assemble one part of the installation.
At the end, they combined their
different pieces, to form one unit.
As previously mentioned, one of
the pieces was one of the side of
the boards. Interesting enough,
each team customized their boards
according to one of the arms of
the curriculum. One of the teams
wrote: “a new way technology
36

interacts with nature”, showing how
they learned about the role that
technology can play in facilitating
interactions between humans and
their environment. The other team
wrote “ELI - particulate matter”,
representing the program they were
involved and its focus on science.
Lastly, a team wrote: “the Skye is
the limit” under the argument that art
takes people to place beyond what
they can experience on their daily
basis. Moreover, when building their
own stem, participants started to
learn from one another, and naturally
started to customize utilizing the
same techniques and materials
because their intention was to form
a unit. For example, they started by
taping the stem, and then spraying
on top of the tapes. Once the paint
was dried, they removed the tape.
Participants also used hanging
boards to represent individual
messages, attributing individual
identity to the collective meaning.
37

OUTCOMES

As expected, the prototyping
experience provided significant
insights about how reconnect
residents of the Calumet region with
the natural environment. Overall,
there were several outcomes that
are important to be highlighted:

Participants learned about new
career paths they could explore
as a next step in their professional
journey. They had never understood
the role of design in shaping new
interactions, including those with the
environment. They were interesting
in learning about Design capabilities
and know-how, even though they
were in a science-driven program.
Understanding the potential that
combined efforts can achieve was of
great value to participants.
Leadership of the Field Museum,
including fellow researchers were
38

interested in exploring alternative
ways in which this activity could be
incorporated into other programs.
They saw value in the learningby-doing, and how the intersection
between art-technology-science
manifested in a specific artifact can
spark new ways of thinking about
environmental challenges.

The installation became a
mechanism in which nature can
have a voice. Sensor technology
and coding allows for new messages
to be shared, and therefore,
new ways of understanding the
interdependency between social
systems and ecological systems.
During the activity, employees in the
Big Marsh Park came to learn about
the initiative, and were extremely
interested in maintaining the
installation in the park.
39

CONCLUSIONS

Overall, the experience introduced
participants to a new infrastructure
capable of reconnecting youth
population of the Calumet region
with their environment. Through
the construction of FLAGmighter,
youth participants were able to
understand the architecture of the
invasive Phragmites, communicate
with the natural environment through
sensor technology, and expand
their sense of agency in regards to
improving environmental conditions
in the Calumet region. Thus, the
FLAGmighter can be understood
as facilitation object capable of
promoting new experiences for
residents of the Calumet region.
During the prototyping experience,
participants had to simultaneously
(1) collectively agree on a form for
their stem, (2) customize their own
stem, (3) combine their stem with
others, (4) activate the installation
40

RECOMMENDATIONS

with the technical core. Participants
were empowered by their experience
because they found new ways in
technology can interact with nature.
They learned about the ecosystems
of their surroundings, and how the
FLAGmighter could be useful to
bring other residents to experience
nature in their own way. Participants
also saw the potential of the
installation as a new infrastructure
to other researchers, interested in
learning about the environmental
conditions of the region. For them,
next steps should be to advance and
refine the prototypes so that schools
could use in their curriculum.
Researchers are interested in
advancing this project to create a
micro pilot, and explore challenges
related to maintenance, energy
usage, and technological apparatus
for scalability.

While not extensive, below there
are several key points researchers
recommend moving forward:

Design to considering external
factors such as vandalism.

Explore the challenges related to
data access and decision-making.

Advance on the design of a
database capable of receiving and
interpreting the data collected in the
field.

Refine the materials utilized in
the building structure to be better
resistant to different weather
conditions.
Advance on the application of
sensors and technology so the
technical core is less vulnerable.

Design the installation as a kit so
it becomes easy to carry around,
including in the field trip to the site.

Advance on the possibilities for
personalization.

Advance on the solar and alternative
energy source.
Explore the incorporation of hotspots on site.

Explore the design of a nursing plant
part to grow native plants.

Design to consider day and
night viewing. Currently the
communication of data and
environmental conditions rely on
colors that are hard to be seen
during the day.
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NEXT STEPS

THE FUTURE OF BROWNFIELDS
CRITICAL PATHS FOR REGIONAL
REDEVELOPMENT

Researchers and partners involved
in all prototyping experiences are
interested in advancing The Future
of Brownfields Research Project.
The team currently seeks seed
funding to structure and implement
three micro-pilots initiatives during
the Fall of 2018 and Spring of 2019,
capable of informing sustainable,
long-term design-led interventions.
We welcome feedback and
suggestions that can contribute to
move this initiative forward. Please
contact Carlos Teixeira (carlos@
id.iit.edu) or Andre Nogueira
(anogueira@id.iit.edu).

42

ACKNOWLEDGMENTS

CO-CREATED BY

We are thankful for all the participants
involved in this process. Their
commitment and contributions were
critical to advancing the research
project. This includes both those in
the prototyping experience as well as
those who provided the necessary
resources to make this work possible.

IIT - Institute of Design
Carlos Teixeira, Associate Professor
Andre Nogueira, PhD Candidate
Archana Belani, MDes+MBA Student
Ye Jin Han, MDes Student

Particularly, researchers are thankful
for the support from Andrew Bates,
Zach Pino, Marty Thaler, Denis Weil,
John Lankford, Mary Lass Stewart,
Madeline Olszack, and Valeria
Gavino.

Chi By Design
Chris Rudd, Design Consultant
Calumet Collaborative
Sarah Coulter
Ashley Hodges

43

VOLUME 3

FLAG CALUMET
This hand-on was developed by graduate students and faculty
from the IIT–Institute of Design in collaboration with the Calumet
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