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Given that learning is a social activity, space design should create Gend Count Class Standing Count Idea Garden so far?
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 |dea Garden has been visited “more than 10 times”
mostly by male students (28.3 %).

play some video games.
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%»@@ Media Arts and Science Freshman Sophomore Junior Senior Other Grad N/A Total
B AC KG RO U N D ® More than 10 times 31.1% 29.2% 58%  14.7%  6.67% 25.0% 15.7%  22.9%
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The Idea Garden (https://ideagarden.iupui.edu/) at IUPUI was 42.6% of the seniors rep_orted :Ehat they visiteo! once so far.
designed with the goal of encouraging STEM students to think - Idea Garden has been visited “more than 10 times” mostly
creatively and tcollaborate with their peers. by freshman students (31.1 %).

. . . . . . « 3D Educational Tools
The physical space is equipped with 3D printers, high-performance Google Earth

aPISJ;,a Zirlzg?waeﬁl;fgu(c\jqﬂ) headsets, Dell Canvas, Microsoft Surface, RESULTS BLOCK 2 RESULTS BLOCK 4 Human Anatomy
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In addition, workshops, online training resources, and other services

are provided to support students’ use of the space. What can we do to improve the services and - Physical Space of Idea Garden

technologies at Idea Garden? Group Projects
Interdisciplinary Interaction
Stress Relief

Why do you want to come to Idea Garden?

Students came to the space with four primary
purposes:

v" Curiosity (219)

v To try out new technologies (93)

v To hang out with friends (51) More power outlets; especially more at the
MATERIALS v' To work on class projects (33): Photoshop, center of the room please »
and METHODS lllustrator Clearer_lnstructlons on how to use specific tools
and their purposes
The constant work on the printers makes it so
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student interviews. technologies: Provide a snack bar and tea

Have music Lomas, C., & Oblinger, D. G. (2006). Student practices and their
impact on learning spaces. In D. G. Oblinger (Ed.). Learning spaces
(pp. 5.1-5.11). Washington, DC: EDUCAUSE.

v" Virtual reality headsets
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