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The Sauna & Bathhouse. 

A place of enhanced presence, an existing ritual that combines social elements with extreme sensory shifts. 
We propose shifting the focus from health/luxury/escapism to self- and collective awareness. By harnessing 
the familiar, psychologically powerful rituals of undressing, cleansing, hot/cold temperature shift, and relaxation/
contemplation and combining them with technologically mediated elements our Experimental Art Spa experience 
(EASe) will shed light on how our environment and our senses are intertwined. 

As an ar t installation, it highlights the relationship between context and our perception of time, and as a 
designed service, it provides an distraction-free contemplation/relaxation environment and an opportunity to 
be fully present and vulnerable in a respectful social context. 

By making a modular, moveable installation we not only increase its possible contexts of use, we also open up 
our design to re-iteration, evolution, and expansion.

E A S e
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Attention is a resource. It is crucial to understanding our senses, our bodies, and our presence in social space. 
Technology frees our attention from processes that we would otherwise have to enact ourselves, creating a 
change in the conditions that surround us. This, in turn, demands our attention and response to new circumstances. 
But how much attention do we have? Current economic conditions center on capturing our attention to sell 
to advertisers. The proliferation of technologies that depend on compulsive interruption to generate profits is 
crowding out that other critical activity of attention: focus. The rarity of uninterrupted focus is increasing, but 
its value to us as individuals has never been greater. We are tasked with filtering out irrelevant and distracting 
information, and we can only do so if we know what is relevant to us in the first place. 

R A T I O N A L E
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A P P R O A C H
We choose and alter designed services to create meaningful individual experiences that also contribute towards 
social goals. They are re-imagined as both a physical environment and a social ruleset. The result is a sensory 
experience that is both familiar and new. 

At EASe.

Ordinary space is full of obstacles; ordinary time is full of interruptions. The Experimental Art Spa experience 
will provide You with an integrated ritual in a physical structure specifically designed to shift from “ordinary” 
spacetime into a state of Undivided Attention.  

EASe is a space where technology enhances Your ability to be present. It is a mixture of new media interventions, 
social vulnerability, and time-tested strategies for physical relaxation. Upon arriving, You will be welcomed into 
a bathhouse environment both familiar and strange, where Your biological and psychological processes move in 
synchrony. The sun moves at different speed here, night comes before dusk, and the water is always flowing, the 
plants are always growing. Time will be revealed as the act of perception itself. 
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Moving on from some of these ideas surrounding attention, and directing it through a space, we can employ 
some strategies for the construction of the space. Keeping the construction flexible can help us adapt it to a 
range of spaces, the construction can be thought of as a set of amenities (sauna, hot pool, cold pool, shower) 
that can be prefabricated as modules and a ruleset for assembling so that they relate to each other as a 
coherent experience.

This way we can avoid falling in to a costly trap renting space while we fabricate, or getting on the wrong 
side of city regulations. The ideal way forward is to prototype the design elements with the spaces we 
currently have. Once we’re ready to move forward on building the modules they can be fabricated offsite 
while a suitable space is found. In an ideal world it can live semi permanently at a residential location with the 
opportunity to create pop up events in warehouse spaces.

D E S I G N  S T R A T E G Y



Floorplan

From the moment you enter, time moves differently from 
outside. It both slows and speeds up, depending on where 
the attention is. Light, temperature and sound cycle in 
unfamiliar ways, forcing participants to adjust themselves 
in the space to the changing conditions within their own 
bodies.

This draft of the design posits two main amenities: 

A nonagonal sauna, and a ziggurat containing a hot pool 
and a cold pool. These two objects are arranged in an axis 
relationship creating a feeling of ascendence to towards 
a single source point above the pools and a descent to a 
counterpoint (the heater at the back of the sauna).

Looking from the entrance of the sauna to the top of the 
pool ziggurat, a set of forced perspective lines draws the eye 
to the distance, so that near seems far. Reversing the view, 
from the top pool down to the sauna, provides an inverse 
impression, where the sauna’s entrance seems to be well 
below the pools. Here, time and space collapse: a distance 
that is traversed in a few seconds can seem a long way to 
have traveled.



Sauna

All cedar construction using nine equal sides. Visual attention flows towards 
the heater element and decorative heater guard when entering the space. 
Whilst inside the space attention is directed inwards towards a shaft of light 
shining through the skylight.
 
Construction Assembly

The construction consists of modular panels assembled around a wooden 
frame. Each panel is a sandwich of cedar interior, insulation, vapor barrier and 
exterior cladding. The ceiling features a reciprocal roof frame, with triangular 
panels resting on top.
 
Steeple simulated skylight

The Sauna, where 15 minutes is an eternity to a sweating body, is also a light 
installation that simulates the sun shining through a skylight. Bright light moves 
across the room and nighttime falls, all in the course of that same 15 minutes. 
Uncoupled from the sun passing overhead, the light follows the rhythms of 
human bodies instead.

Heater focus

When entering the sauna, curved benches draw attention towards the heater, 
which is enclosed by a wooden mesh of parametric design.



Pool Ziggurat

The ziggurat form takes existing prefabricated pools and encloses them 
in a scaffold and cladding. This allows us to embed them within a cohesive 
structure without complex or permanent construction work.  

Hot/Cold Pools 
One is a relief from the other--until the tables turn. The fountain of water 
flowing from the grotto and the plants it nourishes accentuate time as an 
eternal Now, constantly elaborated by the activities of those who inhabit 
the present moment. The ziggurat itself can be thought of an assembly of 
prefabricated cubes of two foot dimension. Cubes can be optionally fitted 
with planters to create green surfaces.

Grotto

A single point source for the flow of visual information is centered behind 
the pool ziggurat. This point is embedded in a complex grotto/frieze that 
frames the rear wall. At the moment the flow of water is gestural and 
representative, we hope in future iterations the grotto can be adapted to 
include actual running water that appears to cascade down and through the 
pools and ziggurat.

Environment

The environment connecting the sauna to the ziggurat is an elastic space 
determined by the constraints of the location chosen for presentation. 
Temporary  ‘walls’ or folding screens can be used to outline the space and 
conduct participants. While a shower gate on the boardwalk connecting the 
amenities is a way of creating an uninterrupted procession from sauna to 
pool.



Fabrication technology

The construction relies on some innovative and parametric design 
techniques. Frameworks representing polygonal meshes can be created by 
3D printing custom joints.

Large scale (10ft x 10ft) 3D objects can be fabricated by slicing them in to 
tiles and 3D printing silicone molds to make custom tilework.

Audiovisual elements

The operation of the space will also be driven by subtle technological 
elements to augment the audio and visual experiences

Integrated lighting and projection

Lighting systems will be centrally controlled across the space, using color and 
intensity to create cycles.

Ambisonic sound system

Similarly an ambisonic sound system can create spatial awareness through 
sound



W E  A R E

Michael Glen is a designer and technologist concerned with using 
ritual processes to understand our technologically mediated world. 
Creating interactive and screen based experiences using light, sound 
and projection. He holds an MFA (Design and Technology) from 
Parsons The New School for Design, and a BA (Animation and 
Interactive Media) from the Royal Melbourne Institute of Technology.

Stephanie Beattie is an ar tist and designer integrating behavioral 
science, philosophy, neuroscience, service design and linguistics. 
She uses interactive performance, installed projection and 
sound to illuminate the fundamental structures of social 
interaction and perception. She holds an MFA (Transdisciplinary 
Design) from Parsons The New School for Design, and a BA 
(Linguistics and Music) from The University of California, Davis. 

We create technologically mediated social spaces that address body, mind, and society, and how they are 
inextricably intertwined. We collaborate with an extended network of ar tists, fabricators and technologists.



P A S T  W O R K

We have been creating experiential ar t installations in collaboration since 2015, mostly through 
our continuing performance art project The High Focus Institute. Our projects vary in scale, 
budget and team size but always incorporate elements of dynamic video, interaction/participation, 
social coordination, and sensory perception to enhance presence and facilitate self-awareness. 



The Thing We Share 

We received funding in Summer 2017 as a part of the Burning Man’s 
Black Rock City Honoraria Program to bring an interactive video 
and performance installation to the Nevada desert with a 15-person 
team of technologists, performers and designers. THE THING WE 
SHARE is a ritual of learning and teaching through sharing, trust, and 
communication in a beautiful and novel dynamic video environment.

Immersive Lab Residency: Zurich University for the Arts.
 
The Immersive Lab at Zurich University for the Arts in Switzerland 
commissioned The High Focus Institute to contribute to their collection. Our 
resulting project is a touch responsive video and sound installation that requires 
collaboration to reveal a new, interactive dimension. SOZIO-NATÜRLICH 
provides an alternative narrative for our interaction with technology in 
which the act of social coordination between people provides the key to 
unlock the potential beauty and responsivity of the constructed world.
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A U D I E N C E
Our audience can be considered along two dimensions:  The participants to our experiences, and the organisations 
we will partner with in staging and funding immersive installations.

Participants

Our audience can be thought of as ‘Seekers of Experience’. These people maintain their identity through doing 
and being, rather than owning and having. Recent years have seen a surge in businesses offering participatory 
novel experiences (Sleep No More, Escape the Room etc). 

Clients

Organizations who cater to our participants are ‘Providers of Experiences’ Such as festivals, public ar ts projects, 
conferences and events. Both demand and funding exists at the organisational level  for truly novel experiences. We 
believe the combination of desirable services and technologically mediated environment will create memorable 
experiences.
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R E V E N U E
This model proposes a hybrid model of funding aiming to achieve its goals as both an ar t and community 
project while remaining revenue neutral. The emphasis on ‘service’ components such as the fully functioning 
sauna from the EASe case study allows admission to be charged to subsidize costs while grant funding can assist.

Pilot funding ($100 000) for the EASe project has been pledged to develop a functioning model which will be 
used to demonstrate value. This proof of concept will allow further funding and support to be secured.
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C H A L L E N G E S
Regulatory

Our experiences involve sensory experience that may not easily fit in to a standard regulation framework. We 
need guidance with fulfilling the legal requirements involved.
 
Financial

Achieving ar tistic and community goals can be financially challenging. Being able to create the installation/
experiences as a desirable service will create the ability to charge admission.
 
Health and Safety

Elements of our installations involve some degree of physical challenge. We need mechanisms to both fully 
ensure participant safety as well as provide liability protection for our enterprise.
 
Scalability

While our projects are technologically mediated they don’t scale in the same way a software or manufactured 
object might. We need to develop smart ways of expanding.
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The space is open to several different permutations, depending on time of day and considerations for special 
events.

Possible uses may include: 

 (open) social sauna/pool, 
 ambient/acoustic music concerts
 silent sweats/meditation
 sweat lodges or other (closed) group ceremonies 

Cycles of light/darkness, noise/silence, contemplation/communication, directed/undirected etc. 
can be modulated to create the appropriate social conditions. 

E V E N T S
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Experimental Art Spa Experience

T H A N K  Y O U


