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Executive Summary
The University of Rhode Island, as a leading extensive-research university with a strong interest in the integrity and productivity of its learning spaces, has established these new standards for built space.  These standards are based on:

a) Published research about what people need and prefer in built space 

b) Research about how people learn 

c) Research about how people behave around technology

d) Trends in the evolution of information technology and how to best us IT for teaching and learning over time.
The standards close the gap between traditional classroom design and current experience in the corporate, commercial, and non-profit (museums, for example) spheres with successful new integration of inspiring and energizing shapes, layouts, colors, textures, furniture, social space, light, and so on.  Fortunately, all the factors listed above – human instinctual preferences, learning research, and IT factors – converge and together reinforce these new trends.
These standards apply to classrooms, meeting rooms, and any other spaces where people interact on campus for formal or informal learning or exchange.  By following these standards over the years, The University of Rhode Island will become – in appearance – the jewel that it already is.
Preamble
Please use this document to guide built-space design for all URI buildings in which classrooms and/or meetings will be held.  This document reflects official URI thinking about built space design for human interaction and thus should guide initial design starting at the conceptualization stage, including guiding user input; and should continue to guide the entire process up to the last finishing stages of the building.  

In this document, we identify a number of principles which reflect current thinking about best design for learning and for productive and engaged interaction among people.  We have extensively surveyed current statements from other institutions of higher education, have found a few tiny gems, and also much that is unfortunately too bound in a particular time (with technology in particular) or in a particular mode of teaching and learning.  So, we chose to look to theory, our own experience, and enlightened sources.

These principles reflect our desire to:
1. Design built spaces based on current research about human needs in built space.

2. Design spaces that thus are inviting and comfortable.

3. Design spaces which encourage rather than inhibit good learning

4. Integrate technology “seamlessly,” as part of the classroom landscape.
5. Make small-to-medium sized classrooms highly flexible to accommodate multiple styles of learning interaction, and larger ones as comfortable as possible.
6. Use inviting forms, shapes, textures, colors, and layout that invite pleasurable and productive learning behaviors so students and teachers will want to be in the room even if they don’t have to be.
The classroom standards contained in this document apply to:

1. General assignment classrooms up to 50 capacity:  many new standards apply for this range of learning spaces.

2. Tiered classrooms above 50 capacity intended mostly for lecture.

3. Classrooms up to 50 capacity intended for “studio” work, or work in clusters.

4. Auditoria

5. Meeting spaces for staff, faculty, and students.

Proviso:  much new information about design of built space on campuses has been available just recently. Based on accumulating research over the past 50 years, this information provides new insight into designing built space on campus.  It takes into account basic instinctive needs for space in human beings which often have been ignored in classroom design. Coffeehouses, public libraries, restaurants, museums, corporate offices and other spaces have begun to employ this new research to provide comfortable and inviting spaces for people to meet, talk, learn, research, and enjoy themselves.  These new designs show us how layout can work with inborn human needs for private space, how curved space can be preferable to straight lines, how space can be flexible to provide ease of movement, how they can contain good color and texture elements, and allow sight lines that engage people with each other, and how they can contain furniture that invites a variety of groupings, and finally how all this can encourage interaction and social energy.  This research puts in bold relief the sterility and drabness of the space that comes to mind when we think “classroom:” 
[Insert assembly line classroom graphic]

Classrooms don’t have to be such; this document defines a different image for classrooms and meeting spaces at URI.
This document leads URI out of the era of the institutional classroom and into a new era of learning spaces people may actually see as a destination, not just a requirement.

We have one over-riding principle:  many specifications have been used, unchallenged, for years that were based on the assumption that teacher lecture would always be the norm; we now must assume that many kinds of teaching-learning arrangements is the new norm.  With information technology and new awareness of how people learn best, all traditional specifications for classrooms have to be questioned and re-formulated.   Also, since technology is relatively new for all of us, this document is fairly specific about technology planning in teaching and meeting spaces.  
Introduction
The classroom standards included here are comprehensive and should be used for all construction and renovation projects at the University involving instructional space and/or meeting space.  These standards were developed through the collaboration of:
· Information and Instructional Technology Services (IITS)

· The Office of Planning and Design

· The Office of the Provost 

· The Instructional Development Program (IDP)

· The Instructional Space Advisory Group (ISAG) 

· The Classroom Management Team (CMT)

· Capital Projects 

· Enrollment Services

· Facilities
For the latest version of this document go to [URL] and print out the PDF at that site.

The Principles that Guide this Manual:

1) The design of built space influences human behavior.  “Designers and planners have professional responsibilities for the health, safety, and welfare of the constituents who utilize these settings.  It’s easy to remember to build to code, use guidelines for universal and barrier-free design, and think through sustainability issues.  However, we need to be reminded that the tenets of human behavior (primal actions and reactions inherent in each of us) must be included in the decision-making process so that it specifically addresses a person’s well being.” (Webber, p. 3).  See, for example, the following description of human proxemic zones, which are often ignored in classroom design:
[Insert proxemic zone attributes chart with the specifications for intimate, personal, social, and public spaces]

2) Flexibility of use is important in this time of flux, which may continue for decades to come.  We simply don’t know how small, how ubiquitous and universal, and how capable technology will become – or even how it will be manifested (as wearable?, for example) from month to month, yet technology has become a major design factor.  We need to build spaces that aren’t locked into one orientation or which make difficult future adjustments to opportunities afforded us by technology.
3) Sight-lines are as important as “acoustical lines” in the new media-rich classroom:  knowledge can be displayed, can be visualized and simulated, so visual considerations are every bit as important as acoustic in URI classrooms.
4) Technology allows real-time construction of knowledge (visualization and simulation as just mentioned, or realtime group communication, or information from the World Wide Web), so built space should anticipate this possibility.  The classroom is a working studio with the technology resources we have available. Faculty members no longer need to depend only on homework for students to do research or solve a problem; in many cases, now, that can be accomplished during class time itself, because knowledge processing has been speeded up and can be readily shared among the whole class.  Classrooms must provide the space and furniture mobility for easy transition from working with computers back to whole-group interaction.
5) Design should be based on how people work with technology, not based on the technology itself:  don’t design for the machines, design for the people.  Don’t anchor computers to a particular spot, for example, because that degrades teaching and learning potentials for the room, and belies the very strength – quick processing of knowledge – that information technology brings to teaching and learning.  Better to have wireless laptops or PDAs run low on their batteries than to have them tied to an electrical outlet:  the low battery is an occasional nuisance; the wires are a constant nuisance.
6) Technology in learning situations or in meeting rooms should be mobile, wireless, and small, thus being as “invisible” as possible.  We are no longer in the business of show-casing technology holdings; it is now taken-for-granted in higher education.  Make it as unobtrusive as possible.
7) All classrooms and meeting spaces should be technology-enabled with full connectivity for both students and faculty.  
8) Comfortable and pleasurable design encourages comfortable and pleasurable learning interactions.

Technology

Let’s look at technology a bit more.  Information technology invites many new teaching and learning experiences which our built spaces must encourage:  our classrooms and meeting rooms must make it easy, intuitive, and natural to include knowledge from many sources inside and outside the room.  The following examples of IT use in teaching and learning are only some of the myriad ways that technology can be used in the classroom for multi-media learning, group work, and individual work:

· Simulations during class or meeting time:  students can conduct scientific experiments themselves to test variables; or they can try out variables in design, or social decisions, or even cases studies using the various software packages available to support these functions.  Since computer-based simulations are quick, safe, non-invasive, and often available through a browser, space designers must assume groups may work on simulations across the curriculum.  This may mean it would be best for the students to be seated in pods or clusters using curved surface so they can view the simulations together for collaboration.
· Visualizations:  the same is true for the current ability to visualize cultural situations (“authentic materials”), distant geological formations, current events, expeditions, and so on:  the world can now come to the classroom.  As with simulations, designers must assume these visualizations may be used in any and all learning and meetings spaces on campus.  For this and other reasons, we need easy ways to share screens or to project video images in two or more places in the room.
· Communications:  technology allows us to have real-time communication in a group – while the group is meeting -- through IM, email, blogs, discussion boards, or more elaborate real-time applications for polling and for sending short answers or queries to the instructor. Richer classroom conversation can occur when students and faculty (or members of a meeting) can switch back and forth between communication online and offline.  Regular classrooms and meeting rooms should therefore be designed to take this kind of mode-switching flexibility  into account. 
· Parallel processing:  with the spoken word, only one person can speak at a time, so the classroom conversation is sequential or serial; with the written word, using chat or email or other ways of group communication via computers, many people can speak at the same time.  All participants are engaged.  Many more ideas can be produced.  Participants also learn to process the written word in a new way, participating in more than one conversational thread at a time.  The ideas and energy from this parallel conversation then transfers back to the spoken conversation.  This is another example of the value of classroom design that encourages multi-mode teaching and learning.
· Research:  we all know about “googling” on the Internet to find out anything at all.  During class discussion, having ready confirmation of a question at hand, or elaboration of that question, or visualization of that question, or being able to email among the class about the question adds immeasurable value to the class or meeting.  Having easy-to-display information from a wireless networked projector, for example, can help an instructor expand the walls of her classroom to the world.  Again, the technology is used to create new tendencies of collaboration that alter the teaching dynamics in very useful ways.  Ideally, all students would have access to their own laptop or PDA screens for this function.
· Student reflection:  with the advent of electronic portfolios, a new working space has been created for students to store and reflect on their work, with input from the instructor.  Using electronic portfolios during class time turns class time into a working lab session and can add enormously to learning opportunities.  Reviewing student work, being much quicker with electronic portfolio’s ability to organize and quickly find the work, can be done “on the fly” during class time with individual students, allowing instructors to provide feedback to students in their short-term memory span, making the comments much more powerful and engaging. 
· Individual brainstorming:  students switching from class mode to individual thinking mode using their laptop or PDA device before they return to class work, perhaps in as little as five minutes, usually results in many more ideas generated quickly.  Some students learn better when they have a chance to mull over an idea privately, so the quick break from lecture or class discussion as they turn to their individual computer screens can help their thinking and learning process along, and contribute more ideas to the discussion.
· Small group work:  well-structured group work, with goals and a time limit, can be enhanced by technology:  students can share private work amongst themselves, can all work concurrently making sure all are active and not just one or two in the group, and then can display their work when the small group work is over.

· Multi-media:  in some cases, multi-media can help an instructor explain something – a 3-D display of a cellular structure in motion, video clips of a physical therapy treatment, the sound of Franklin Roosevelt making a fire-side chat – with much greater impact.  This useful option requires an installed video projector, an Internet connection, and auxiliary speakers (the 3-D requires extra equipment such as is set up in the School of Pharmacy).
· Displaying individual student work:  an instructor can choose one student’s work on their computer to display to the rest of the class.  Various software packages are available to work over the network on just the computers in the classroom.
· Plan B and Plan C:  all faculty members know about preparing for unexpected glitches such as the student who was going to present her work not showing up that day, or finding that students have read the wrong assignment, and so on.  Faculty have thus become accustomed to having “plan b” ready to go.  With readily available technology in the classroom, more options for plan B are available.  Instead of “take out a sheet of paper” say “let’s search for this topic at these digital library sites.”

All classroom and meeting spaces on campus should be designed with the assumption that people will be using technology regularly in the room.  Think wireless access, lighting and window treatments, easily and quietly moveable furniture that is also easily re-configured into circles or ovals, video projector, white boards on various walls, a video projection screen, sound speakers, flat work space to accommodate technology, accessible and intuitive light and technology controls for the leader or teacher (with signage), acoustics for one voice or many, and so on.  

The examples just listed of beneficial and common uses of IT in teaching and learning are representative but by no means exhaustive.  Use these examples as you conceive of and plan for teaching/learning/meeting spaces on campus.
Based on the value to teaching and learning of the various technology options we’ve just listed: 
· Technology should not be considered an “add-on” to current instruction, but fully integrated.  
· Technology, then, should in fact be taken for granted:  it should be universal and ubiquitous. ALL spaces should be designed as if Internet connectivity and computer projection will be available in each room.  

As a sense of how campuses fully integrate technology into instruction, here are the typical stages of technology integration on an average campus (use this as a check list):

· Installing and lighting up an Internet port in each classroom.
· Replacing blackboards with white boards (they can be used to project a video images as well as to write on and they don’t scatter chalk dust).  

· Adding a table at the front of the room for the teacher’s computer (instead of the slanted lectern which is awkward).  
· Installing a ceiling-mounted video projector and video input plug for the teacher. 
· Adding a power outlet close to the teacher if none exists.

· Repairing or replacing window treatments to improve visibility of video images

· Installing ceiling tiles, if none are in place, to dampen sound and thus improve acoustics for group discussions.

· Creating a stock of laptops to loan to faculty for use in the classroom.

· Adding speakers for audio output from the projector.

· Adding card-swipe doors to secure the projector and fail-safe securing the projector itself (neither option is perfect so both are necessary at this moment)

· Replacing tablet-arm chairs with separate tables and chairs so students can work with computers.

· Adding wireless Internet access.

· Re-doing lighting to allow more selective targeting of lighted areas (especially near the video screen). 
· Re-engineering acoustics to support multiple voices as well as single voice.

· Re-engineering the room to improve sight-lines (in some cases re-orienting the teacher-position).

· And, then, staying current with technology offerings in the classrooms and meeting spaces.

 
· Technology should not be intrusive or obvious (certain labs of course are exceptions to this rule).  We should move away from distinguishing between “computer labs” and classrooms:  with the exception of certain special-use computer labs, all classrooms must be usable as either a traditional classroom with the focus on face-to-face interaction or as a “computer lab” with the focus on using computers during class. All classrooms, therefore, should be considered technology venues.

· People behave differently around information technology than they do in a room without information technology:  In a room where people are using computers, the atmosphere is more informal, which encourages collaboration.  Thus, small group collaboration occurs more naturally and frequently in a room rich with technology than in a traditional classroom.  How people behave around technology is a more important design consideration than what the technology requires.

· All classrooms should have multiple small group “niches” in the room, not just one “front,” with whiteboards or Smart boards at these niches.

· Finally, because information technology continues to change rapidly and significantly (in price, performance, and offerings), we are making explicit in this text our rationale behind these standards so revisions can still employ this rationale. We know that technology will continue to get smaller, more mobile, more powerful, will offer more services, will continue to integrate into our culture, changing the behavior of us all, and thus will continue to be “disruptive” to traditional ways of designing built spaces on our campus.  Highly specific technology specifications at this time in the history of information technology would quickly be obsolete; the rationale will not.

Our challenge is to build spaces that will continue to accommodate change; classrooms had not essentially changed for centuries, but now the received wisdom regarding design of teaching and learning space is challenged and adjusted regularly. This document reflects an emerging new mindset regarding classroom design which involves multiple interactions among people using online resources and multi-media abilities that were not possible just 20 years ago.
Practical Standards for Buildings Based on Technology Needs
1. In each building on campus where teaching and learning occurs, technology support people need secure storage lockers for laptop carts or multi-media equipment such as DVD players, and other IT items.  

2. To move technology from one floor to another, elevators are necessary.

3. If particular curricular technology will be available only in limited rooms, ADA standards for accessibility must make that curricular technology (hardware or software) accessible from the front door all the way to the technology.

4. Electrical circuitry in the building must be highly dependable, but also readily accessible to help make repair as quick as possible.  Classes, more and more, depend on information technology and information technology depends on a steady and reliable flow of electricity.
5. South-facing window treatments must be especially sun-proof.

6. For security, rooms with valuable technology should not be easily accessible through ceilings:  all potential entry points must be secured.

7. Especially valuable technology should be on floors above ground level so window access is more limited.
8. The network for the classroom electronic access doors will require closet space in each building for the network hubs.

9. Information technology is adversely affected by temperature and humidity extremes – below 35 or above 85 degrees and by humidity above 85% -- so HVAC in all buildings must be reliable year-around and quickly adaptable to unusual weather (unusually hot weather in early April, for example).

10. Ramps and other accessibility enhancements serve not only physically handicapped people but also technology support people who need to move equipment into and out of buildings.  Consider the turning radius of technology carts on ramps in addition to that of wheelchairs.
General Classroom Design Standards
1. Think of all walls as display spaces:  install a white board on at least two of the four walls, but preferably on all walls which can accommodate a small group.

2. Therefore, design lighting in the room that is focused downward and which does not wash out potential display spaces (white boards, smart boards, posters, etc).

3. Increase the number of electrical outlets on each wall to accommodate laptops, projectors, smart boards, printers, scanners, DVD players, etc.  
4. Wireless should be lit up in all classrooms.

5. Electronic and networked lockable doors must be used for all classrooms to protect the installed technology [see 8 above].
6. Rather than the traditional long and narrow (2 ½ by 1 ½) room, design rooms that are closer to square.

7. Use moveable furniture that can easily be re-configured.  Tables have become necessary instead of tablet arms to accommodate mobile technology (including laptops or PDAs or whatever else comes along).  
8. With furniture, straight lines are for lecture while rounded shapes can be used for either lecture or small group collaboration.  As we are seeking flexibility in our design, the multi-purpose rounded table is best.  In classrooms of 50 or fewer capacity, use 3-person tables where possible. In larger tiered classrooms or auditoria, use a bench top for laptops or books instead of tablet arms.
9. Provide window treatments that reduce sun glare to an acceptable level for viewing projected images; prevent any direct sun from entering the room; install window treatments that are sturdy enough to remain in place:  window treatments are more essential now that visualization of knowledge is becoming common in teaching and learning.  Therefore, some traditional window treatments that tend to break or come out of their fixtures are no longer acceptable.

10. Windows also need to completely block exterior noise if the building is close to a road or to a heavily-populated sidewalk, or to other sources of noise such as a generator.

11. Acoustic design should start with the assumption that students and faculty will be meeting in small groups:  sound must be dampened sufficiently so that multiple small groups can talk and hear each other.  Still, the teacher’s voice must project sufficiently in a traditional lecture.  This implies a mixture of hard and soft surfaces in the room.
12. Carpet tiles have the advantage of both dampening sound and being preferred by maintenance.  If a tile is stained from a spilled drink, that single tile can be replaced.  It is easier to keep a floor looking fresh over time with carpet tiles than with hard tiles.  Also, when furniture is moved on carpet tiles, it makes less noise than on a hard surface floor, therefore inviting the moving of furniture to accommodate different activities.

13. Walls that vary in texture and/or color provide more visual interest:  plan classrooms that borrow the visual concepts in commercial spaces, where people choose to gather in part because of those concepts.  Move from institutional design to pleasurable design.

14. Position classroom doors so late-entering students disrupt the class as little as possible.

15. In classrooms below 50 capacity, avoid elevated platforms for the instructor; instead design for multiple possible teaching arrangements.  

16. In all learning spaces with fixed seating consider curved rows rather than straight so that students can at least see each other in each row, and so all students are closer to the speaker.

17. For all considerations of design for learning or meeting space, the curve is the default;  rounded shapes offer more ways to improve sight lines and social space.  

18. Standard classrooms above 50 capacity:
i. Use rows of tables if the room is intended for lecture

ii. If the classroom is tiered, use a continuous flat working surface instead of tables.

iii. If the room is intended as a large collaborative space, consider pods instead of rows.  Also consider white boards on multiple walls.

iv. See statements above in 19.a regarding lecterns, light controls, and video projector.  
[INSERT DIAGRAM OF OPTIONS FOR LARGE ROOMS]
19. Specialized computer labs (a few rooms should continue as traditional computer labs where the technology is essential and where design often must focus on the machines as well as how people work and learn):
i. The reasons to continue supporting computer labs:  
1. Specialized curricular software can be installed on the machines to support advanced computing, such as large simulations, CAD, processing large data sets, or remote satellite access.
2. Installed computers can make it easier to provide variation in teaching approach, moving from computer to face-to-face and back to computer, for example. 

3. Guaranteed network access for all students in the class.
4. The expectation that all classes meeting in the computer lab will be using computers.

ii. Standards for the design of a computer lab used as a general assignment classroom:

1. Technology is “small footprint,” unobtrusive.

2. Direct unimpeded sight lines between instructor and all students, most easily achieved by placing computers along the walls, not in rows, or by providing laptops, instead of desktops, for all students which can be “lid down” for “talk time.”

3. Social space is preserved:  face-to-face meetings of the whole class are accommodated as well as individual work at the computer.

4. Thus, even a teaching computer lab is tri-modal, for individual, small-group, and whole-class work.

5. All the previous design principles for learning spaces apply in a computer lab as well.

Intended Uses of These Standards
1. Departments, colleges, or program faculty, staff, or administrators will use the URI Classroom and Meeting Space Design Standards in their early discussions about renovation or building that will affect their unit.
2. Architects will follow the standards in their initial designs of new or renovated spaces. 
3. If the initial designs differ from these standards in some ways, the architect will offer a reason for the variation.

4. Building committees should have access to these standards to aid in planning, as they provide considerations for thinking about new spaces.

5. The standards will also help guide the thinking of new members of the Classroom Management Team and the Instructional Space Advisory Committee at URI.

6. As these standards include the rationale and assumptions behind the standards, they invite and support revision and update as the years go by.
A Reflection
Human interaction in a room involves more than just “conveying the message,” spoken or projected, and more than just “body language.”  There is a deep intuitive level we experience with other humans:  we can sense hostility or acquiescence; we instantly decide if we trust someone or not; we can tell if a person’s focus is on the group’s project  or not; we can very quickly get a sense of different people’s roles within the group – the contrarian or devil’s advocate, the conciliator, the agenda-driven, the outcome-driven, the jokester, and so on.  Group work in a room is thus very powerful, and design should work with the natural social intuitions and semiotic sense of people in the room.  Often, for example, computer labs have interrupted this natural group wisdom by putting people in social silos:  large screens and CPUs and intrusive wires that wall us off.   But not only physical “silos” should be avoided; being oriented in a room in ways that violate human instincts about intimate, personal, social, and public space is equally counter-productive. Therefore, we offer the following guidelines as reminders that people may adapt to bad space planning, but they may not adapt in ways we would wish:
1. Sight lines:  students in higher education can learn from each other as well as from the instructor, even if the instructor remains the ultimate authority.  However, if students are in ranks, all looking forward, there is very little encouragement for interaction among students; the tendency in this arrangement is for all discussion to be funneled through the instructor.  In some learning situations this is fine; but as a default for all learning situations it is not.  Students must see each other in order to interact comfortably.  [USE A LENNIE GRAPHIC]
2. Social space: anything within 4 feet of a person is personal space; violating this strongly instinctual rule makes people uncomfortable and less likely to learn well.  Students may be distracted and/or annoyed to have other people, especially strangers, forced into their personal space.  Consider the zone in which we feel comfortable standing next to another person at a social function and use that comfort zone as a planning guide for student space in classrooms.  Most meeting rooms and large classrooms, including auditoria, now violate this comfort zone.  In such a crowded space, we might hypothesize that media “takes the person out of the space,” which then might explain why people can watch movies in theater seating that puts them too close to the next person; or that hypothesis might explain why commuters feel compelled to read a newspaper on a crowded train or subway or bus; or why students seek out computer labs even if they must violate their personal space to use a computer in the lab:  maybe these various kinds of media “take people out of the room.”  But, in a lecture hall which has been planned to maximize capacity, resulting in too-close seating, maybe students can only imagine lunch or a party or something else as a means to escape the violation of their personal space.  Perhaps student engagement in learning is difficult in lecture rooms where the seating is too close simply because they are uncomfortable with the violation of their private space.
3. Mobility: Different kinds of interaction, then, require different orientations of participants.  First, there must be sufficient room to move furniture and people around.  Secondly, moving furniture should not be noisy.  Third, furniture shape should allow for re-configuration.  Such mobility will allow people to find their own comfortable proxemic zones.
Conclusion
URI is interested in the most advanced design concepts for human interaction that we can afford.  We recognize that these new design concepts have proven that they improve the engagement of individuals because they recognize proven instinctive needs of human beings.  Engagement is the key to learning.  If curved lines are more inviting than straight, then we should use curved tables or desks instead of traditional rectangles; if people prefer to gather around a table to talk, rather than sitting in a circle of tablet arm chairs (visit any popular coffee house and see how people conduct meetings there!), URI will seek to offer more table seating. If certain colors or combinations of colors have been shown to be relaxing or comfortable, URI is open to new variations, leading us away from the traditional institutional look.
The trend is away from “doing what we’ve always done” now that we know we are often not only ignoring the advantages of better space design, but that we sometimes put in barriers to good learning options by “doing what we’ve always done.”  Also, by recognizing this new trend, we realize that traditional classroom design may itself be radical design, not the new design concepts.  Designing for how humans actually behave makes sense; placing them in uncomfortable settings doesn’t.  
Sustainability enriches our designs even further.  The design standards in this document must also take into account the ideals of sustainability in selection of materials, in design for energy-efficiency, maintainability, flexibility, and visual consistency with the guidelines for the North District of the Kingston Campus.

� We have relied, in part, on Lennie Scott-Webber’s In Sync, Society for College and University Planning, Ann Arbor, 2004; all illustrations in this document are from Scott-Webber, used with permission.


� The Instructional Space Advisory Group (ISAG) accepted the “URI Seamless Classroom” design spec in 2002, which is the basis for this checklist. 
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