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Big cities are confusing, because of their sensory pollution 
problem. Nowadays, we mostly use them as functionnally 
as possible: we just cross them. So, urban areas are not 
perceived and appreciated for what they are really worth.
We need our senses to know where we are, and  
to understand the world in which we live. So, if people 
cannot understand their perception of urban areas, 
we have to admit that there is a design problem.

The accumulation of perceptions, mostly sound and 
visual stimuli, make urban dwellers feel overwhelmed. 
So, since designers are the creators who imagine 
our environment, shouldn’t they create sensory 
pauses in cities if they want to calm people and 
fight against this feeling of over-stimulation?

Can such pauses be enough to achieve this goal with  
a long-term effect? Actually, are we using our senses  
as best we can? It is time to enable people to gain control 
over what they perceive. 
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Preface

First of all, I would like to explain  
why I chose this particular subject.

Nowadays, lot of people can feel overwhelmed because  
of too intensive and misunderstood feelings, and  
I am particularly sensitive about this problem. Indeed,  
I am hypersensitive, and I really wanted to know why  
it is so difficult for me to feel correctly and to understand 
what I perceive, and why sometimes I react in a bad way.  
So, I am very concerned about the subject of the  
over-stimulation problem in urban areas, it is very  
important to me.
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Introduction 

Nowadays, human beings can feel overwhelmed  
in urban areas. Indeed, an excess phenomenon exists,  
but the problem is that it’s not visible, or palpable.  
We call it "sensory over-stimulation", a kind of "too 
much" effect which oppresses city dwellers’ sensory 
systems in cities. By the way, this phenomenon is not 
really modern: in 1920, postwar mutations in cities 
changed the humans’ perception system because  
of the expansiveness and rapidity of urban growth.  
Accumulations of people, accelerating speeds and  
increased traffic actually created an extreme sensory  
experience. 

Today, it acts like a kind of pollution, made by a sound 
and visual accumulation. The author Gilles Lipovetsky1 
calls our behavioral model "hypermodernity" 
characterized by an exaggerated and instant way of life. 
Hypermodern people act in an ephemeral way, and want 
to live with immediate sensations. Moreover, the excessive 
speed phenomenon, which represents the acceleration  
of our transportation and communication modes,  
is another cause of being overwhelmed. Lastly, our over-
connected society also favors it, because today humans 
are constantly being stimulated. But, the problem is that 
there’s a denial of this feeling. People are looking  
for stimulation because they try to fill the void created  
by the claustrophobic isolation, which is the consequence 
of over-stimulation.  
 
 

 
 
1. Lipovetsky, G. (1983), L'Ère du vide: Essais sur l'individualisme  
contemporain. Paris: Gallimard. 
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It is an endless loop. Stimulus’ accumulations favor 
bad behaviors, those which overwhelm mankind. 

Florence Doléac1 is a designer who highlights humans’ 
mechanical habits by creating surprise effects where  
the gesture has become automatic. Then, our questions 
are: can we put into question our way of life which favors 
over-stimulation? Could surprise effects, like new design 
effects, bring pauses in our urban perceptions?  
Is it interesting to reduce stimulation in cities,  
to encourage urban dwellers to focus? Is it a good 
idea to encourage slowness in towns? Could a new 
environment, out of the city context, bring these needed 
pause and hindsight? And finally, is there a current lack 
of understanding of the human sensory system? Shall 
we put into question the usual hierarchy of senses?

Ultimately, a main issue will pervade this thesis: can 
designers divert people from over-stimulation by a new 
design effect that would be both punctual and durable?

Ventilator, Florence Doléac, "La crise du logement" 
exhibition at the Dominique Fiat galery, Paris, 2007.

 
 
 
 
 
1. Dautrey J. and Quinz E. (2014), Strange Design: Du design 
des objets au design des comportements. Paris: It: editions.
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I. To focus, by reducing 
all the stimuli and 
by slowing down

 
How does the sensory system work?

To perceive, everything starts with a stimulus perceived 
by one of our sensory receptors (our eyes, ears, skin, 
nose and mouth). This first step is the feeling stage. Then, 
the sensory message runs through the body to the brain, 
which analyzes it. This sensory analysis makes people 
consciously understand their environment, indeed  
it makes them decide if they are in a pleasant, unpleasant 
or aggressive place. In urban areas, the bigger issue  
is the accumulation of stimuli, which cannot be analyzed 
by our sensory system. In this case, the reaction of the 
human body is a kind of sensory overload, which inhibits 
people’s response to any stimulation, and finally prevents 
them from understanding what they feel. Generally,  
as urban dwellers, we take the time to choose what  
we would like to perceive, like a voice that we especially  
want to listen in a conversation. Indeed, we take the time 
to focus. So, is it possible for designers to reduce stimuli  
to make people focus again in cities? Actually, it is very  
interesting to make people focus, but the reduction  
of stimuli has its limits.

 
Multi-sensoriality

Human beings have five senses, and two of them work  
in a complementary way: the sense of sight and the sense 
of hearing. There is an interconnection between them, 
first because we need both of them to orient ourselves  
and to stay balanced in space. Moreover, we hear 
something better if we look at it. But the main issue 
in urban areas is that there is an unbalanced senses’ 
stimulation. Indeed, eyes are highly used to the detriment 
of other senses in cities, so there are dysfunctions  
in the relation between our eyes and ears’. The sounds 
of cities are not taken into account during the creation 
process of city objects, designers usually do not think 
about it when they create them. For example, the sounds 
of engines in the street are particularly aggressive, and 
because we perceive with a multi-sensoriality process, 
these noises make people imagine an unpleasant 
visual universe. So, our sensory environment is not 
comprehensively designed to make people feel calmer,  
the sense of hearing is totally depreciated in compared  
with the sense of sight. So, once we are aware  
of this complicated problem of an accumulation  
of perceptions, which is amplified because of the bad  
use of multi-sensoriality (bad noises make us perceive  
in a generalized bad way), could we consider it interesting 
to insulate people in urban areas, as these places  
are too hard to perceive with calm? Should designers 
make people step back in order to favor hindsight? 
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The limit of isolation.

The anthropologist Edward T. Hall explains that mankind 
uses and feels the concept of proxemics1: different 
emotional zones exist around the body even if they  
are unseen. The bigger area is the public zone (four 
meters and more, d on the drawing), and the smaller  
is the intimate area (less than 40 centimeters, a on the 
drawing), where the sense of touch prevails. So, is it 
relevant for designers to preserve this intimacy zones  
in cities and to create a protection area? If we look  
at the I Feltri example (created by Gaetano Pesce  
in 1984), we could say that the user’s sense of touch 
is delicately stimulated. Pesce, by creating a seat mixed 
with a blanket, delimits and protects users’ intimate 
area. But this object is only intended for residential use. 
It can be difficult to imagine it placed in public urban 
zones. Indeed, is this kind of confinement able to make 
people better perceive in cities? Actually, as the urban 
environment overwhelms people nowadays, this system 
seems to be too isolating, its distance seems too abrupt. 
As they seem to fear big and stimulating spaces, urban 
dwellers tend to look for isolation, and comfortable 
loneliness, which are not in tune with our design goal:  
to make people step back to perceive better. Then,  
we have to think this “change of rhythm zone” in urban 
uses, and cities are precisely speed and movement zones.

I Feltri, Gaetano Pesce, 1984.

1. E.T. Hall (1971), La Dimension cachée, 
Paris: Seuil. 
a. The intimate zone (less than 40 cm)
b. The private zone (around 1,20 m) 
c. The social zone (between 1,20 et 4 m)
d. The public zone (more than 4 m).
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To add slowness in our way of moving in cities

Our first thought about this issue is that designers 
may be able to promote walking in our busy cities. 
Pierre Redon is a French sound artist, and his work 
is very special: he creates sound walks in France. 
For instance, one of his creations is called Vestiges  
and takes place in Saint-Ouen-l’Aumône, it was created  
in 2009. For this sound walk people take an MP3 player 
and a map, wear headphones and follow a route through 
the city. The goal is to make people discover this city  
by a new and different way: by the sense of hearing. First, 
the creation is an experience realized with common 
people. Indeed, they can follow the route established  
by Redon for three or four hours and discover the 
reminders of humans who used to live in this place: 
for example they are drawn up to urban wastelands and 
brownfields. With the headphones, they can hear sounds 
from the evoked time like machinery noises. Also, they 
can listen to nostalgic voices who give them information 
about the place. At the end of the itinerary, they are asked 
to discuss this experience with other sound walkers, 
while Redon is listening to find out if people can be 
more united when they learn more about their territory.

First, this sound walk induces slowness in our speed 
society. While they are listening to different sounds, 
people are encouraged to wander in brownfields.  
In a way, walking requires the temporality and availability 
aspects of human perception. Walking for several hours 
can teach people : this experience creates a big contrast 
between the typical speed of their way of life and the 
necessary slowness in order to walk while listening.  
By seeing this contrast, and by talking about it after  
the experience, people can start a kind of self-medication. 

Indeed, they recognize the over-stimulation problem 
caused by speed, and this is the first and one of the most 
important things to do if we want to encourage ourselves 
to be calmer in our life. But, has this kind of break,  
this wandering, got a long term effect? Can it create  
a durable lifestyle? This slowness seems to relieve people 
only in a short term temporarily, and we cannot be really 
sure that it can change permanently their way of life.

Sound Walk, Land of Felletin, Pierre Redon, 2013.
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The limits of slowness.

People need speed, and the example of Pierre Redon’s 
work, which is rather an art performance, is too limited 
to fight against the long term effect of over-stimulation. 
Sound walks are unfortunately punctual experiences.  
If this kind of slowness has to be possible, then people 
have to feel like changing their rhythm, and this  
is complicated... If walkers like to slow down and 
be calmer in this contemplating moment, after the 
experience, this calm state disappears quickly in favor  
of a revival of speed. Indeed, they need to be quick  
in their everyday lives. Now, designers’ interest is to find  
the right amount of “slow” which has to be added  
to speed. Finally, as the choice of slowing down can  
be difficult to make for urban dwellers, designers now 
have to find some strategies to create durable breaks  
in cities. Moreover, they finally have to reconsider  
the place of one sense before the others, which is 
principally responsible for the sensation of being 
overwhelmed.  
 

II. A decompression 
space: to reintroduce 
the sense of hearing

The “out of context” environment

First of all, we can think about design strategies which can 
reassure people before helping them to perceive better. 
For example, the urban furniture made by Marc Aurel  
in 2009 for the Arcades Rougé neighborhood in Cholet  
is particularly interesting. The designer borrows different 
visual codes from people’s domestic universe to reuse  
them in his furniture creation. Indeed, the benches’ 
pattern looks like patterns from a 17th century domestic 
couch. This reuse is surprising, but it seems logical 
because if a place raises our level of intimacy and 
comfort, it helps us to relax, to take a break and maybe,  
to take the time to perceive our environment. This kind  
of trick is very interesting for our design goal. Moreover, 
if the designer is trying to domesticate urban spaces,  
he does it in a soft way. His principle is first to play 
on the fair use of our visual imagination by just using 
a small code, in order to arrange an extension of our 
home and not an imitation. Then, the creation appears 
like a superposition of our intimate sphere on the 
public zone. So, what does this addition create?
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The third social zone of humans

Our perception is obviously not the same in intimate 
and public zones. In our private areas, our attention 
focuses on fewer things because the distances are reduced 
(according to the concept of proxemics). Aurel’s furniture 
secures our attention, it calms it. Then, our perception  
is redirected to closer things, like others users which  
are seated in the square. Indeed, does the presence of  
others help to better perceive our environment? Human 
beings are social beings, and according to Aristotle1, 
nature has made them to make them live in groups,  
in community. If urban dwellers need to step back  
in cities, they also have to take care of the others. 
Indeed, with the over-stimulation problem, people 
tend to isolate themselves and to feel more and more 
lonely. Then, by its strategic design approach, the Rougé 
square by Aurel becomes the third human social zone 
where people can take the time to perceive together. 
It is a kind of “bridge” between our comfortable 
environment and urban spaces. However, this idea has 
shortcomings. If we analyze it with a sensory approach, 
it appears that the consolation it provides doesn’t stop 
every overwhelming stimulus. Indeed, if our eyes can 
focus on the third zone, our ears can always suffer 
from sensory disturbances. Polluting stimulation still 
exists, and seems hard to eradicate. So, are sound 
stimuli mainly responsible for the over-stimulation?

 
 
 
 
 
 

Place Rougé (Arcardes Rougé) at Cholet,  
Marc Aurel, Tortel, T+T Design and Metalco, 2009.

 
 
 

 
 
1. Aristolte (1856), La Grande Morale, Book II, Chapter XV. CreateSpace.
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Why is it so difficult to decompress? Fighting 
against noises by understanding them.

According to Murray Schafer1, sounds are consequences  
of what we create. Indeed, designers don’t often think 
about sounds emitted by their objects when they produce 
them. Moreover, the accumulation phenomenon amplifies 
the depreciation of sounds in urban areas. If designers 
have to use a reassuring visual environment to bring 
people to pauses, it is also important to reassure them  
in another way, by controlling what they hear. Nowadays 
we can’t say that people “listen” in big cities: they just 
hear. Listening is an action which involves particular 
attention, a kind of control. Hearing can be considered  
as submitting to a noise. So, if people are led to understand 
what they perceive by their ears, they would take back 
the control of their perception, and maybe definitely 
fight against over-stimulation. Finally, designers can use 
different strategies to calm urban dwellers... But,  
if urban dwellers learn how to feel and perceive better  
by themselves with some help from designers, then  
it’s definitely better: the calm effect would be durable. 

How can design make people 
learn to listen in cities? 

For now, it is all a matter of design strategy. First, with  
the multi-sensoriality phenomenon we analyzed,  
we know that we better listen to things that we look  
at. For example, in a concert, if we look at the bassist,  

 
 
 

we will be better able to perceive his instrument’s melody. 
Then, it is smart to use this connection to give the control 
of sound perception to users. Besides, giving the choice  
of perception through hearing is also encouraging  
a certain concentration on sounds. Then, we have to think 
about the most adapted posture for users to concentrate: 
the sitting position is the most appropriate one since  
it is a symbol of break and already suggests 
a break in people’s mobility.

As we saw, urban sound messages enter our intimate 
spheres and cause stress. They are sensory stimuli that  
man constantly endures, and that’s why they are generally  
responsible for any anxiety feeling. Noises are considered 
inevitable, so they become for users kinds of “scapegoats” 
responsible for any feelings of stress. Moreover, our brain 
naturally has the ability to eliminate “bad” noises: when 
a sound is constant, it slowly escapes our attention to 
become less and less noticed. The perceptual system thus 
creates its own protective barrier against over-stimulation. 
Even deliberately ignored, sounds are still perceived: this 
barrier is misleading. Then, if urban dwellers are not 
responsible for sound pollution, they tend to get rid  
of any responsibility about this problem. Maybe, making 
people feel responsible and create sounds is a good way  
to make them understand noises’ consequences.  
We can take the example of the 21 musical swings 
located in Montreal on the Promenade des Artistes, 
created by Mouna Andraos and Mongiat (2013).  
The project is located in an environment with speed, 
stress and noises due to the amount of cars. These devices 
make people swing, and thus they create a melody that 
intensifies as the swing is dynamic.  
 
 

 
 
 
 
1. Murray Schafer R. (1993), The Soundscape: Our Sonic Environment  
and the Tuning of  the World. Londres: Inner Traditions Bear and Company.
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21 Musical swings, Mouna Andraos and Melissa Mongiat, 2013.

As each musical tune from every swing has the same tone, 
a melodious synergy is created, if more people take part 
to the game. This example is seriously interesting, because  
the device makes people actors and creators of sounds. 
But, this strategy has limits too. It makes people only 
listen to new sounds, totally different from their 
environment. So, they are not helped to perceive it better, 
the system just hides the sound identity of its location...
If people have to learn how to listen to their environment, 
our work raises a fundamental question: should  
we listen to everything? Some sounds are recurrent  
in cities: from fountains or carousels for example,  
and they are frequently parts of urban dwellers’ everyday 
lives. Now, the notion of sound identity emerges to face 
what is subjectively called a nuisance. In fact, according 
to Murray Schafer1, to analyze a soundscape, there are 
different distinctive points: the tone of a place, or the 
constant and predominant sounds that characterize  
it and influence human behavior; sounds that highlight 
ordinary events (a sound that appears in the foreground, 
which is consciously listened to as it indicates  
a message that must be understood by the community); 
and noise footprints, the unique sound objects 
belonging to a specific place, which makes it special. 

 
 
 
 
 
 
 
 
 
 

 
 
 
 
1. Murray Schafer R. (1993), The Soundscape: Our Sonic Environment  
and the Tuning of  the World. Londres: Inner Traditions Bear and Company.
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Conclusion

An interlude is an event that interrupts the course  
of something. The surprise effect that we first thought 
about is still a good idea for our design goal, but it’s  
a strategy. For now, our design effect has to be a kind  
of diversion, using a calm, soft and comforting design  
and the multi-sensoriality strategies for example, which 
can lead users to listen actively. However, we can add 
another approach in our work. As our future design 
device will filter nuisances and let people choose to hear 
their city’s soundscape, it can also make them realize how 
harmful sounds can be for them. Indeed, it can  
be interesting to think about a sound design approach: 
if our future system filters nuisances, it could transform 
them with another new calmer sound, which can  
be better perceived by human ears. Some technologies 
like the acoustic vibrators New’ee can really help 
 us to easily make this kind of experience. Then, users 
can realize that on one hand some sounds can be better 
conceived and created, and on the other hand that some 
invisible stimuli can really affect them. Our design action 
is now more educational, and that makes it durable.

So, the sound identity (or the soundscape) of a place  
is understood, recurrent and reveals a message 
understood by the community. It has a function  
and a strong symbolic and cultural value, like an old bell 
sound. These characteristics are what people have  
to listen to conscientiously. Noises from public works  
don’t have any function or symbols. So it is the kind  
of sound  source what we have to call nuisance,  
and that’s what our design effect definitely has to filter,  
leaving people’s ears attentive to what builds  
the soundscape of his city.

27



28 29

Bibliography
 

The following bibliography was elaborated to sustain  
a piece of research carried out in French.  
• Richard Matheson (1956), L'Homme qui rétrécit.  
Paris: Éditions Denoël (collection Présence du futur).   
ISBN 2-207-50018-7  
• Stéphane Füzesséry et Phillip Simmay (2008),  
Le Choc des métropoles: Simmel, Kracauer, Benjamin.  
Paris: éditions de l'Éclat (collection Philosophie 
imaginaire). 
ISBN 978-2-84162-1644 
 
• Film: Le Désert rouge, Michelangelo Antonioni (1964),  
1h 55min.  
 
• Revue du Centre de Création Industrielle Centre Georges 
Pompidou, Traverse 43, Le Génie de la Ponctuation 
(1987). Paris: Éditions du Centre Georges Pompidou. 
Directeur  
de publication: Jean Maheu.  
Rédactrice en chef: Huguette Briand-Le Bot. 
ISSN 0336-9730 
 
• Gilles Lipovetsky (1989), L’Ère du vide, Essais  
sur l’individualisme contemporain.  
ISBN 978-2-07-032513-9 
 

 
• Jehanne Dautrey et Emanuele Quinz (2014),  
Strange Design: Du design des objets au design  
des comportements. Paris: It: éditions.  
ISBN 978-2-917053-18-8. 

• Mémoire de recherche en design: Antoine Drugeot 
(2015), La Multi-sensorialité, mémoire de recherche 
en design  
en design (spécialité Design de produits).  
La Souterraine: lycée Raymond Lœwy, 88 pages.  

• François-René de Chateaubriand (1809), Mémoires 
d'Outre-Tombe, "Deux années de délire. – Occupations  
et chimères". Partie I, livre 3, chapitre 11. Paris: Le Livre  
de Poche. 
ISBN 2253160792 
 
• Charles Baudelaire (1857), Les Fleurs du mal, 
"Correspondances". Paris: Larousse (collection  
Petits Classiques Larousse). 
ISBN 203586156X 
 
• Edward T. Hall (1971), La Dimension cachée.  
Paris: éditions du Seuil. 
ISBN 978-2-02-004776-0
 
• Pierre Sansot (1998), Du bon usage de la lenteur.  
Paris: Rivages. 
ISBN 2-7436-0678-9 
 
• Carl Honoré (2013), Éloge de la lenteur.  
Paris: Marabout. 
ISBN 978-2-501-08952-4 
 



30 31

• Milan Kundera (1995), La Lenteur. Paris: Gallimard. 
ISBN 9782070402731 
 
• Film: The Big Lebowski, Joen et Ethan Coen (1998),  
1h 57min. 
 
• Francesco Careri (2013), Walkscapes, La marche 
comme pratique esthétique. Barcelone: Editorial Gili. 
ISBN 978-2-330-01845-0 
 
• Raymond Depardon (2004), Errance. 
Paris: éditions du Seuil. 
ISBN 2020604191 
 
• Cahier du Centre de Création Industrielle Centre 
Georges Pompidou n°6, Aménagement, construire pour 
le transport  (1989). Paris: Éditions du Centre Georges 
Pompidou. Directeur de publication: Hélène Ahrweiler. 
Rédacteur en chef: Claude Eveno. 
ISSN 0766-6756 
 
• Gilles Lipovetsky (1987), L’Empire de l’éphémère:  
La mode et son destin dans les sociétés modernes.  
Paris: Gallimard. 
ISBN 2-07-032642-X 
 
• Marc Augé (1992), Non-lieux: Introduction à une 
anthropologie de la surmodernité.  
Paris: Éditions du Seuil. 
ISBN 2020125269 
 
• Bertrand Russel (1932), Éloge de l'oisiveté.  
Paris: Éditions Allia. 
ISBN 978-2-84485-083-9 
 

• Marc Aurel, Domestiquer l’Espace public, 20 ans  
de design de mobilier urbain (2011). Textes de Fabrice 
Pincin. Paris: Archibooks+Santereau Éditeur. 
ISBN 978-2-35733-127-3 
 
• Serges Tisseron (2000), Petites mythologies 
d’aujourd’hui. Paris: Aubier.  
ISBN 2-7007-2418-6 
 
• Aristote (1856), La Grande Morale, Livre II, 
Chapitre XV. Éditeur en ligne CreateSpace (plateforme 
indépendante). 
 
• Hannah Arendt (1958), Condition de l’homme 
moderne.  
Paris: Calmann-Lévy. 
ISBN 2266126490 
 
• Site: Nicolas Weill (juin 2012), Hannah Arendt, 
philosophe d’action. Le Monde [en ligne], consulté le 
20.12.2015. 
 
• Raymond Murray Schafer (1993), The Soundscape: 
Our Sonic Environment and the Tuning of  the World.  
Londres: Inner Traditions Bear and Company. 
ISBN 0892814551

• Raymond Murray Schafer (1977), Le Paysage sonore, 
Le monde comme musique.  
Paris: éditions Wildproject, collection Domaine Sauvage. 
ISBN 978-2-918490-05-0

• Solène Marry (2013), L’Espace sonore en milieu 
urbain. Rennes: Presses Universitaires de Rennes. 
ISBN 978-2-7535-2288-6 



32 33

• Ricciarda Belgioso (2010), Construire l’espace urbain 
avec les sons. Paris: L’Harmattan. 
ISBN 978-2-296-12766-1
 
• CD: City Sonic, a sound of  art selection. Sélection 
d’expérimentations de sons issus de l’espace urbain, 
diffusés lors du festival international des arts sonores City 
Sonic à Mons (Belgique), 2015. Mons: Transonic Éditions. 
 
• Radio: France Culture, Émission De la production  
à la nuisance: les bruits du monde (1/3 à 3/3), Mettre  
en scène l’acoustique: le design sonore 
(novembre 2013). Intervenants: Jean Savary, 
Alkis Argyriadis et Louis Dandrel. 
 
• Radio: France Culture, Émission Paysage Sonore  
(1/4 à 4/4) avec Alain Corbin, Arlette Farge, Stéphane  
Audoin Rouzeau et Alexandre Vincent (mars 2013). 
 
• Film: Sound of  Noise, de Ola Simonsson  
et Johannes Stjarne Nilsson (2010), 1h 42min.

• Chansons:  
Simon & Garfunkel, The Sound of  Silence (1964),  
album Wednesday Morning, 3 A.M. 
Grand Corps Malade, Je connaissais pas 
Paris le matin (2006), album Midi 20.



3534

  
 
 
 
 
 
 
Graphic conception: Marylou Petot

Fonts: Joanna Pro Regular and Bold, Eric Gill, Monotype. 
Classic Grotesque Pro Book, Rod McDonald, Monotype.
 
Paper: Antalis Cyclus Print (100% recycled) 115g.

Printed in 3 exemplaries at La Souterraine
Edited in April 2016 by the Raymond 
Loewy highschool, La Souterraine.

The copyright of each image in this final thesis belongs 
respectively to the companies and the authors quoted 
in the corpus. Despite the research undertaken to 
identify the right holders of the images, the student 
apologizes for any oversights and he stands available 
for anyone whose name is not mentioned.



..


