Task 2: Daylighting Optimization

Ori : The entire studio is very gloomy due to lack of opening. Artificial ligthing needs to be opened all the time

Insuff. UDI (<100lux) / Sup. UDI (100-500lux) / Auto. UDI (500-2500lux) / Exc. UDI (>2500lux) According to GBI Assessment Criteria, EQ8 / Daylight factor (DF) should be range of 1.0 — 3.5%

Not Comply Not Comply

Mean LUX: 4.3 lux Mean DF: 0.48%

12 PM

Progress: Maximize the opening to introduce the daylight. However, deeper space receive limited daylight. Futhermore, the cabinet still block huge amount of daylight

EQ 9/ Reduce discomfort of glare, keep horizontal workspace below 2,000 lux level

Not Comply

Highest Lux
3285 lux

Mean LUX: 492 lux Mean DF: 2.8%

12 PM

Baseline : Relocate the cabinets to maximize the indoor daylight condition. For the over exposed part will be integrated with shading devices

EQ 9/ Reduce discomfort of glare, keep horizontal workspace below 2,000 lux level

Not Comply

Highest Lux
3536 lux

Mean LUX: 721 lux Mean DF: 4.1%

12 PM
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Option 1- Louver 12PM  /  Medium Daylight Factor (DF) & llluminance (LUX), Medium Glare / Average in bringing daylight & create shading into the space

Design Variation 1 Design Variation 2 Reduce 50% length  Design Variation 3  Reduce 50% gaps between Design Variation 4 Increase 50% width
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According to GBI Assessment Criteria, EQ8 / Daylight factor (DF) should be range of 1.0 — 3.5%

Mean DF: 2.1% :5% Mean DF: 3.0% 15% Mean DF: 3.1% 15% Mean DF: 1.4%

EQ 9/ Reduce discomfort of glare, keep horizontal workspace below 2,000 lux level

Not Comply Not Comply
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Mean LUX: 373 lux 1000 lux Mean LUX: 526 lux 1000 lux Mean LUX: 538 lux 1000 lux Mean LUX: 250 lux 1000 lux
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12PM / Low Daylight Factor (DF) & llluminance (LUX), Low Glare / Suitable to create more shading into the space

Option 2 : Vertical & Horizontal Devices

Add Horizontal Fin Reduce Vertical Fin 50%

Design Variation 1

According to GBI Assessment Criteria, EQ8 / Daylight factor (DF) should be range of 1.0 — 3.5%

Mean DF: 3.0%

EQ 9/ Reduce discomfort of glare, keep horizontal workspace below 2,000 lux level

Not Comply
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Mean LUX: 531 lux 1000 lux
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Design Variation 2

Mean DF: 2.4%
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Design Variation 3
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Design Variation 4
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Option 3 - nght She|f 12PM /  High Daylight Factor (DF) & llluminance (LUX), High Glare / Bring more daylight into deeper space

Design Variation 1 Design Variation 2 Move to Middle  Design Variation 3 Move to Floor Design Variation 4 Light Tunnel
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According to GBI Assessment Criteria, EQ8 / Daylight factor (DF) should be range of 1.0 — 3.5%

Mean DF: 2.5 % Mean DF: 3.7% Mean DF: 4.5% Mean DF: 2.6%

EQ 9/ Reduce discomfort of glare, keep horizontal workspace below 2,000 lux level

Not Comply Not Comply

Highest Lux
1653 lux
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Mean LUX: 435 lux 1000 lux
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Option 1 : Louver

Design Variation 1
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According to GBI Assessment Criteria, EQ8 / Daylight factor (DF) should be range of 1.0 — 3.5%

Mean DF: 2.1%

EQ 9/ Reduce discomfort of glare, keep horizontal workspace below 2,000 lux level

Mean LUX: 373 lux

Highest Lux
1377 lux
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Option 2 : Vert. & Hor. Devices

Design Variation 2

Add top & bottom

Option 3 : Light Shelf

Design Variation 1
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Mean DF: 2.4%

Highest Lux
1944 |ux

Mean LUX: 425 |ux 1000 lux
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(sDG): 12.5%
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According to GBI Assessment Criteria, EQ8 / Daylight factor (DF) should be range of 1.0 — 3.5%

Mean DF: 2.5 %

EQ 9/ Reduce discomfort of glare, keep horizontal workspace below 2,000 lux level

Highest Lux
1653 lux

Mean LUX: 435 lux 1000 lux
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Comparison Result

Option 3 Variable 1 (Light Shelf) brought the most (DF) & (Lux) in comparison
to the other two shading devices (Louver) & (Vertical & Horizontal Devices).

Option 3 - Design Variable 1 (Light Shelf) has the best performance




