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Abstract
Traditional art creation and appreciation are predominantly visual-centered, often excluding visually impaired individuals from artistic expression and cultural life. Although accessibility has improved across various infrastructure domains, accessible art—particularly within art therapy and daily creative media—remains underdeveloped. Grounded in the principle of cultural equity, this study explores how multisensory design can enhance the accessibility of art therapy journals for individuals with color vision deficiencies, low vision, and blindness. The project reinterprets the traditionally visual format of hand-bound collage journals into a multisensory art therapy medium. Structured around four natural themes—bamboo forest, rain, sea, and night—the journal integrates tactile materials, ambient sound, scent, and narrative to guide users through a sensory journey from external nature to inner emotional reflection. Ultimately, this research demonstrates how touch, sound, smell, and imagination can serve as primary components of artistic experience, offering a practical framework for shifting art therapy from a visually dominated model toward an inclusive, perception-centered approach.
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CHAPTER 1：Introduction
Art creation and appreciation have traditionally been based on visual experience, assuming that audiences have normal vision. This visual-centered approach limits the participation of people with visual impairments in artistic and cultural activities. World Health Organization figures suggest approximately 2.2 billion individuals globally cope with varying degrees of visual impairment. This includes total blindness, low‑sight conditions, as well as colour‑vision deficiencies. While great strides have been taken to boost accessibility in architecture, transportation and digital interfaces, accessible art practices still lag far behind. The gap is most obvious in art‑therapy applications and everyday creative media.Most art therapy practices rely heavily on visual activities, restricting participation for blind and some low-vision users. This study therefore asks: How can multisensory design enhance the accessibility of art therapy journals?

This study takes cultural equity as its core research foundation. The 30th Article of the UN Convention on the Rights of Persons with Disabilities legally recognises the equal cultural participation rights of people with disabilities, pointing out that true cultural accessibility goes far beyond basic technical adjustments. It focuses more on delivering fair and accessible channels for disabled people to create art and join in various cultural activities. Different from common accessible design that simply simplifies artistic content for adaptation, this research prioritises touch, sound, smell and subjective imagination as vital parts of artistic interaction and experience.Taking handmade collage journals as its creative reference, the research reworks traditional vision-only art carriers and turns them into multi-sensory journals suitable for art therapy practice. The design revolves around four everyday natural scenes: bamboo forests, rainy weather, seawater landscapes and night environments. It blends tactile textures, ambient sound backgrounds, natural scent hints and emotional story contexts to form a complete sensory flow, guiding users from feeling external natural scenery to sorting out and reflecting on their inner emotions. Targeting groups with colour vision deficiency, low vision and total blindness, this multi-sensory journal provides them with a specialised, barrier-free art therapy carrier. In a larger sense, this project explores a practical way to realise cultural equity through multi-sensory design innovation. It abandons the traditional art appreciation and creation model that overly relies on vision, and rebuilds the artistic experience system based on comprehensive human perception, so as to narrow the cultural participation gap for visually impaired groups and realise more inclusive cultural equality.

CHAPTER 2：Literature Review
This work investigates how multi-sensory design can better adapt art therapy journals to the usage needs of visually impaired users. Synthesizing research findings from art design, visual science, psychology and disability research domains, this literature review centers on three core theoretical pillars: cultural equity, multi-sensory design and color psychology.Cultural equity establishes the fundamental value system of this research, which advocates for equal participation rights in diverse artistic and cultural activities for all groups. Multi-sensory design supplies practical design strategies that integrate tactile, auditory, olfactory and visual perceptions into complete artistic experiences. In parallel, color psychology elaborates on how colors shape people’s emotional reactions, as well as how they affect visual accessibility for users with color vision deficiencies and low vision.Together, these theories establish the conceptual foundation for the design practice presented in this study.

2.1  Cultural Equity and Accessible Art
Visual perception has long dictated the creation and appreciation of traditional art, which heavily relies on a sight-centric model of aesthetic experience. This mainstream paradigm presumes that audiences primarily engage with artistic works through visual input alone. Thanks to the evolving discipline of disability studies, academics have revised their understanding of accessible art practice. Scholars now argue that inclusive art design cannot be limited to basic supportive facilities, but must reimagine the entire mechanism behind artistic experience production. Cultural equity underpins this conceptual transition, advocating for equal cultural participation opportunities for individuals with disabilities.Article 30 of the United Nations Convention on the Rights of Persons with Disabilities entitles people with disabilities to equal involvement in cultural activities, artistic production, and cultural resource access (Fajrie et al., 2020). This framework suggests that art accessibility is never purely a technical problem; it is fundamentally tied to social inclusivity and fundamental cultural rights. For this reason, inclusive art design needs to build accommodating environments that embrace diverse modes of art perception and interaction. Additionally, the Disability Arts movement pushes back against the outdated stereotype that portrays disabled people as passive receivers of cultural services. It highlights their identity as proactive creators, whose personal lived experiences hold genuine artistic value and creative potential.(Wasson, 2004) Similarly, Tobin Siebers' concept of disability aesthetics argues that disability should be understood as a source of new aesthetic perspectives rather than a limitation. This approach encourages designers to move beyond functional accessibility and value different forms of perception.(Fajrie et al., 2020) Guided by these perspectives, this project does not aim to create a substitute for visual art but to reconstruct the art therapy experience through touch, sound, smell, and narrative, enabling people with different visual abilities to engage with art in their own ways. (Špinarová et al., 2025) However, while previous research has examined cultural equity and accessible art in museums, public spaces, and digital environments, limited attention has been given to multisensory art therapy journals. This study therefore combines cultural equity with multisensory design to explore a shift from a visual-centered model of art toward a perception-centered approach.(DiGiulio, 2017)

2.2 Visual Impairment, Multisensory Design and Art Therapy 
Visual impairment covers three primary categories: color vision deficiency, low vision, and total blindness, with each group processing information and engaging with artistic works in uniquely different ways. This means inclusive art design cannot rely on a one-size-fits-all solution, but must adopt tailored strategies that accommodate varying visual capabilities.Those with color vision deficiencies typically retain normal visual sharpness, yet struggle to tell specific colors apart due to abnormal sensitivity in retinal cone cells. Red-green deficiency is the most prevalent form of this condition. Visual science research confirms that hues falling on identical color confusion lines are highly likely to be misidentified. In practice, common color pairings including red, green, brown and orange often compromise visual distinguishability. For this reason, accessible design must balance aesthetic presentation with practical color discriminability.
[image: IMG_6718]
Unlike color vision deficiency, low vision is defined by weakened visual acuity, restricted visual fields and reduced sensitivity to light contrast. Since people with low vision still possess partial visual function, design solutions ought to optimize and support their remaining sight, rather than completely replacing visual input. Relevant studies have proven that high-contrast color palettes, enlarged graphical and textual elements, and streamlined layouts effectively boost visual legibility and recognition, allowing low-vision users to fully utilize their residual vision.For individuals with total blindness, spatial and environmental perception primarily relies on tactile touch, auditory cues, smell and physical movement. The sensory compensation theory explains that the human brain undergoes neural plasticity in the absence of visual input, strengthening its ability to process information from other senses. This fully validates that rich, immersive artistic experiences can be constructed through diverse sensory channels, instead of depending solely on vision.The multisensory integration theory further illustrates that human perception is formed through the interplay of multiple sensory systems. When tactile, auditory and olfactory stimuli deliver consistent and unified information, users gain a clearer grasp of their surroundings, better emotional control, and more vivid mental imagery (Hertneky, 2020). Owing to these benefits, multisensory design has been widely applied in inclusive museum design, accessible education and art therapy practice through tactile textures, audio guidance, scent atmospheres and interactive experiences (Kydyrova & Alimanova, 2025). A systematic review analyzing 89 art therapy studies for visually impaired populations verified that multisensory interventions significantly improve user participation, independent engagement and emotional expression, proving their value extends far beyond simple visual compensation.
Despite these proven advantages, current academic research largely centers on museum exhibitions, rehabilitation training and inclusive education. There is a notable lack of research focusing on collage-based multisensory art therapy journals. Furthermore, different visually impaired groups exhibit unique sensory preferences and emotional feedback patterns, yet targeted, differentiated design strategies for specific user groups remain scarce.Therefore, this study integrates theories of visual impairment and multisensory design to combine tactile, auditory, olfactory, narrative, and visual elements in an art therapy journal, aiming to create a more inclusive and accessible artistic experience for people with color vision deficiencies, low vision, and blindness.

2.3 Color Psychology and Visually Friendly Design 
Color acts as a core medium for artistic creation and expression, while also serving as a key environmental factor that shapes people’s emotions, cognitive abilities and daily behaviors. As a professional research discipline, color psychology focuses on exploring how different hues affect individuals’ psychological experiences and trigger corresponding physiological responses.Faber Birren proposed in "Color Psychology and Color Therapy" that colours can influence people's emotions, cognition, and behaviors through visual stimulation, and thus are widely applied in medical spaces, rehabilitation environments, and art therapy fields. Subsequently, Max Lüscher further explored the relationship between colours and the nervous system, believing that different colours may cause different psychological and physiological reactions, laying the foundation for the development of colour psychology.The “Invariant Hues” theory proposed by visual science suggests that colours located around 475 nm (blue) and 575 nm (yellow) have a high consistency perception among normal visual individuals and most red-green color-deficient individuals, and are less likely to be confused by the contrast line. (Mochizuki et al., 2011)Therefore, blue and yellow are considered the most stable colours in colour vision-friendly design. At the same time, high-contrast colour combinations are also an important strategy to improve colour vision recognition ability, such as black and white, yellow and black, blue and white, and deep blue and orange. (Mochizuki et al., 2008) These colour combinations have a high recognizability, while combinations such as red-green, red-black, and green-brown should be avoided. Current research generally believes that blue has the effect of stabilizing emotions and alleviating anxiety. (Oshima et al., 2012)Blue, a typical cool-toned hue, commonly conveys a sense of calm, security and reliability. Research has proven it can effectively ease psychological stress in medical settings and moderately stabilize users’ heart rate and blood pressure, making it a prevalent color choice for rehabilitation space design (Wang et al., 2021). In contrast, yellow embodies the warmth of sunshine, vitality and hopefulness. It works to elevate people’s emotional states, relieve nervous fatigue, and foster better focus and positive mindsets. As a dominant color in nature, green is widely recognized for its therapeutic benefits: it calms the nervous system, regulates emotional fluctuations, and facilitates psychological restoration. These unique properties make green a frequent research subject in natural healing and environmental psychology studies.For people with low vision, not only the colour itself but also the size of the graphics, the contrast of light and dark, and the layout structure affect the visual experience. A study from the University Hospital of Bern showed that increasing contrast can significantly improve the reading speed of patients with different types of low vision, and enlarging images and using large areas of colour blocks also help reduce the difficulty of visual recognition. (Christen and Abegg, 2017) Therefore, in visual design, high-contrast colour combinations, simple composition, and clear outlines should be adopted to fully utilize the remaining visual ability of people with low vision.
Based on the above theories, this study integrates colour psychology, colour vision science, and low vision design principles in colour design. On the one hand, blue and yellow are used as the main colour systems, hoping to leverage their relatively stable visual recognition and positive emotional associations to balance the accessibility for colour vision-deficient individuals and the artistic healing experience; on the other hand, through high-contrast colour combinations, large areas of colour blocks, and simple composition, the visual recognition efficiency of people with low vision is improved. (DiGiulio, 2017) At the same time, for completely blind users, tactile, auditory, olfactory, and narrative designs should be combined to jointly construct a complete multi-sensory artistic experience, rather than relying solely on visual expression.


CHAPTER 3：Research Methodology
This study adopts Practice-based Research as the main research method, viewing design practice as an important way of knowledge production. Unlike traditional research methods that focus mainly on experiments or questionnaires, Practice-based Research emphasizes that design works themselves are both research outcomes and an important part of the research process. Researchers continuously try, adjust, and reflect in the design process to validate theories and form new design insights. Therefore, this project does not first complete the theory and then proceed with the design; instead, it continuously cycles and modifies between theoretical learning, material experimentation, and creative practice, making the design process an important part of the research.
At the same time, this study combines the Reflective Practice method proposed by Schön (1983). Throughout the design process, the author continuously records design decisions, problems encountered during material experiments and creative processes, and through continuous reflection, adjusts the design direction. For example, when designing the bamboo forest scene initially, a large amount of green was used as the main visual element. However, after consulting relevant literature on color perception science, it was found that green might cause greater difficulty in recognition for people with red-green color vision deficiencies. Therefore, the color system was adjusted, and blue, yellow, and high-contrast elements were added in the subsequent design. (Zhangmin Yan,2020) This “design-reflection-correction” cycle runs through the entire project and forms the important foundation of the reflection chapter in the fifth chapter.In addition, this study draws on the concept of Participatory Design. The needs of visually impaired individuals are taken as the starting point of the design, rather than merely focusing on the visual effect of the work. (Chunfu Li, Huiting Shi，2014)Since this project was unable to conduct real user testing, the Participatory Design is more reflected in literature research and the introduction of design principles, such as combining visual science, multi-sensory art therapy, and cultural equality theory to attempt to establish stratified design strategies for color vision deficiencies, low vision, and total blindness populations. At the same time, this limitation of lacking the participation of real participants in the design process will also be further reflected in the fifth chapter.


CHAPTER 4：Project Analysis
4.1  Bamboo Forest Series Analysis 
The bamboo forest serves as the starting point of the entire set of notebooks, functioning to guide users into a sensory experience. Therefore, the overall design emphasizes “awareness" and "listening”. In terms of color design, this series uses green as the main visual element, supplemented by a small amount of yellow to represent the natural atmosphere of sunlight passing through the bamboo forest. According to color psychology, green is typically associated with nature, balance, recovery, and vitality, and can alleviate tension and promote mental relaxation, making it suitable as the beginning of a healing narrative. However, this study also realizes that green is one of the colors that red-green color-blind individuals are most likely to confuse. Therefore, during the design process, contrast in brightness and black outline lines were added, and yellow was used to enhance the sense of depth, in order to reduce the difficulty in recognition for color-impaired individuals. This design reflects the balance between color psychology and color vision science, that is, it retains the emotional value of green while also considering visual accessibility.
[image: IMG_3097]In terms of sensory design, the Bamboo Forest Series mainly combines static tactile, auditory, and olfactory sensations to construct a spatial experience. Materials with bamboo vein textures are added to the pages, allowing users to perceive the rhythm changes of the bamboo through touch; at the same time, non-periodic bird chirping and the sound of wind blowing through the bamboo leaves are combined to simulate the spatial sense of the natural environment, and bamboo leaf fragrance is added to further strengthen the image of the bamboo forest. Compared to visual images, this multi-sensory experience is more helpful for completely blind users to establish an overall imagination of the environment. From a theoretical perspective, this series mainly responds to the Attention Restoration Theory and the Non-Visual Mental Imagery Theory. The sounds and tactile sensations in the natural environment can help individuals recover their attention from continuous cognitive stress, and the combined effect of touch, sound, and smell also proves that vision is not the only way to form spatial imagination. In the story, “The wind first learned to listen to the world” symbolizes that the healing process is not to change oneself， but to re-establish a connection with the environment， laying the foundation for subsequent emotional exploration.

4.2 Rain Series Analysis
The rain series is the most emotionally expressive chapter in the entire notebook series. Its theme shifts from exploration to companionship and acceptance, thus the overall design places greater emphasis on rhythm and emotional flow. In terms of color design, this series uses blue, white, and gray as the main color palette. Blue is believed to have the psychological effects of stabilizing emotions, reducing anxiety, and promoting relaxation. It is also one of the most stable colors for those with red-green color vision deficiencies, thus being able to balance both therapeutic functions and accessibility requirements. White and gray are enhanced through blank spaces to create a quiet atmosphere during rainy days, keeping the overall picture simple and reducing visual burden. 
[image: IMG_3095]The tactile design uses bubble film as the core material. When the user gently presses the bubbles, a continuous tactile feedback is generated, corresponding to the rhythm of raindrops falling. At the same time, natural rain sounds are played to create cross-modal correspondence between touch and hearing, enhancing the overall perception of the rainy environment. Additionally, the rain after it stops, the earthy fragrance (Petrichor), as part of the olfactory design, further activates natural memories. This series mainly combines the theory of multisensory integration and the research results of pink noise. Studies have shown that continuous and stable natural rain sounds can reduce psychological stress and help individuals enter a more peaceful state. The combined effect of touch and hearing can enhance the consistency of emotional experience. In the story, the wind initially attempts to blow away the rain but eventually chooses to accompany it as it falls, reflecting that emotions do not necessarily need to be eliminated; sometimes companionship itself is a form of healing. This narrative also responds to the concept emphasized by art therapy of emotional expression and acceptance. 

4.3 Sea Series Analysis
[image: IMG_3091]The Sea series symbolizes the most free and open stage in the entire story, and also the part with the richest multi-sensory design. Compared to the previous two series, the design of the Sea series places greater emphasis on physical perception and spatial experience. It aims to stimulate users' desire for exploration through an open natural environment. The color design features icy blue and extensive blank spaces. The blue color continues the calm psychological suggestion from the previous chapter, while the gradual transition of light blue creates spatial layers of the sea surface. 
The use of blank spaces draws on the “leaving blank” concept in Eastern aesthetics, making the picture open and providing users with more space for free imagination. This series integrates three senses: touch, hearing, and smell. The page incorporates real sand grains and three-dimensional paper art structures to simulate the tactile experience of the beach and the waves; at the same time, it combines the sound of the waves and the chirping of seagulls to establish a complete auditory environment. The ocean fragrance further supplements the olfactory perception, allowing users to form an imagination of the seaside environment through multiple senses, rather than relying solely on visual images. Theoretically, this series mainly combines the Default Mode Network and the eight sensory models. The waves have a stable and repetitive rhythm, which helps to reduce external stimuli and gradually bring the brain into a relaxed and introspective state; while the three-dimensional structure and the touch process between different materials activate body movements and spatial perception, making the artistic experience no longer limited to visual viewing, but a process of body participation. In the story, the wind first faces the vast sea, from fear to running freely, symbolizing that the individual gradually breaks through psychological limitations and builds a sense of self-ability. Therefore, the sea not only represents the natural landscape but also symbolizes the re-gaining of freedom and confidence during the healing process. 

4.4 Night and Clouds Series Analysis
[image: IMG_3093]The “Night and Clouds” series is the final chapter of the entire notebook set and also the conclusion of the healing narrative. Compared with the previous scenes, this series pays more attention to rest, reflection, and inner peace, aiming to guide the users to return from the external world to themselves. In terms of the color system, this series uses a high contrast combination of black and yellow. According to the invariant hues theory in color vision science, yellow is one of the most stable colors perceived by color vision defectors, and the black-yellow combination has extremely high visual contrast, thus enhancing the recognition ability of those with weak vision and color blindness. In this study, black does not represent fear but symbolizes tranquility, rest, and the night, enabling users to re-understand the healing significance of darkness. In terms of sensory design, the pages incorporate a jigsaw puzzle structure, requiring users to complete the assembly through touch, obtaining clear tactile feedback during the operation; soft cotton materials simulate the touch of clouds, further enhancing the sense of security. At the same time, combined with the slow chirping of crickets and the sounds of the nighttime environment, a meditative auditory atmosphere is formed, guiding emotions to gradually stabilize. This series mainly responds to research related to the Sense of Capability theory, the Psychosocial Adaptation Theory, and Interoception. The completion of the jigsaw puzzle can help users establish a positive experience of “I can complete it”, while the continuous and stable chirping of crickets reduces environmental stimulation, allowing attention to gradually return to the body, promoting emotional recovery. At the end of the story, the wind hides in the clouds, recalling the bamboo forest, the sea, and the rain it has experienced along the way, and sleeps quietly in the night. The entire narrative progresses from initially understanding the world to understanding oneself, forming a complete healing cycle. Therefore, the night is not the end of the story but the rest before the next journey begins, and it is also an important symbol of the final return to internal perception in the entire multi-sensory experience.

By integrating the four series, it can be observed that this research does not consider vision as the sole artistic expression method. Instead, it jointly constructs a continuous sensory experience through color, touch, hearing, smell, and narration. The four natural scenes form a sensory narrative arc of “listening - accompanying - releasing - resting”, enabling users to gradually complete the psychological transition from the external world to their inner emotions while experiencing the natural environment. Although this project still lacks real user testing and its therapeutic effect cannot be verified through clinical validation, by integrating color psychology, color vision science, multi-sensory integration theory, and art therapy theory, this research provides a practical design idea for accessible art design for the visually impaired group, and also lays the foundation for subsequent clinical cooperation and user research.

CHAPTER 5：Reflection
5.1 From Designer to Collaborative Designer: Reflections on User Involvement and Clinical Collaboration 
This project initially aimed to respond to the concept of cultural equality, providing a more inclusive artistic experience for people with different visual abilities. However, throughout the design process, I gradually realized that the biggest limitation of this project did not come from the material selection or design presentation, but rather from the always-present and unignorable gap between the designer and the actual users. Due to time, ethical approval, and resource limitations, this project failed to establish partnerships with hospitals, schools for the visually impaired, or rehabilitation institutions, and did not invite real visually impaired individuals to participate in the design process. Therefore, from the story content, multi-sensory materials to the establishment of the color system, almost all design decisions were made by me based on literature research and personal understanding. This means that although this project is designed for visually impaired individuals, it lacks feedback from their real experiences. 
At the beginning of the project, I believed that thoroughly reading the relevant literature on visual science, art therapy, and multi-sensory design would help me establish a more reliable theoretical foundation. However, as I gradually completed the design of the four series, I began to realize that theory can help designers understand “what might happen”, but it cannot replace real usage experience. For instance, I assumed that bubble film could simulate the rhythm of raindrops, bamboo-patterned materials could help create the image of a bamboo forest, and the sound of crickets could bring a sense of calm, but these assumptions all came from my personal experience rather than from the real feedback of visually impaired people. Users of different ages, different cultural backgrounds, and different experiences of blindness might give completely different meanings to the same material, and these differences have not been verified in this project. This problem not only involves methodological deficiencies, but also relates to design ethics. Disability Studies has long emphasized the principle of “Nothing About Us Without Us”. Looking back on the entire project, I gradually realized that I have always defined what “healing” is and what “artistic experience suitable for visually impaired people” is from the perspective of a sighted designer. This way of constructing the usage experience solely by the designer, which is in stark contrast to the concept of cultural parity emphasizing shared participation, exists a clear tension. Therefore, if this project is to be continued in the future, I hope to change the “designing for the visually impaired” mindset and shift to “designing with the visually impaired”. Specifically, cooperation should be established with rehabilitation departments of eye hospitals, visually impaired schools, community support institutions for visually impaired people, and art therapists. Through interviews, joint creation, and long-term observation, the design should be continuously revised, so that visually impaired people not only become research subjects but also become important participants in the design decisions. 

5.2 Reflection on the Application of Psychological Theories 
In this project, color psychology, multi-sensory integration, and narrative design jointly form the important theoretical basis of art therapy. However, after continuously reviewing the literature and completing the design, I gradually realized that there is still a certain gap in the derivation among these theories, and their applicability requires a more cautious understanding. First, this study extensively cited color psychology research such as blue alleviating anxiety and yellow enhancing mood, and based on this, established the color system of the entire work. However, after further reading related literature, I found that most color psychology experiments were based on normal visual groups, while specialized research on color vision defectors was very limited. This means that even if blue and yellow have stable psychological significance for normal visual individuals, it cannot directly prove that color vision defectors can obtain the same healing experience. Therefore, this project actually transfers the research results of normal visual groups to visual-impaired groups, and there are still certain theoretical gaps in between. On the other hand, I hope to construct a narrative structure with therapeutic significance through “The Journey of the Wind”, so that the four natural scenes form an emotional progression from exploration, release, companionship to rest. However, during the later reflection process, I realized that this story still belongs to a closed narrative. Participants are more likely to read the story provided by the designer rather than re-construct their own life experiences. From the perspective of narrative therapy, a truly therapeutic story should allow participants to actively interpret, modify, and even re-create the narrative, rather than accepting a completed answer. Therefore, in the future version, attempts can be made to add blank pages, tactile markers, audio recording modules, or personal story recording spaces, so that users can continue to write “The Journey of the Wind”, allowing the art experience to shift from being led by the designer to being jointly created by the participants. 

5.3 Reflection on Functionality and Accessibility Design 
After completing the physical notebook, I gradually realized that I paid more attention to how the work was presented, rather than thinking about how visually impaired people could truly use it independently. For instance, the entire notebook still relies on vision for navigation. Turning pages, finding materials, identifying chapters, and other operations all assume that the user has certain visual abilities. For fully blind users, this means they must rely on others’ assistance to complete the experience, which is in clear contradiction to the principle of independent use emphasized by accessible design. Moreover, although the four scenarios have obvious differences in themes and materials, the therapeutic functions have not been clearly divided. Regardless of different psychological stages such as anxiety, sadness, or long-term adaptation to blindness, this project has not established corresponding usage suggestions. Therefore, the work is closer to artistic creation rather than developing into an art therapy tool with clear clinical logic. I also found that although the entire project emphasizes multi-sensory experiences, the development of different senses is not balanced. The tactile design runs through all four series, the auditory design forms a complete soundscence, while the olfactory design still remains at the conceptual stage. Only in the paper is there a suggestion of fragrances such as bamboo leaves and the ocean, but they have not been truly integrated into the physical work. This imbalance also reflects that in the design process, I am still influenced by visual thinking. Even if I hope to achieve de-visual centralization, the visual still unconsciously occupies the design focus. If I continue to improve this project in the future, I hope to add braille page indexes, raised navigation lines, audio guides, and tactile positioning systems, and further collaborate with fragrance designers to make the four senses truly form a complete and balanced experience. 

5.4 Reflection from a Cultural Perspective 
This project selects bamboo groves, rain, the sea, and night as four natural scenes, aiming to establish a universal healing experience through the natural environment. However, after completing the design, I began to re-examine whether these natural images truly have cross-cultural universality.Among them, bamboo groves have distinct characteristics of East Asian culture. In cultures such as China and Japan, bamboo is usually associated with resilience, humility, and tranquility, thus easily linking to healing. However, for users who grew up in Europe or other cultural backgrounds, bamboo groves may not evoke the same psychological associations. They might be more familiar with forests, grasslands, or snowy areas. Therefore, the natural images I originally thought to be universally applicable actually still contain the designer's own cultural experience. This realization made me further realize that "universal design" is not truly without cultural background; rather, it hides the designer's own cultural perspective. Therefore, in the future, this project can attempt to develop a culturally-adaptive version. For example, while retaining the overall narrative structure, replace the corresponding natural scenes according to different regions, so that "The Journey of the Wind" can continue to unfold in different cultural environments while maintaining its core healing themes of exploration, companionship, freedom, and rest.

CHAPTER 6：Conclusion
This study focused on the visually impaired population and designed a set of art therapy journals that integrate visual, tactile, auditory and olfactory experiences, centered around cultural equality, multi-sensory design and art therapy. A sensory narrative composed of bamboo groves, oceans, rain and night was constructed with the theme of “The Journey of the Wind”. Different design strategies such as high contrast color schemes, visual assistance optimization, and the combination of touch, sound and smell were proposed for different visually impaired groups, providing references for accessible art design. The study integrates color vision, multi-sensory integration and art therapy theory, proposing the “Sensory Narrative Arc” design concept, emphasizing the substitution of visual center with multiple perceptions, and responding to cultural equality and inclusive design concepts. As it is still at the design prototype stage, in the future, it is necessary to combine real user participation, interdisciplinary collaboration and long-term evaluation to further verify the design effect, and improve auxiliary functions such as braille and voice guidance, while exploring adaptive designs in different cultural backgrounds. Overall, this study aims to re-think the relationship between humans and art, and humans and perception through de-centering visual design practices, promoting the construction of a more open, equal and shared art experience environment.
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