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Abstract.

Play is an act of discovery and stimulation. As children, we play to learn
and grow. As adults, we play for freedom and fo escape from reality.
The action of play is a largely neglected aspect of peoples experience
in urban public space. It is the un-functional and impractical use of the
environment that fulfils a human instinct and curiosity that can spark
conversation and spontaneity in public spaces. The development
of the built environment has centred on improving the efficiency of
daily life and littfle attention has been given to the informal synergies
that urban public space can enable. Yet this space plays a central
role in the formation of our culture and communities. With increasing
frends of migration and urbanisation, New Zealand has become a
multicultural society, but the quality of our public spaces and a distinct
lack of meaningful interaction is causing increased levels of social
fragmentation. The universal action of play can be used as a design
tool to increase the level of meaningful activity and interaction in these
spaces.

This thesis aims to understand how the inclusion of play and playful
behaviour can create polycentric environments that can contribute to
the reversal of social fragmentation between our ethnic communities
and improve social cohesion and resilience within Newtown and
Berhampore, socially deprived suburbs in Wellington, New Zealand.

The method of this research focuses on combining methods of spatial
assessment and community engagement to develop a holistic
understanding of play across social, cultural and physical dimensions.
Observational studies, public surveying and community workshops
combined with a comparative study across a series of case studies
provided a foundation of knowledge that was then able to be applied
to the design of physical playful spaces.

The design response across three test sites vary in scale between small
tactical additions and overall redesign of space. These responses
display how play can facilitate new forms of social interaction and
spark spontaneity. The improved sense of community, familiarity and
overall playfulness, increase overall resilience and overturn effects
of social fragmentation. This thesis demonstrates how landscape
architects can engage with the concept of play to reignite passion
within a community and support social network growth.
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One

Intfroduction.



Intfroduction.

Public space and the physical and social dynamics within these spaces
play a centralrole in the formation of our communities and culture. Streets,
plazas, parks and playgrounds offer an infinite range of experiences
and human connection. They are places of opportunity, activism
and expression. The motivations for this research stems from how the
successful design of public space can facilitate and induce new forms of
meaningful interactions and create a strong sense of community.

Another driver for this research comes from an inferest in play and how
such a fun and simple act of enjoyment can be universally recognised
across all ages and all cultures. These interests present an opportunity for
research; fo understand how play can be used as design tool to create
public spaces that enhance meaningful social interaction and in turn
increase community cohesion and resilience.

Play contradicts the way we typically think about public space and the
everyday functionality of the built environment (Stevens, 2007, p. 27).
It uses these spaces in ways that they weren't designed for and sparks
conversation and lateral thinking around the potential use of a space.
Play has the power to reignite passion within a community and support
social network growth. Much of the theory within this thesis builds on
the work historian Johan Huizinga and urban designer Quentin Stevens.
Huizinga, in his book Homo Ludens.He explores how play is a function of
culture and a product of human nature. We play as it's an expression of
our animalistic instincts (1955, p. 4). Stevens continues this argument and
states that play has place in everyday life due to its transformative power
and the impact it can have on everyday life. It has the possibility o lead
to unexpected and impractical behaviour (2007, p. 27).




Figure 1.1 Cuba Street, Wellington
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Research Question.

C
¢ How can play be used as a design tool to create

socially inclusive public spaces




Research Intent.
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Figure 1.3 Diagram of research aims

The aim of this design research is to explore how the implementation of different types of
play can enhance social experience of public space. The secondary aim of this research
is to understand how play and playful behaviour can create meaningful social interac-
fion and support spontaneous actions.

Objectives

1 To understand how play can affect both place and identfity.
°
To understand how the different types of play can create new social dynamics.

To encourage new form of social interaction within socially deprived
L neighbourhoods.

L infergenerational social mixing.

Develop a design framework that can be applied to the design of play and playful

4 Through the re-design of existing public spaces encourage cross cultural and
5‘ spaces.
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Initial design phase
Research motivations
Site justification

Theoretical foundation

Literature review

Social integration in public space
Urban ludic design

Temporary public space design
Precedent review

Design Phase One
Contextual foundation
Observational Study
Surveys

Mapping

Design Phase Two

Typological framework based off 3 play types
Case studies of formal and informal play
Incidental play analysis

Comparative Study

Design framework

Design Phase Three

Application and testing

Jeypore Street — formal play space re-design
Stanley Street — Informal play testing in existing
public space

Luxford Street — Incidental play opportunities in
existing public space
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Two

Theoretical
framework.
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Chapter Introduction.

This chapter outlines the three different types of play that can be
observed in public space. These include; formal play, informal play and
incidental play (Wellington City Council, 2017). These three categories
of play will be explored throughout the entirety of this thesis. Each type
of play has a set of different implications on people, public space and
social interaction.

The evolution of these play types has stemmed from the evolution of the
formal playground and as play has become more welcomed in public
life these types of play can be distinguished more readlily.

This chapter also expands on the theoretical base that informed all
stages of the design and framework development. It consists of a
literature review and supplementary precedent review of work done in
this field both locally and internationally.

The overarching topic that motivated this design research is play. In
particular, how the inclusion of play in public space can support social
integration, fuel curiosity and activate neighbourhoods. This core focus
of play was separated into three key topics space, people and play
initially. Over the course of the process, the scope of the research
shiffed and evolved. As a result, these topics were refined down to;
Social intfegration in public space, urban ludic design and temporary
public space. Drawn from these topics, studies and key authors were a
series of key learnings that would be applied to the various stages of the
design and framework.

13



Types of Play.

The three types of play that are being experimented with are;
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Formal Play

This type of play is easiest to identify as it has been

normalised in our public space for as long as can be

remembered.

*  Most structured form of play

e Predictable nature

e Occursin astructured and pre-designed space

¢ Play equipment wall vary

e Gross motor skils and movements types
developed will be the same at all play spaces




Informal Play

Informal play is a fluid form of play that generally
involves the interaction between other users or the
use of objects or equipment.

Often part of recreation network

Supported by variation in  material and
topography

Informal use of formal play equipment

Valuable for the development of imagination
and social skills

Increases liveliness of public space

Incidental Play

This type of play can occur anywhere and with
anything, often incidental play occurs on objects that
were constructed for a different intended purpose,
yet they have quadlities that afford playful behaviour.
e Canonly occurin public space

* Unpredictable by nature

¢ Dependent on context and existing community
¢ Can be induced by form or material

¢ Often comes from a temporary action

Concrete platforms at

Adult’s Play

15

Oriental Parade.

Bollards along Wellington Waterfront.

Figure 2.1 Diagram of different play types



History of Formal Play in New Zealand.

1840

Figure 2.3 Ball games

1870-1905

Play in schools was relatively
unrestricted. There was no adult
guidance . The only restriction was the
separation of boys and girls, often by a
large brick wall.

(Sutton-Smith, 1981b)

Figure 2.2 String games
Jerusalem, Whanganui River, 1920s

1877

- m— e —,——,—————

In 1877 elementary schooling was made
universal and compulsory for all children in
New Zealand - o e e e e Em e o

Schools were the first definitive play space
for children outside of their home

Schools were responsible for the origins of
unorganised games. Including, folk games
and rhymes

(Sutton-Smith, 1981b)

Figure 2.4 Public playground in the 1920s
Newtown, Wellington - located out the front
of the old hospital

In the early 1900s there was another shift in
formal play.

Ball sports and other equipment-based
games were infroduced. Also infroduced
was gymnastics apparatus.
(Sutton-Smith, 1981a)

Figure 2.5 Tower Street Playground in
Hornby, Christchurch in 1952

Prior to 1986 playground were
unregulated. Anyone could create a
playground to any standard.

Figure 2.6 Mount Maunganui Primary
playground tower and tennis courts from
the 1980s

Concerns over children’s safety on
playgrounds encouraged the infroduction
of safety standards. After safety

standards were introduced the design

of playgrounds drastically simplified.
Playground manufacturing companies
originated; selling their compliant and one
size fits all playground.

(Hamilton & Mulligan, n.d.)




In 2004 safety standards in New Zealand
and Australia were re-addressed and
both countries adopted an European
standard.

This allowed playground design to
diversify and added elements of
controlled risk.

Figure 2.7 Central Park, Brooklyn,
Wellington

Local councils created a number
of play spaces across the city.
However each of these space

looked the same.

200

In 2006 the playground safety
standards were re-addressed. A
particular emphasis was placed on
early childhood centres and the
supervision associated.

Figure 2.8 Botanical Gardens
Christchurch in 2006

Figure 2.9 Cashmere, Christchurch 2007

2013

In 2013 the United Nations declore..d
under the Right of the Child that
children ‘shall have full opportunity
for play and recreation, which should
be directed to the same purposes as
education’

In 2015 the latest standard of
playground safety was released. An
emphasis on different types of play
was addressed. Including nature
play, free play and incidental play.

Figure 2.10 Margaret Mahy Park, Christchurch.
Designed by WPOUS
Completed 2015.

Figure 2.11 Matairangi Nature Trail Mt Victoria
Completed 2017



Play Space Types.

N 0 2km
‘ Regional Scale
e éregionallevel (Karori Park, Botanic Gardens Playground,
. Waitangi Park, Frank Kitts, Central Park and Matairangi
District Scale .
‘ Nature Trail)
16 district-scale (Freyberg playground, Khandallah Park,
. Neighbourhood Scale Newtown Park and Ben Burn Park)

85 neighbourhood scale
(Wellington City Council, 2017, p. 22).
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Play spaces typically designed to fit in one
of three scales of play space. These scales
will determine what amenities, play types, Regionql Scale
age cafchment and infrastructure will be
provided. (City of Ballarat, 2017).

Neighbourhood scale is a play space that
services the local area.

¢ In awalk-able distance

e Basic level of facilities

* Serve younger demographic

District scales is a play space that will
serve the wider suburbs and often an inter-
suburb draw.

e Often walked and driven to

e Longer visits

e More amenities needed

* Typically larger

Regional scale play space will service the
entire region as well asimmediate suburbs.
e Journey to park is planned

* Long visits - typically all day

*  Full amenities needed

* Wide range of play opportunities

Figure 2.13 Diagram of playground scales

Opposite Page
Figure 2.12 Play space types in Wellington City
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Social Integration in
Public Space.

‘Societies in which residents feel a strong sense of fogetherness and community are more sustainable than
societies that lack this social cohesion’. (Lind, 2016, p. 6).

Social integration has been discussed throughout
literature at lengths, particularly in regards fo the role
of the designer in their design of public spaces. Three
key learnings or design principles can be taken from
this body of literature; the importance of familiarity,
the value of placemaking and also establishing a
sense of belonging.

Social inclusion is both a personal and social process.
It can be felt as an ‘infimate feeling of being at
home' in a place or comes from feeling part of
a network or the ‘social fabric’ (Spaai, 2015, p.
305). Social networks are generally established by
associations within . communal activities such as
sport or recreation, but can also be founded by the
familiarity on the foofpath. In Life Between Buildings
Jan Gehl talks about how people become familiar
with the faces in their community and feel reassured
by their presence, whilst the physical social fies may
be weak, and no dialogue is shared, the comfort
comes from knowing they are around, and nothing
has changed. As confinuously reaffirmed in the
writing of Jan Gehl; public space is the medium for
social networks to be formed, essentially the genesis
of social relationships and more importantly inter-
ethnic bonding. (Gehl, 2011).

Creating a feeling of belonging and comfort is
important for many different social groups, one group
that it is particularly important for is refugees. New
Zealand is one of 37 countries around the world which
participate in the refugee resettlement programme
facilitated by the United Nations High Commissioner
for Refugees. New Zealand has an annual quota of
around 1000 refugees. This resettlement programme
adds to New Zealand's already ethnically diverse
population (Around 25% of the population are
overseas arrivals). There is value in the resettlement
programme as it offers refugees protection of their
human rights and provides the opportunity to begin
a new life away from harm and distress. (Marlowe &
Elliott, 2014). Discussed in most literature around the
resettlement of refugees, one of the hardest struggles
that come with the adjustment to a new life is the
feeling of isolation and lack of supportive social
networks. Sampson and Gifford discuss how public
space can be a particularly overwhelming territory

20

in a new environment. Parks, street fronts and plazas
are full of foreign languages, customs and faces.
Designers have the opportunity to create public
spaces that are safe and supportive, filled with home
comforts for a variety of different users. (Sampson &
Gifford, 2010).

Sampson and Gifford conducted an ethnographic
study in Melbourne to observe the relationship
between placemaking andresettlement, in particular
how youth make themselves feel supported and
recognised in their new environment. (Sampson &
Gifford, 2010). Placemaking is a valuable tool that
should be encouraged by municipal authorities and
active community groups to assist in creating inclusive
public spaces that cater for all generations and
ethnicities. Designers can create the spaces however
as Jane Jacobs infers; you cannot just create space
and expect people fo come. Designers create the
groundwork that the community can build upon.
(Jacobs, 1961).

Most literature speaks on how public space can
be the medium, the genesis for social inclusion.
However, social inclusion just supports a feeling
and public space should facilitate more than just
recognition and establish and promote a strong
sense of belonging. This feeling of belonging requires
the support and backing of the community. A
commonly discussed method for creating a sense
of belonging is a sport and being a part of a team.
A study done in Australia explored diversity among
women in sport and how enhancing access fo
welcoming sport environments can play a key role in
supportfing social inclusion. Whilst this study does go
through how sport, unfortunately, requires conformity
to social and cultural norms it does go through to
say how the participation in sport can have levelling
potential. Sport helps retain community networks
and provides a space for social action; space to
overcome patterns of marginalisation and inequality.
(Cortis, 2009).



Similar findings have been discussed among refugee
youth. An ethnographic fieldwork study among
Somali Australian youth in football clubs found that
the involvement within the sport made the boys feel
at home and supported their rehabilitation into their
new environment. The study continued to state that
establishing a sense of belonging is both a personal
and social matter. How people make themselves
feel at home is often associated with an emoftional
attachment. Making themselves feel this way (af
home) and also the way they make themselves feel a
part of something is not something that can change
quickly. It is a process that involves movements and
actions. (Spaaij, 2015).
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Figure 2.14 Diagram of key learnings

Key Theories to Apply into Designh Research

The importance of familiarity. Designers should
create spaces that force you to interact with your
neighbours and that are full of home comforts of alll
users.

Value of placemaking. Designers create a space that
is the foundation or the groundwork of something
that the community can continue to build upon.

Establishing a sense of belonging. Creating a space
that user's feel as if they have contributed to or
can contribute will create a much stronger sense of
belonging than something that is purely symbolic.
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Precedent Study.

Lions Park

Figures 2.15 and 2.16 Lions Park

Application to Design Research

A range of soft materials (grass, water and rubber chip) and
hard materials (concrete, gravel and vegetation) can be
used to create arange of experiences.

Include a range of play types (sensory, nature, physical etc)

in the design of formal playgrounds to create a more holistic
experience.

22

Gladstone, Queensland, Australia

Key Principles

0)
A

Inclusive Play

®

Site Narrative

Material Diversity

@

Wellbeing

AL

Community Enhancement

Lions Park is a revolutionary park for
Australia. It nurtures the well-being of the
community and goes beyond designing
an easily accessible playground. It takes
info consideration the needs of the entire
community and creates a holistic play
space for all. (Playscape Creations, n.d.).

The design of the playground is inspired
by inventions of Leonardo Da Vinci,
understanding the cogs of interactions
andinnovation. The innovative play space
incorporates sensory features that can
accommodate children and adults with
disabilities, including Sensory Processing
Disorder, Auditory Processing Disorder,
Visual Impairment, Down syndrome,
Autism, Cerebral Palsy, Muscular
Dystrophy and Spina Bifida. The designer,
Playscape Creations, worked closely with
local communities to create a space that
accommodated for a diverse range of
needs. (Playscape Creations, n.d.).



Figures 2.17 and 2.18 Margaret Mahy Park

Key Principles

°
o2,

o=

Multifunctional Space

®

Site Narrative

Material Diversity

a

Celebration for Future

<>

Topography Exploration
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Margaret Mahy Park

Christchurch, New Zealand

The park was established as a Christchurch Rebuild
Anchor Project. The playground achieves one of the key
five principles that the community wanted fo see in the
rebuild of Christchurch; play. Inclusivity was a theme that
ran right throughout the entire design process of this park,
school children were involved in the design concept stage
and mana whenua was engaged throughout to ensure
iwi values were upheld and represented in the design.
The park was given a second name Takaro d Poi which
franslates to people being drawn info a place to connect,
meet and play. (WSP-Opus Interational Consultants Ltd,
n.d.).

One of the most distinctive features of the playground
is the narrative that is portrayed throughout all elements
of the play space. The play equipment and play zones
thread together to create a 130 m ‘story arc’ which tells
stories from local authors such as Margaret Mahy. (WSP-
Opus Interational Consultants Ltd, n.d.).

Application to Design Research

Explore topography to create a more diverse and
challenging environment.

The design can express a narrative of the surrounding area.



Urban Ludic Design.

The term urban ludic design refers to the inherent
playfulness of humankind and how it translates or
manifests itself intfo designs and planning schemes
within the urban realm. This theory follows on from
the work of Dutch historian Johan Huizinga who
suggested that the instinct of play was formative to

human nature.

Huizinga was the first historian to unpack the value of
play and its relation to human behaviour. He discusses
play to be an irational action and confirms that
humans are more just rational being. We have much
more likeness to primal beings. (Anchor, 1978, p. 63).
This gives the power to play that other design fools
cannot offer. Play can link us fogether in a way that
we cannoft logically comprehend therefore creating
a foundation for communities and community-based

design to build from.

He also states that play is an expression of freedom, a
voluntary escape from social obligations and physical
conditions. To enter info the realm of play it requires
a disinterest in everyday life. The seriousness of daily
life is the direct opposite of play. (Stevens, 2007, p.
34). Unlike what Huizinga believes, urban ludic design
brings play to the forefront of space and encourages

all to participate and interact.

The term ludic, which now pertains to the description
of play and playfulness stems from the Lafin root of
ludo (I play). Huizinga defines play down to 6 singular
characteristics; that play is voluntary, not real life,
disinterested, secluded and creates order. Sociologists
Bauman and Robert Caillois follow Huizinga's lead
in the discussion of play and distinguish it further to
state that ‘play is an occasion of pure waste; waste
of time, energy, ingenuity, skill and often money’. Like
Huizinga, they confinue to argue that play should be

kept separate to daily life. (Woodyer, 2012, p. 315).

24

Ludic design is about fulfilling curiosity and enhancing
a pedestrian experience by providing a playful
alternative. Ludic design is commonly only discussed
in regards to ludic interfaces and game design. This
movement in design was initiated by Bill Gaver, a
researcher in interactive design technologies. In his
words, he summarises ludic design to be “design (that)
focuses on reflection and engagement through the
experience of using the designed object”. (Mivielle &
Gentes, 2014, p. 5). This body of research has been
continuously growing, whereas urban ludic design is
a field that is yet to be discussed so explicitly.

One of the key figures who has begun discussing
ludic design in the urban realm is Quentin Stevens.
In his book The Ludic City, he explores the potential
of public space and argues that the fundamental
function of public space is to support informal social
interaction primarily in the form of play. Within this
book he defines five different urban spatial structures
that inform the way people act, move and encounter
each other in public space. These five structures
are paths, intersections, boundaries, thresholds and
props. (2007, p. 178). The correct design of these
spaces can create incidental play opportunities.
Playful behaviour is persuaded without the design of
the object or space having a directly playful intent.
(Donoff & Bridgman, 2017, p. 298).

An approach fto urban ludic design is in the form of
ludic interventions. Playful installations are added
fo the footpath fo provide a playful pedestrian
alternative. These installations can add fo the existing
play network of a city and create a common voice
or vibrant attraction between all playful spaces and
support the creation of community networks and
cohesion. The addition of these spaces encourages
social interaction and adds an element of urban
surprise. A study was done by Gabrielle Donoff and
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Rae Bridgman into a series of urban ludic interventions
fo develop a typological understanding. They
found that whilst playful inferventions could add fo
the overall spirit of a city, it was being disrupted at
council level. Commonly regulafion put in place
made these activities hard to implement. It was
also determined that there is a sfrong connection
between environmental design and community
health and wellbeing. For playfulness to be included
in the design of our urban public spaces there needs
fo be a change aft a municipal level. (2017, pp. 303-
305).

The correct design of public space to include
ludic design principles can result in incidental play
opportunities. As Stevens' states, the presence of a
‘prop’ will evoke a sense playfulness in our public
space that will allow users to engage in spontaneity
and become linked in a way that is beyond our
comprehension. The ‘props’ are an object that sits
in the urban realm on a ‘stage’ designed for social
acts. According fo Stevens, these actions reveal a
relationship between spatial form and bodily action
meaning that the use of material, texture and shape
in these objects is equally as important as their
location and function. (Stevens, 2007, pp. 179-195).

Figure 2.19 Diagram of key learnings

Key Theories to Apply into Design Research

The designer’s role in this type of design is fulfilling
users’ curiosity and providing a playful experience.
This means simple is just as effective as extravagant.

The designs should be connected through a common
narrative or visual cue. Each designed space should

speak to the next but this should not be overly explicit.

Consider texture, material and form in conjunction
with location and function.

25



Precedent Study.

Gap Fillers

Christchurch, New Zealand

Following the devastation of the Christchurch
Earthquake in 2011 the social enterprise Gap
Filler was founded to work with communities,
both the public and private sectors, to
implement placemaking strategies that have
resulted in the creation of spaces that are
memorable, fun, participatory, surprising,
equitable and sociable. They have created
several interactive installations within the
rapidly changing urban fabric of Christchurch,
that have challenged the public’s perception
of what these spaces could be and have
successfully encouraged infergenerational
mixing throughout the community. (“About |
Gap Filler,” n.d.)

One of the notable installation designs is
the Dance-O-Mat. This is a coin-operated
laundromat washing machine which powers
several speakers that surround the dance
floor. The Dance-O-Mat has appeared in
three vacant lots across Christchurch since its
origin in 2012. The first site was located right
next to the red zone and was used for around
600 hours in three months. (“Dance-O-Mat |
Gap Filler,” n.d.).

The dance floor was used for a variety
of different dance types including salsa,
flamenco, breakdance, swing, ceroc,
belly dancing and children’s disco parties.
(“Dance-O-Mat | Gap Filler,” n.d.).

A @ Another one of the installations designed
by Gap Filler is the Super Street Arcade. This

A installation included an oversized joystick
afttached to the pavement and a five-

meter wide screen mounted on the opposite
building. Pedestrians can use the controller to

play several different games created by local
developers. Gap Filer made the controller
deliberately hard to move to encourage
multiplayer interaction. (“Super Street Arcade

| Gap Filler,” n.d.).

Community Mixing Celebration for Future Space Activation

Interactive Display Strong use of Colour

26
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Playful Acupuncture

e

Interactive Display

O)

Space Activation

Community Connections

Simple

Pulse of the City

Boston, Massachusetts, USA

Pulse of the city is an interactive installation that was commissioned by the City of
Boston in 2013, along with 5 other installations. The designed object is a red plastic
heart atfached to a singular pillar. The handles of the heart detect the pedestrian’s
heartbeat and turns it info music that plays out of a speaker in the centre of the
heart. The music generated by the heart sefs a light-hearted tone amongst the
chaos of a city. Pedestrians connect through the notes of the music and instinctively
become connected and meet together on the same bodily rhythm. (“Pulse of the
City,” n.d.).

This installation was designed by George Zisiadis, a designer and arfist who
specialises in public and interactive art displays. His designs are small and tactical
acupunctures of play across a city. He prompts the public to question their existence
in space and the potential use of mundane everyday objects.

Application to Design Research

Small tactical design moves can have a massive impact on space activation.

Playfulness must be a tactile experience. It involves a bodily immersion info the
action.

27



Temporary Design in
Public Space.

A strategic approach to urban design and public
space is through the use of temporality. This approach
can be present through many facets of the design
itself including; the length of time the design is in
place, the materials and spatial qualities or through
the transformative potential of the designed space.
Temporary design can be used as a way to testideas
or generate action. It can start a conversation that
produces long term change. (Franck, 2006, Chapter

Tying down loose space).

The concept of temporality is commonly talked about
in two different perspectives. One is the temporary
use of public space and the other being the design
of temporary spaces also commonly discussed as an
interim use. The temporary use of public space is down
to the flexibility or malleability of an environment.
Quentin Stevens discusses this concept in terms of
loose space. People are facilitators in creating loose
space, and this space is created by their actions.
For a site to be loose, the users must recognise the
inherent properties of the space themselves and
appropriate them individually. As a result footpaths,
plazas and courtyards are inherently looser in nature.
(Franck, 2006, Chapter Tying down loose space).
Stevens addresses the high risk of over-designing
these spaces. The fluidity of the space can be easily
compromised by the assumptions of the designer in
how these spaces will be claimed. (2006, Chapter
Tying down loose space). The over prescribed space
will have no sense of spontaneity and lose the ability

to facilitate the many potential temporary uses.

Temporary spaces create action and assist

developing social knowledge that can result in
opportunities for active participation (Haydn & Temel,
2006, p. 71). The concept of tactical urbanism thrives
from this social disposition. Short term action and
conversation to generate long term change (Lydon,
2015, p. 1). Tactical urbanism at its very essence is the

temporary use of public space.
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It will use tactical design moves and the appropriation
of space to envision a new future or solution. Actions
or 'tactics’ that are taken in the design of these urban
spaces follow a low cost and iterative development
process and will frequently require the participation
of residents (Lydon, 2015, pp. 4-6). The design results
are inherently playful in nature and will activate a
neighbourhood through experimentation in colour,
form and materiality. The temporary character of
these spaces create a chance to deviate away from
regulation and offers the chance to be experimental.
From this, a sense of spontaneity is enabled and those
that engage can experience a sense of mental
freedom. (Lefaivre, 2007, p. 28).

The interim use of space refers to a time when there
is a gap in the utilisation, which for a short period can
be used for another purpose. The newfound interim
use of this space is not typically for economic gain but
more to suggest another method of appropriating
the space. (Haydn & Temel, 2006, p. 11). Play
streets or free street play is a strategy that follows
this method of interim use of space. Play streefts is
a global movement that began in the early 1900s,
where street were designated as play sfreets and
would temporarily close access fo cars to provide
children the opportunity to play freely outside. Since
the 1970s street play and play, streets has declined.
This is largely due to the increasing levels of traffic.
Play has been confined to occur solely in the confines
of designated play facilities. (Wheway, 2015, p. 273).
This has prompted communities across the globe to
reinstate the ‘grassroots movement’ of play streefts.
Play streets have significant positive effects on the
health and wellbeing of communities, as well as
encouraging intercultural mixing and supporting
community cohesion. Play sfreets encourage
residents to leave the perimeter of their private
property and socialise with those that live closest. This
can create stronger bonds of familiarity and in turn
safer neighbourhoods. (“How we can help—London
Play,” n.d.).



The strategy of play streets is an interim use of public
space. Whilst it is used to provide an opportunity for
the community to mix socially, it can also be used
as a tactic to prompt a change in the way play is
envisioned on the street edge.

Temporary public space design can be explored
through a variety of strategies or facets. The
temporality of these spaces provides a platform to
make a statement for long tferm change through
experimental methods. Most of these methods have
an inherently playful essence and prompt social
interaction between communities in new ways.
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Figure 2.24 Diagram of key learnings

Key Theories to Apply into Design Research

Avoid over designing temporary public spaces. They
lose the fluidity and flexibility that is required for mixed-
use.

The design of temporary spaces can be a low cost
and iterative process. This process should be involved
with the affected community. This will result in a
cohesive space and activated neighbourhood.

These spaces should support network growth and aid
in the process of familiarity.



Precedent Study.

“This is not a vacant lot”

Zaragozaq, Spain

This project began as an experimental ‘urban acupuncture’ project in
Saragossa, Spain. The program was infroduced in the city to counteract the
effects of urban deterioration and social fragmentation. Amidst the economic
crisis and significant demographic changes, several vacant lots emerged.
The city council, along with architect Patrizia di Monte, turned these vacant
lots into a network of usable public space. Since 2009, 33 sites across the
city covering more than 42,000 square meters info urban gardens, simple
green spaces, playgrounds and street bowling (petanca). (Mackenzie,
2015). The strategy that was applied to these lots was designed fo be timely
and provide a short ferm fix to the urban problems. Many residents were
hired throughout the site clearing phase and design construction phase.
(Casanova, 2014, pp. 76-83).

Throughout the process, there was a sfrong emphasis on citizen participation
and community involvement. The plans for each site emerged from a series
of meetings with community agencies, community organisations, architects
and neighbourhood groups. The design plans were based on the specific
social and spatial needs of the surrounding area. (Mackenzie, 2015).
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Bond Street

Wellington, New Zealand

Bond Street was developed as part of the Wellington
City Laneways Project. This project followed small
scale pedestrian connections within large city blocks.
The laneways provide short and more attractive routes
for pedestrians. In the summer and early autumn of
2015 Bond Street was temporarily fransformed. Added
to the street were tow seating areas and artificial
lawn, a shipping container and the road was painted
with a bright red pattern. Following the success of

the temporary design and further consultation with @ .
residents, a more permanent design was implemented

in May 2016. A transportable community garden and \
new seating replaced the original design and the @

paint was given a refresh. (“Bond Street refresh and '

community garden,” n.d.).

Community Connections Consultation Pedestrian Friendly
Application to Design Research
Strong use of Colour Low Cost

Create a confrast to the existing environment.

Successful projects come from the backing of communities.
Ensure they are engaged throughout all processes.
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Reflection.

The literature and precedent review combined provide fo be a useful tool in
developing a theoretical understanding of how these topics can be put info
practice as the precedents demonstrated the practical application of key
learnings. Throughout the process of the literature review there became a clear
overlap between the three topics and two key theorists who had applicable
research in all three topics; these theorists were Johan Huizinga and Quentin
Stevens. They both discuss the ability play has to form a social network and
challenge the way public space is currently used. However, they only discuss
how informal play and incidental play opportunities are presented in public
space. Neither of them talks about the role of the formal playground in social
interaction, perhaps because of the semi-private nature of many formal
playgrounds or because they are often age segregated and inherently do not
provide social mixing opportunities.

Key learnings that were found throughout this phase of the research;

Play and other forms of social interaction in public space creates a sense of
familiarity. This familiarity is with both the physical environment but also with the
residents or locals. When places are more pleasant the public will spend more
fime on the streets and in turn play a more active role in their community.

Public space can easily be over-designed and this can lose the fluidity, flexibility
and potential of a site. Small tactical changes that create a joyful experience
with form and material can be just as effective as large scale and costly
changes. The cheap nature of these small tactical changes allows for the space
to change more frequently.

Most effective playful changes and appropriation of space come from the
agency of the user. An effective design will come from placemaking tfechniques
that are put in place by the designer but acted upon by the user.

The creation of successful loose urban space and playful pedestrian alternatives
(ludic design) will aid in the manifestation of all types of play in public space.
Formal play has already been normalised itself in the public realm. Whilst, this
play is still kept to the confines of the playground it is still present in our everyday
lives. Incidental and informal play have not been given the same agency. As
they both cenfre on the fulfilment of curiosity and a pedestrian alternative they
require a carefully designed and flexible urban space.

The next step after this stage of the research was to define asite that would offer
the ideal testing ground for understanding how play and playful experiences in
public space can be used as a design tool for encouraging social interaction.
The site selected for this research needed to be an area that was socially
deprived and showing evidence of social fragmentation.
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Three

Setting the scene.
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Chapter Introduction.

This chapter confinues on from the theoretical framework and provides a brief
summary of the conditions of Wellington's public space and play network, and
why the selection of the site was important to the discourse of research. The
beginning of this chapter unpacks the physical spatial conditions that shape
the community of Newtown and Berhampore and what has confributed to the
higher level of social fragmentation within these suburbs.
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Social Deprivation in Wellington.

Low

High

>
<
e 8

Figure 3.2 Social Deprivation Scale

A deprivation index created by profile id ranks the
suburbs in Wellingfton. This ranking is based off access to
infernet, income, benefits, employment, qualifications,
home ownership, family structure, living situations and
access fo a car. (“Deprivation index | Wellington City |
profile.id,” n.d.).

@® Community and Recreation centres
@ Playground
® Vegetable Markets
Libraries
[l Swimming Pools
7 Parks
[l Sports Grounds
[l School Sports Grounds

Opposite Page
Figure 3.1 Social Facilities in Wellington City
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Wellington Ethnicities

MELAA
Asian

Pacific
Peoples uropean

Maori

Figure 3.3 Ethnic spread in Wellington City.

Data retfrieved from Wellington City. (n.d.). Retrieved
September 18, 2019, from https://profile.idnz.co.nz/
wellington/ethnic-group.

Age Spread in Wellington Age

60%

Percentage
of

. 30%
population

Figure 3.4 Age spread in Wellington City.

Data refrieved from Wellington City. (2019, September
18). Retrieved from https://profile.idnz.co.nz/wellington/
five-year-age-groups.

Findings

High level of wealth and deprivation in Wellington
City

Suburbs of highest deprivation are Newtown,
Berhampore, Strathmore and Te Aro

Most social facilties are located in the suburbs on the
fringe of the inner city

Wide spread of neighbourhood scale playgrounds
across entire region



Playable Space in Wellington City.

This map explores the existing play network in Wellington City, separated
by the informal play network and the formal play network.

Currently in the Wellington

network there are;

e 107 formal playgrounds

e 4207 hectares of open
space (including
Wellington Town belf,
the outer green belt
and coastal reserves)

e 250 hectares of
neighbourhood parks

e 43 sports grounds

e 330 km of walking
fracks.

The vision of the new play

network in Wellington;

¢ Additional 6
playgrounds

* 23 basketball courts

e Residents are within
600 meters of a
neighbourhood
playground

e 800 meters of
a ‘destination’
playground

Figure 3.5 Informal Play Network in Wellington N 0 2 km

. Schools

. Recreational Reserves

. Sports Fields

40



Figure 3.6 Formal Play Network in Wellington

. Playground Network

Recreational Reserve
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Short list of Suburbs for Research.

Findings

* Existing social facilities to use as case studies
* Considered to be socially deprived

* Strong existing site character

* Dense suburb
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Strathmore




Newtown and Berhamp«

Newtown and Berhampore are located just
south of Wellington nestled between the inner
and outer green belfs. The suburbs act as the
gateway to the city providing access along
Adelaide Road, Riddiford Street and Constable
Street to suburbs such as Island Bay, Kilbirnie
and the South Coast. Both suburbs are originally
working-class suburbs. In recent fimes they have
both followed gentrification frends making
them the ideal place for young professionals,
students and immigrants. Over 45% of the
population is between the ages of 18-34 and
50% of the population are overseas arrivals. The
rapid growth of these suburbs has led fo the
quick densification of each neighbourhood
and has resulted in an overall loss of character
and suburb identity. However, streets within
both suburbs have managed to retain a
sense of creativity and personal expression.
(“Population, dwellings & ethnicity | Newtown
| profile.id,” n.d.), (“About the profile areas |
Berhampore | profile.id,” n.d.).

Earlier drawings of site character; Berhampore

Rintoul Street
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Earlier drawings of site character; Newtown

re.

Mansfield Street

Figure 3.9 Map showing site context

Figure 3.10 Early drawings of Newtown character

200 m

Opposite page

Figure 3.8 Early drawings of Berhampore character
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Justification for Site Selection.

Educational, Social and Community Facilities.

This map explores the existing social facilities in Newtown and
Berhampore and the spread of ages.

Pre School (0-4 yrs)
. High School (13-18 yrs)
. Intermediate School (10-13 yrs)
. Primary School (5-10 yrs)

. Elderly Care

Public Building Uses

. Sports Facilities

. Community Buildings

Commercial Buildings =

. Churches
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Figure 3.12 Montage of community facilities

‘ Figure 3.13 Montage of sports fields

\ A
3

Findings

One of the defining characteristics of Newtown and
Berhampore is the vast range of ages that coexists
within the suburb.

Opposite page .
Figure 3.11 Map of educational, social and community facilities

N 0 400m

A |
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6 schools

2 high schools Wellington College and
Wellington East Girls

1 intermediate

3 primary schools (2 in Newtown and 1 in
Berhampore).

6 preschools/ kindergartens.

3 refirement homes



Justification for Site Selection.

Housing Types.

This map explores how people in Newtown and

Berhampore live and tries to understand the need for
public space

. Apartments

Semi Detached D

. Social Housing

Elderly Care

Single Dwellings

48



b T

i el ol

1

Figure 3.15 Montage of social housing

Figure 3.16 Montage of apartment blocks

Figure 3.17 Montage of stand alone dwellings

Opposite page
Figure 3.14 Map of housing types in both suburbs

N 0 400m

A | |

— _\L ke BB

Centennial Flats, located on Adelaide Road in Berhampore,
was one of the first models of social housing flats designed un-
der the labour government’s social housing scheme in 1938.
("Density done well,” 2016).

Findings

e Denisified quickly

*  Most common housing type is stand alone dwelling

e 40% of high density dwellings are owned by Housing New
Zealand and the Wellington City Council

*  Quality public space is in high demand
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Justification for Site Selection.

Playable Space.

This map explores the existing playable space in both
suburbs. It looks at both hard and soft scapes.
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Opposite page
Figure 3.18 Exploration of surfaces and site conditions

N 0 400m

A | |
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Figure 3.19 Photos of surfaces and site conditions

Findings

Hardscape is car parks and kerbs

Schools are playable areas

Schools can only be used at certain times of the year
Kerb widths are so varied - some are playable
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Reflection.

The investigation info Newtown and Berhampore revealed several challenges
that originate from the spatial conditions of these suburbs. The most prominent
spatial challenge is the lack of social space within the internal urban fabric
of both suburbs. Community and public spaces have formed around the
outer reaches of the suburbs within the inner and outer green belts. The rapid
densification of Newtown and Berhampore was one of the many driving factors
in this frend. The need for quality outdoor space is also much higher than many
other Wellington suburbs due to the high proportion of residents living in medium
to high-density dwellings.

Moving forward the next step was to develop a typological analysis of the case
studies that were outlined in this chapter. This typological analysis will start to
understand the physical and social conditions that were present in these sites.
This study would be supplemented by the findings from the observational study,
surveying and mapping. The surveying and discussions proved to be the most
effective method of gathering data, these conversations provided an insider’s
perspective of the positives and negatives of each site.
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Four

Developing a play
tool kit.
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Chapter Introduction.

This chapter follows the construction of a design framework based on
a typological understanding of existing play spaces in Newtown and
Berhampore. The design framework outlines a series of design criteria
and an approach that can be applied to the design of play and playful
spaces. In this chapter, it is demonstrated how a comparative study and
site specific analysis can be used to compare existing sites and exiract
site-specific and typological knowledge that can then be generated
info a design tool kit.

Initially a singular comparative study was done of 8 play spaces in
Newtown and Berhampore, however, as the research evolved it
became apparent that the initial tool kit was only able to be applied to
both formal and informal play spaces, whereas a different criterion was
needed for designing incidental play opportunities. This is likely due to
the nature of incidental play. As a result, a second comparative study
was conducted. This study surveyed spaces in Wellington that afforded
playful activity.
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Formal and
Informal Play Tool
Kit.



Case Study; Playground Locations.
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Figure 4.1 Location of formal and informal case studies N 0




Outer Ring Internal

Constalde Strect

Murtorn Park

Residential

\eupare Steeet Carrarg Park

Figure 4.2 Pictures of formal and informal case studies
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Outlier

Farnhaw Street

Within the play network of Newtown and
Berhampore, there are 12 playgrounds, 4
of which are located in Berhampore and
the remaining 8 are in Newtown. The 8
case studies were chosen based on their
accessibility to the public. Four of the
playgrounds were excluded from the study
as they were located within small housing
complexes and, whilst they are maintained
by the Wellington City Council and are
public space, they felt more private and
unwelcoming for outside visitors.

Newtown

* Mt Cook Playground

* Hanson Street Playground

* Constable Street Playground

* The Newfown Community Centre
Playground

e Carrara Park

*  Newtown Park

Berhampore
* Jeypore Street Playground
e Farnham Street Playground

The parks can be divided into 3 distinct
categories. Farnham Street Playground
does not fit in one of these categories.



Playground Type; Outer Ring

These 3 parks sit in the outer ring of the suburbs, within the outer and
inner green belts of Wellington. These parks consist of a little more space
and are located within close proximity to sports fields or recreational
facilities.

Mt Cook Playground
'.'__'._ O . AL

" Trs

Hanson Street Pla-yground

Formal and informal play
space

For ages between 5 and
10

Near community
businesses and sports
facilities

Connection to Mt Cook
and Newtown

Large flexible lawn

Formal and informal play
space

For ages between 5 and
10

Located near houses
and sports fields

Part of outer green belt
park network

Large uneven lawn

Formal play space

For ages between 5 and
10

Located back end of
Newtown

Connected to the zoo
and regional sports
facility



Playground Type; Internal

These playgrounds sit within the town centre of Newtown, they are
located next to busy roads, commercial buildings and community
facilities. There are no parks of this description in Berhampore.

Constable Street Playground

..‘ + . . '?'j .. }:'Ir _. -

F‘j‘. * Formal play space
Y+ Forages between 5and
8
* Located near housing
complex and community
facilities such as library
Fenced in and well used

B = c Ell'.'* - Y
Community Centre Playground

TECE T F N
- \

:~* Formal and informal play

space

e Forages between 5 and

% 0

i* Located near housing

complex and community
facilities

e Colourful playground
design

Figure 4.6 Context map Constable Street

Figure 4.7 Context map Community Centre

Opposite page
Figure 4.3 Context map Mt Cook

Figure 4.4 Context map Hanson Street

Figure 4.5 Confext map Newtown Park
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Playground Type; Residential

Another category that the playground falls under is residential. Carrara
Park and Jeypore Street Playground are located within quiet suburban

streefs.

Carrara Park Playgro

Bl

tree’r Pla-yg;r

ff]

und

-_1.-‘ #

ound

o N g
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Formal and informal play
space

For ages between 5 and
16

Well used community
space

Surrounding by a variety
of housing types

Large flexible lawn
Community garden

Formal play space

For ages between 1 and
6

Well used community
space

Used by all ages but not
at the same time

Very small

Recently redesigned



Playground Type; Outlier

Farnham Park Playground
._.i-b..l -_! “*E.\ N o =

Formal and informal play
space

* Forages between 5 and
12

— » Sits outside of Newtown

and Berhampore

Ce Connection to Liardet

T Street sports field

~ ¢ Large flexible lawn

Figure 4.10 Context map Farnham Street

Opposite page
Figure 4.8 Context map Carrara Park

Figure 4.9 Context map Jeypore Street
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Case Study Method.

Initial
Site Findings ;
1
1
1
1
1
1
1
1
[
Case Study
Existing Play

— Spaces -

Features Contextual Appropriation Affordances Preferences User Types
: Relationship : : :
e | s ; :

Mapping :
............ ...........I :
Observational
Study

Figure 4.11 Case study method diagram
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Developed
Site
Knowledge

Informed
Design
Principles
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The intent of the eight case studies
that were highlighted in Newtown
and Berhampore were to develop an
understanding of how play currently
manifests itself in a New Zealand context.

These eight case studies would be used to
gather both site specific knowledge and
typological patterns that are consistent
across playgrounds currently. Each case
study has its own spatial features and use
patterns. Techniques such as mapping,
observational studies and user surveys
were used to develop an understanding
of all these conditions.



Observational
Study.

The intent of the observational study was
fo understand how the playgrounds in
Newtown and Berhampore are currently
used and to determine who used these
sites.

The method for this observational study is
based off the work of Studio Ludo, a firm
based in Philadelphia that focuses on the
design, research and advocacy of better
play for children. Studio Ludo conducted a
study of 16 different playgrounds across the
London area, observing them for 3 months
between the hours of 8 am and 7 pm 7 days
a week. (Studio Ludo, 2017).

The observational study in Newtown and
Berhampore was conducted between April
and May. The playgrounds were visited on
week days and weekends, at 3 separate
fimes of the day. These times were between
8-10am, 12-2pm and 4-6pm. (One trip was
made after 6pm but as the sun had already
set the playgrounds were not in use by
anyone). Also included in the observation
study were visits to the playgrounds during
the autumn school holidays which included
Easter holidays and ANZAC day. It was
important to look at the playgrounds at this
fime as Studio Ludo had mentioned in their
own findings that school holidays were the
peak of activity. (Studioludo, 2017).
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Findings

School holidays and public holidays
were the busiest (only 2 playgrounds
had no attendees)

Peak aftendance on ANZAC day was
between 12-2pm

Constable Street had the highest
number of aftendees

Cararra Playground was used as a
thoroughfare as well as a destination
Mt Cook was used as a thoroughfare
more than a destination

Streets surrounding Constable Street
and the Community Centre were the
most active

Weekends were more popular than
weekdays (Sunday being more than
Saturday)

Playgrounds near sports fields
(Hanson Street and Farnham) had no
detectable pattern of use

Jeypore was used in short bursts
throughout the day

Constable Street, Carrara and
Jeypore Street had the highest
numbers of active supervisiors
wathcing kids




Observational Mapping synopsis of 5 weeks

Newtown Park

Carrara Park

TVIIN3AISIY
ONIY ¥31nO

Jeypore Street Mt Cook Park

Community Centre

TVNY3INI

Constable Street Farnham Street
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c
—
=
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Figure 4.12 Obeservation of user movements around site
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Surveys of Play Space

Users.

The intent of the user surveys was to
understand who was visitng these spaces
and develop a personable understanding
of each site.

This survey was based off a quality
assessment tool kit published by Play
Scofland in 2008. (Cole-Hamilton &
Crawford, 2011). Play Scotland is a
registered charity in the UK that focuses on
delivering Article 31 of the UN convention
on the Rights of the Child, which states
“That every child has the right to rest and
leisure, to engage in play and recreational
activities appropriate to the age of the
child and to participate freely in cultural
life and the arts” (Unicef, n.d.). The
organisation has put together a series of
guidelines and fool kits that can be used
tfo asses and improve local play spaces
and create more opportunities for quality
play. In this tool kit, a survey was provided
that asked questions about frequency of
play, fime spent at the park, moftivations
for visitng the park, and positive and
negatives of the facilities provided. Added
fo this survey were demographic questions
asking about age, ethnicity and where
they reside.

70

Findings

Those who attended Jeypore Street
were the most wiling to answer
questions

Constable Street had the most
attendees, it was liked for the full fence
and the proximity to the fown centre
Most of those who attended Newtown
Park were not from Wellngton
(Aftached to Wellington Zoo)
Community Centre Playground had
anunfunctional design, but the colours
of the playground were appealing to
those who walked or drove past
Farnham Street had no aftendees
willing to answer questions

Mt Cook Playground was only used
during weekends




Playground attendees on survey days g . o of 5 weeks

Mt Cook Park Newtown Park
15— 15—
10— 10—
54 5—
TM Tu W Th F Sa Su M Tu W Th F Sa Su
Farnham Street Carrara Park
15— 15—
10— 10—
5 5
. N o

M Tu W Th F Sa Su M Tu W Th F Sa Su
Jeypore Street Community Centre
15— 15—
10 10—
5 5
T™M Tu W Th F Sa Su TM Tu W Th F Sa Su
Constable Street Hanson Street
15— 15—
10 10—
5— 5

0_

"M Tu W Th F Sa Su M Tu W Th F Sa Su

Figure 4.13 Number of users in each site across survey period
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Comparative Study.

_—

Mapping
. ¥ Developed
Observational | .
Study — & ------- } Site
: A Knowledge
User
Survey

®
Case Study

Successes

Limitations

Figure 4.14 Comparative Study method diagram
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Comparative

73

Typological
Knowledge

Site
Specific
Knowledge

A comparative study was conducted between all
eight sites using the data that had been gathered
through the initial site analysis. The comparative
sfudy was the best suited approach to extracting
patterns and typologies as it directly compared
all of the eight case studies against one another.
Features that were compared were broken down
info three categories; space, people and play. These
categories were then broken down further into sub
categories. The results that were extractable from
the comparative study demonstrated site-specific
knowledge as well as typological knowledge.



Quantitative Comparative Study
Results.

ACCESSIBILITY

Newtown Park
-Carmra Park
Constable Street
-Hanson Street
.Mt Cook Park
-Jeypore Street
-Fam ham Street

Close to Public Transport
Fath in good shape
Farking

Road crossings

Access for disabled

Multiple access points

o
@ ® ® ® ® ®»| Community Centre

Clean

Bins

Lighting
Adult Seating
Bike Racks
Tables
Toilets

Water fountain
ENVIRONMENTAL

Trees

Zhort grass

Long grass
Sun'shade’shelter
Undulating ground
Rocks

Mo neisefraffic pollution

-.-.-.-.:
people

MNewtown Park
Carrara Park
Community Centre
Constable Street
Hanson Street

Mt Cook Park
Jeypore Street
Farnham Street

Plassant
Signage

Mearby Green Open Space

First tims
Onee a menth

Every couple of weeks

Mo Vandalism Weskly

Distance from road (=20} Everyday
PROXIMITY LIVE LOCALLY
Shops ‘fas - Mewtown or Berhe

Aftractions’ Commereial Facilities
Sports fisld

‘Community Buildings

Small
Moderate

Large

Baby (0-4}
Child {5-12)
Youth (13-24)
Adult (25-84)
Elderly (85+)

Live locally

VEGETATION

Large Trees
Zmall Trees
Shrub Planting
Vegetation Fenes

Matural Features

Grass
Asphalt
Rubber Tiles
Rubber Chip
Bark

Astro Turf

SAFETY

Safe Equipment
Broken Equipment
Proximity to Busy Road
Passive Surveillance
Shade

Slipperiness

Fenced

Adult - Male Dominated

Adult - Female Dominated

Adutt - Mized

Youth

Children - Male Dominated

Children - Female Dominaied

Child - Mixed

TIME OF DAY

Eazrly Marning
Mid Morning
Lunch
Afternocn
Evening

Night

Flay

Social Gathering
Informal Sport

Alone! Resting
Community Gardening

Muowing Through

Mo
TIME SPENT
Under 30 mins

Argund an hour

2 Hours or more

Singular Friend
Group of Friends
Family

Alone
RANSPOR
Walk

Drrive

Bike! Scocter! Skate

Monday
Tuesday
Wednesday
Thursday
Friday
Saturday
Sunday

Public Holidays

Schoaol Holidays

Figure 4.15 Comparative Study table of initial results



MNewtown Park

Carrara Park

Community Centre

Constable Street

Hanson Street
Mt Cook Park
Jeypore Street
Farnham Street

impore

TYPES OF PLAY

Newtown Park

Carrara Park

Community Centre

Constable Street

Hanson Street

Mt Cook Park

Jeypore Street

Famham Street

Phrysical

Fixed Equipment
Creative

Social

Mature

Sensory

Daring! Risk

Swing

Infant Swing
Rockiopus
Ses Saw
Round a bout
Spinning Disk
Spinning Cup
Spinning Stand
Elide

Monkey Bars
Abseil Wall
Riock Wall
Rope Met Wall
Abacus

Metal Rail Shde
Swing Bridge
Rocker
Baszketball hoop
Fireman's Pole
Siatic Bridge
Balance Beam
Tunnel

Flying Faox
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The comparative study was broken
down into 3 main categories
Space, People and Play. To
determine which playgrounds
were most successful a point was
assigned to each colourful dot.

Scores

¢ Newtown Park 52

e Carrara Park 70

e Community Cenfre 68
e Constable Street 63

e Hanson Street 50

e Mt Cook Park 50

e Jeypore Street 46

e Farnham Street 59

The scores received by each
playground were unsurprising
and pointed correctly towards
which play spaces were most and
least successful. However, what
the comparative study failed to
take info account was a desire
from the community. Jeypore
scored the lowest out of all the
playgrounds yet most people
in the Berhampore community
praise the play space for its
convenience. It scored low based
on the size of the playground and
the lack of visual play diversity
yet this did not deter users from
attending the play space.



Categor

Categor

Categor

Visualising Tendencies.

The initial comparative study was a sweeping overview
of what each playground provided and who visited
the playground. However, this method of comparison
failed to understand the on-the-ground tendencies
and what similar patterns were repeated across the
different playgrounds that could then be extracted and
developedinto aset of design principles. This sort of data
could only be gathered from a visual understanding of
each space. As aresult, a visual representation of each
of the subcategories was created to understand the
specific design tactics that had been used.

The following pages expand on the visual patterns
and typologies that were turned into visual cues. Each
study continued to develop a strong foundation of
knowledge.
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Figure 4.16 Diagram of visualising fendencies process
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Visualising Tendencies.

SPACE // Close Context Features

Entrance Types

Newtown Park Carrara Park Community Centre
Constable Street Hanson Street Mt Cook Park
Jeypore Street Farnham Street

Figure 4.17 Patterns of enfrance types
Findings

There are three main enfrance types and

fencing types across the playgrounds.

¢ 0.5-meter high wooden fence. (Not closed
with a gate but the two ends of the fence
overlap)

* Closed in and gated. (Height between 1
meter and 1.5 meters)

* No fence or no official entrance. (Further
back from the road)

Figure 4.18 Diagrams of entrance types
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Lighting

Newtown Park Carrara Park

Community Centre

N~

Constable Street Hanson Street Mt Cook Park
Jeypore Street Farnham Street
Figure 4.19 Patterns of light sources
Findings
3 main lighting sources affect the play spaces.
These are;
e Street lights Park Lights

e Park lights
e Flood of light from surrounding dwellings

Playgrounds located right within the centre of
the suburbs adjacent to main roads were the

most lit. (3 separate sources)

Playspaces that were located more within the
town belt had light from only one source

Figure 4.20 Diagram of light sources
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Street Lights

House Lights




Visualising Tendencies.

SPACE // Close Context Features

Seating Arrangements

Newtown Park

Carrara Park

—

QR

Community Centre

="

*Q

Constable Street

Mt Cook Park

Jeypore Street

Figure 4.21 Patterns of seating types

Findings

Observation seating type

Farnham Street

Internally social seating arrangement

There is littfle sociability with this seating type
as the size of it is just large enough to fit two
people comfortably or three people that are
familiar with each other.

Figure 4.22 Seating types
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This seating type allows the users to face
each other and encourages interaction
between the two.



Crossing Types

Newtown Park

Carrara Park Community Centre
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Figure 4.23 Patterns of crossing types

Findings

(1) 1nm

2 EEEEEm

(3) -_— @ -

Three Crossing Types;

Heavy traffic and light assisted or
zebra crossing (1)

Moderate to heavy traffic and no
assisted crossing (2)

Light traffic and no assisted crossing
(3)

Figure 4.24 Photos of crossing types



Visualising Tendencies.

SPACE // Close Context Features

Surveillance
Newtown Park Carrara Park Community Centre

Constable Street Mt Cook Park

Jeypore Street Farnham Street

Figure 4.25 Patterns of surveillance types

Findings

Four Surveillance Types;

e Active roads and facing residential
building

* Quietroads and facingresidential buildings

e Residential surroundings with back to park.

e Zero passive surveillance

Figure 4.26 Photos of playground surroundings
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Vegetation
Newtown Park Carrara Park Community Centre
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Figure 4.26 Patterns of vegetation types

Findings

Four Vegetation Types;

e Shade tfree «and decoration free
combination

e Barrier and shade trees combination

e Barrier and decoration tree

e Shade frees only

Decoration

Barrier
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Visualising Tendencies.
SPACE // Wide Context Features

Newtown Park Carrara Park Community Centre

Jeypore Street

Figure 4.27 Maps of playground context
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Constable Street

Farnham Street

85

Findings

Maijority of the play spaces were surrounded
by community or commercial facilities (not
designed as desfinations more as spaces to
supplement the existing activity)

Commonly located near medium to high-
density dwellings (relationship with a natural
feature)



Visualising Tendencies.

PLAY

Fixed Play Equipment

Newtown Park Carrara Park Community Centre
g &
o ¢ WEeE W
Constable Street Hanson Street Mt Cook Park
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Figure 4.28 Layout of playground equipment
Findings

The play spaces show a wide variety of different play types, however, each park only supported
around 3 types of play apart from Carrara which supported all types of play excluding sensory
play. The fixed play equipment is laid out in three main patterns. The first patter is separate age
zones; the play spaces are divided by age or level of difficulty. The second type is the separation
of movement zones. In each section of playable space, there is a focus on a different movement
type. The final pattern is the concentrated play space. Whilst the site is generally quite big the
fixed playable space is concentrated to one area of the site
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Creative Play Space
Carrara Park

Newtown Park

A

Community Centre

Constable Street

Hanson Street

Mt Cook Park

K

Jeypore Street

Farnham Street

Figure 4.29 Location of creative play

Physical Play Space

Carrara Park

Newtown Park

Community Centre

Constable Street

Hanson Street

Mt Cook Park

ﬁ

Jeypore Street

Farnham Street

Figure 4.30 Location of physical play

Social Play $§

Newtown Park

pace
Carrara Park

Community Centre

Mt Cook Park

i )

Jeypore Street

Farnham Street

Figure 4.31 Location of social play
87

Findings
Types of play that are often included
in play spaces include;

Physical
Creative

Social

Sensory

Nature
Proprioception
Vestibular

Fixed equipment

However it is quite rare that all types of
play will be included in play spaces.
Typically physical, creative and social
play are included.



Visualising Tendencies.

PEOPLE

Age of Users

Newtown Park

10

12

AM

PM

PM

PM

BABY CHILD

YOUTH

ADULT

ELDERLY

Carrara Park

10

12

AM

PM

PM

BABY CHILD
;

YOUTH

ADULT
|

ELDERLY

:

Community Centre

PM

PM

BABY

YOUTH
|

ADULT

ELDERLY

CHILD
|

Constable Street

PM

PM

BABY CHILD

i

YOUTH

ADULT  ELDERLY
Iy

Hanson Street

10

12

Mt Cook Park

10

12

Jeypore Street

Farnham Street

AM

PM

PM

PM

PM

BABY

CHILD

YOUTH

ADULT  ELDERLY
|

BABY

CHILD

YOUTH

ADULT  ELDERLY
|

BABY
|

CHILD

YOUTH

ADULT
|

ELDERLY

BABY

CHILD

YOUTH

ADULT
|

ELDERLY

Figure 4.32 Age groups of playground users




Time of Day

Newtown Park

10 am

12 pPm

PM

PM

Carrara Park

10 am

12 pPm

PM

PM

Community Centre

10 Am

12 pPm
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Figure 4.33 Intensity of use across the day

Findings

The spread of people that
visited all of the eight-play
spaces was relatively broad.
The number of users across
the day and who visited the
playground was strongly
dependent on its location. The
infernal playgrounds and ones
sifuated on main roads were
visited much more frequently
than the playgrounds located
within the inner and outer tfown
belt, apart from Newtown Park.
This was due fo its proximity
to the Zoo. Constable Street
and the Community Cenire
Playground were used all week
long and at all times of the day.
Jeypore Street, Newtown Park
and Carrara Park were used all
week long but only at certain
fimes of the day. The final three
parks Mt Cook Park, Hanson
Street and Farnham Street were
typically only used on weekends
and holidays.



Visualising Tendencies.

PEOPLE
Visitor Groupings

Newtown Park

- Individual
Carrara Park
Community Centre
&' Age Groups
Constable Street
\ '
Hanson Street
Mt Cook Park
Jeypore Street
Supervision
Dependent
Groups

Farnham Street

90 Figure 4.34 Types of users of each playground



Age Appropriate Spaces

Newtown Park

Carrara Park

Community Centre

=

Constable Street

i

Hanson Street

Mt Cook Park

]

Jeypore Street

Farnham Street

Figure 4.35 Spaces designed for particular age groups

Transport to Play Space

Newtown Park

4

Carrara Park

Community Centre

Constable Street

Hanson Street

Mt Cook Park

Jeypore Street

Farnham Street

Figure 4.36 Methods of tfransportation to site

N

Baby

Child

Youth

Adult

. Elderly

—— Car
Public Transport

Transportation to the play spaces
depended on the location of the
site and the visitor type. Spaces
that were located near inter-
regional faciliies such as sports
fields and the zoo typically had
people driving or biking to the park
whereas spaces that sat within
the suburban streets typically had
visitors that travelled there by car
or bike, this meant that the need
for car parking was not so vital.



Observations and Similarities.
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Figure 4.37 Diagram of tool kit creation
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Synthesised Typological Knowledge
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Figure 4.38 Photo of process

These visual tendencies were placed upon a
singular board so they could be observed more
holistically. Each playground was placed in
it's own individual down column. The across
columns were for each specific category such
as accessibility, features, demographics and play
equipment layout.

The down columns provided a synthesised site
knowledge, a rounded assessment on the quality
of the play space and who was using it. Whereas
the across columns provided synthesised typology
knowledge, a synopsis of successful patterns and
the foundation to create a set of design principles.

From this, a series of 29 design potentials were
established and divided into 4 main categories.

The first 8 are specific to finding a desirable
location, one that assists the existing urban fabric
and support existing infrastructure. The remaining
21 are a set of design ideas; the 3 categories
are environmental/ vegetation, spatial features/
amenities and play types/ zones.

This tool kit has been designed to provide an
overview of considerations that should be taken
intfo account when designing a play space. The
scale of the space will determine which principles
are more critical than others.
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Formal and Informal Play Tool Kit.

v

Remove influence of barriers to
play space use road crossings and

overpdasses

Visual sightlines to play space
increases attendance - increases

ease of access

4

X

Play spaces should supplement
public buildings such as libraries,
community centres and recreation

facilities

Place play space within the active
network — where people are moving
around and through to avoid

isolation

Space/Context/Barriers

Design play spaces that
complement existing attractions and
public buildings

x

Play spaces need to be far back
enough from the road that they are
safe — particularly if they have no
fence, however too far back can
limit passive surveillance

l- =
High density housing requires
sufficient public space and play
spaces available for residents to use

X

Place play spaces close to main
arterial roads, more active foot
fraffic



Environmental/Vegetation

I

Tall canopy planting should be
complimented by under story growth
and variations of plant density

Y m

Include natural features in the design
of play spaces including water,
rocks, grass for sensory play

Play spaces should the’ddequo‘re
lighting, including a variation
between street, lood and
surrounding lighting

Vegetation collections around
the play spaces should be used to
improve visual amenity

J3-6290°

B o

.20
Planted vegetation can be used as

barriers or placed in fight clusters for
shade and points of respite

— O0n >

Play spaces should support
community networking and growth

Figure 4.40 Initial tool kit diagrams



Formal and Informal Play Tool Kit.

Spatial Features/Amenities

N
N

L

&

Provide areas of shelter, sun
exposure and shade to cater for all

needs
@ﬁ ~]
[
—1
ZIN \iD~
7]

|

Play spaces require a mix of seating
typologies and arrangement

Variability in topography can
provide spaces of locomotion, high
intensity or respite

e

Provide a range of entrance types to
include those with wheelchairs, push
chairs or those who struggle climbing
hills and stairs

R7/m

Play spaces need a mixture of
natural and manmade