ANTICIPATION

PERSPECTIVE
(CON)SEQUENTIAL CHALLENGES/ EXPLORING RISK
Most of today’s playgrounds are designed to prevent children from hurting themselves. This has become a necessary business practice due to the
proliferation of litigation in response to injuries. Risk, however, is an important element of play and learning. In gauging our abilities and challenging
ourselves, we experience a range of physical, cognitive and emotional lessons about ourselves and our place in the world. Play is about trying things,
seeing what happens, and trying again.

MOMENTUM
Our alternative playground offers a range of challenges, both physical and cognitive. People of all ages
select the level of difficulty and the type of engagement they want to explore, side by side.

LAPPSETT ALTERNATIVE PLAYGROUNDS

DIVERSE SCALES/ OVERLAPPING PLAY SPACES
For the child’s safety, and to encourage him to feel comfortable and competent in an age-appropriate setting, most current playground design separates
children by age group and by the type of play into distinct zones. In this competition, we explore the idea of play that creates the opportunity for a
younger child to learn from an older child and for the older child to care for or help the younger child. Similarly, in a typical playground the adult is
the outsider (security guard, referee or passive observer) possibly even trying to watch as children of different ages move in different directions. In this
playground, the adult is absorbed in play alongside the child.
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We focus on the motion, interaction, and physical abilities of the people playing, not their
age. Scale and dimension are used to involve all sizes and ages to fully engage the action
side by side.
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P A T T E R N
CAUSE AND EFFECT/ CHOREOGRAPHING COOPERATIVE PLAY
Contemporary manufactured play equipment is too focused on a single purpose and does not invite repeat exploration. We believe play is dynamic changing based on multiple variables, and has an element of surprise and wonder in it. The component pieces that we develop in detail have connected
elements that affect one another. This allows for various outcomes and connects the players together, as they experiment and observe what is happening.

Experience is extended by attaching one action to another. While the devices can be fun to do on your
own, working with others achieves different results and generates another level of participation, sense of
belonging, and accomplishment.

“I remember doing this as a kid”

“Lets build a castle!”

“Can we do this together?”
That’s a cool place for a fort”

ANTICIPATION
“I want to get up there”
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December Gladden, Graphic Designer, mother of 3 year old

Cory Kamholz, Architect, father of 2 month old

“As a child, I remember sitting high up in a tree and looking all around from above.”

“I just remember using that digger for hours and hours, digging in one
place, turning and dumping in another. . . digging and dumping . . . digging
and dumping. ”

Isaac, 1st grade and Lily, 5th grade
“There would be monkey bars over a clear platform. You would climb up to it and you could see through it to the
little kids below. There would be an underground tunnel. You’d have to pick which way to go and parents could look
in through windows on the sides.”

Our group of children and adults came together to discuss the ideal playground and share our
favorite experiences. We preferred open-ended pieces that encourage improvisation, curiosity, and
surprise instead of the prescriptive equipment found in most parks today. The pieces are meant to
be active, to be about motion, to strengthen our bodies, to be interactive, and to encourage people
to work together.
Maureen Connelly, Youth Campus (residential treatment for abused and neglected adolescent girls), mother of four
“The adolescent girls we work with would love to be drawn into an imaginary, creative world through younger children.
It’s with people older than them, those in authority, that they feel the need to show defiance and distance.”

Renee Prusacki, Intern Architect, childcare specialist
“When I was a kid we loved my grandparent’s weeping willow tree and we always played in
it. She didn’t let us swing on the branches, but that’s what we wanted to do.”

Elizabeth Sherwood, Early Childhood Faculty at SIUE,
mother and grandmother
“I remember a large-scale sculpture piece that was a giant mobile adults could climb on and
slowly move, yet was balanced enough that young children could make it move too. Several
people of all ages could be on it at one time.

Maria Segal, Architect and childcare specialist, mother of Isaac and Lily

PERSPECTIVE
“After birthdays and holidays when the kids get gifts, they reach first for the
most complicated toys with moving parts. After a few days, we’re back to
balls and blocks, forts with lots of pillows and blankets, and paper, pencils,
scissors and glue.”

Barbara Haley, Board Member of Community Family Center,
mother and grandmother

“We always go back to the basic elements of playing with sand, water …”
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MOMENTUM
Motion on the standard swings causes the chair swings to rotate. Jumping on the bellows expells air, which
is then directed at the turbines, causing them to spin.

COMPONENT A: CENTRIFUGAL FORCE, TRANSLATIONAL MOVEMENT, BELLOWS

COMPONENT B: VERTICAL DISPLACEMENT, LIFTING AND FALLING
An individual can work alone, but energy builds and different things
happen when a group starts working together.
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The park design is a concept for a series of components to be assembled, suitable to a variety of sites.
The ground surfaces and particular landscape elements, like entries or gates, fences or edges, plants
and trees, should reflect the regional culture and climate of the site. In the absence of a specific
location or site, several possible diagrammatic layouts are shown above to illustrate the concept.

The assembly of the components should be designed in response to the spatial definition of the site. The critical idea is that the components are assembled in a LINEAR
configuration. One piece either directly connects to or implies connection to the next, as along a path or course.
There are two types of components. The “base” pieces are more fixed and calm. They would be developed as variations on low walls, with column and roof elements.
With varying heights and materials, the walls function as a play surface, bench, and spatial definer. People can move along them with games or activity, or could be
more stationary, enjoying reflective activities like talking, playing cards, or watching.
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The second type of component is called “generative.” The “generative” piece is inserted adjacent to the “base” pieces. These components generate
more active play, exploring the movement of bodies or objects in space. One action affects a reaction elsewhere in the mechanism and people
are encouraged to work together to try various possibilities and outcomes. See components “A” and “B” on the previous two pages. In all the
“generative” components, the scale of activity, the level of challenge, and the types of play are varied.
A significant amount of open space around the components is critical. It is “breathing room” for play to spill over from the components, as well as
flexible space for group gathering, games with balls, bikes, or other objects people can bring to the park.
Trees are also critical. Ideally, the park, or large portions of it, would be covered in a canopy of trees, providing shade, spatial definition,
movement, color, and texture.
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Within each component there are multiple pieces, each at 4 meters
X 4 meters X 2 meters, able to be configured in various ways.

COMPONENT A
COMPONENT B

REFLECTION
““I am glad we could do this together”

“Look what I made!”

“I can’t believe how high I went!”
“Can we do this again?”

“Next time, I am bringing a ball!”

