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WHO AM | AND HOW DID | END UP HERE?

At the age of seven, | had already been an archeologist, construction worker, chef, and a
stable hand. Many times over. In forests nearby and different courtyards, | exercised these
professions to a very high degree. For me and my friends, it was our job. Not until decades
later would [ get back to these memories and think about what great significance they

had on me and ar . Then it was a state of play, it came as natural as anything
else. Today | understand that [ had the opportunity to investigate, test, and formulate my
environments and in that way, | also developed an understanding of my environments.

Spending time with my own nephews today, | can't help reflecting on what kind of
environment we are giving them? The importance of play is crucial for our societi

the social sustainable development of our cities. That means, that the responsibility we

as urban designers have for future generations is remarkable. This responsibility points
out that we always need to be open to changes so that we fully can meet the need of our
environments. The search for knowledge is therefore something that [ will never give up.
The subject of free outdoor spaces has followed me for many years and | hope to continue
investigating it in my further work life. Urban design for me is how to make urban habitats
work better and more properly. Urban design for me is to handle this challenge but still to be
playful - both in the design and in the project itself. In the end, the human species is one of
the most interesting habitats and we also have to remember appreciating it and having fun
whilst living amongst it.

EDUCATION

2016-2019 - Bachelor’s degree in Spatial Planning
Blekinge Institute of Technology, Karlskrona, Sweden

2019-2021 - Master’s degree in Sustainable Urban Design
Lund University, Lund, Sweden




"All the mindful ones with their long nets
meet with a great laugh from the sea.
Friends, what are you seeking on the beach?
knowledge can never be caught,

can never be owned.

But if you fall like a drop

straight into the sea to be dissolved,

ready for any transformation -

then you shall wake with mother-of-pear! skin
and green eyes

on fields where the sea’s horses graze

and be knowledge.”

Knowledge by Karin Boye - translated by Jenny Nunn
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PREFACE

20% of your, and every adult’s, whole energy consumption goes to the brain. That is
outstanding and way more than any living mammal on the whole planet earth. Our brains
have the ability to sort, order, and evaluate every single impression without us even noticing
it. But it hasn't always been like that. Until the age of eight, the brain takes 50% of the
whole energy consumption. Children have not yet learned how to sort, order, and evaluate
the impressions they get. Instead, they are very present in environments and actions - and
values most impressions equally valuable. That means that you and a child can enter

the same certain environment, but yet you have totally different experiences. Isn't that
fascinating?

This thesis project finalizes my five years of study to become an urban designer. The fact
that | have been mixing my studies with three years of spatial planning and two years of
urban design, [ truly believe has affected v have chosen to investigate a human aspect
of urban planning and design. During the whole education, one thing has been the most

interesting for me - to investigate a new kind of recipe for livable sustainable urban areas.
The responsibility we have to future generations as urban designers is invaluable. Something
this thesis seeks to indicate. | have realized that to build child-friendly cities we must start
to see children not only as citizens of tomorrow but as the citizens they are today. | have
strong hopes that architects and urban designers can do so. And that they are not only a
part of but also the ones promoting the future sustainable society.
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BACKGROUND

INTRODUCTION

Kids work and think differently than adults.
They see the environments at another
level, they have another pace and they
appreciate their surroundings differently.
So how come that we often deprioritize
children in urban design? Our self-esteem
is highly affected and shaped by our

living environment. We devote people
around us to define ourselves, in the same
way, we use our surroundings and living
environments to describe who we are. The
living environment becomes an important
part of our identity. How children perceive
their environments becomes especially
crucial because it shapes their identity at
an early age and in the long run also who
they become. Children do not have the
right to vote and they are highly dependent
on adults making the right decisions for

them. How we plan, design, and manage the

built environment is of great importance for

children’s environments and their future.

The whole perception of society starts
with the children’s play. The importance
of play is invaluable when it comes to
children’s ability to grow up in fostering
and developing environments. If we want
to develop democratic, responsible, and
equal citizens we need to consider how
the environments for children’s play are
formulated. Children’s play is one of the
earliest and most crucial lessons where
children learn how to be around others

and how to act and interact with other
people. Children are highly dependent on
the expectations and possibilities their
environment gives them. The outdoor
environment is crucial for democratic
values in our societies. In these spaces,
children see each other and learn about
values, tolerance, responsibility, and
understanding of society as a whole.

Children and young people under the

age of 18 make up a fifth of Sweden’s
population. On the first of January 2020,
the Convention on the Rights of the Child
(UNCRQ) turned into Swedish law. This
formulates the importance of focusing on
children’s rights, which requires a high
consideration of the physical design of

the environments where children live and
spend their time. The architects possess
responsibility for these environments and
to create spaces for all in the city. This is
of extra importance for children since it

is shown that children and young people
are the residents who use their local area
most frequently. The children we design
for today will soon be adults, and then they
will have the power to influence society.

In Rosengard, one-third of the population
is under 18 years. This means that the
outdoor environments for children in areas
like Rosengard are of extra high importance
for their future development.

. the play is a child’s
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QUESTION

APPROACH

a network of paths and spaces that
expand the horizons of childhood

a varied play system as an obvious part of the urban strucutre

How can children’s play and movement become decentralized so
that it can take place all over the city? How can urban environments
and public spaces be designed to foster sustainable urban
development?

The project is taking a starting point in James Gibson’s theory about
Affordances and Marketta Kyttd’s conceptual framework for a child-
friendly city. With a background in articles 3, 12, and 31 in UNCRG, the

meaning of play in public spaces will be analyzed and discussed.

PROJECT AIM

This thesis project aims to investigate how
the last decades’ focus on conventional
playgrounds can be broadened so that
children’s play and movement can take
place throughout the whole city and in all
urban spaces. The design will set focus on
the fundamental right to play, where the
children will be placed in the heart of the
design. By doing so, the project will develop
a framework to challenge the urban norm.

RESEARCH QUESTION

How can children’s play and movement
become decentralized so that it can
take place all over the city? How can
urban environments and public spaces
be designed to foster sustainable urban
development?

PROJECT FRAMEWORK

This thesis project will be encountered
between the buildings. In the street, park,
square and everywhere where everyday life
takes place. What happens on the way to
school and on the way to visiting the store?
Or in space, you just happen to spend time
waiting for mom to finish work? That’s what
this project will focus on. This because |

am convinced that it is in the spaces of
everyday life where architects can make a
real difference. By focusing on public space,
the project will complete the centralized
playgrounds that already exist and
therefore make up a holistic approach of
play design. Due to the Covid-19 pandemic
and the time limitation of the project, this
thesis project will only set its starting point
in research and in that way be an evidence-
based project.

Lastly, this project seeks to distinguish

the difference between place and place
culture. This means that this thesis wishes
to discuss only place, which means the
architectural and urban structures that
may, or may not, formulate certain living
conditions. The project will therefore
suggest physical structures firstly and
foremost, and not focus on sociological
structures. With that said, it does not mean
that urban design and social structures
may not affect each other. An urban
designer’s work is to ensure the quality

of urban life for all. This means that this
thesis only raises one out of many ways

to formulate a city for all - by designing for
children and play. Democracy is a messy
process, but what we know for sure is that
it is not a state - it is a living statement. We
must work hard to contain it, this project
formulates one way of doing it.

METHOD

The project is taking a starting point in
James Gibson’s theory about Affordances
and Marketta Kyttd’s conceptual framework
for a child-friendly city. With a background
in articles 3, 12, and 31 in UNCRC, the
meaning of play in public spaces will be
analyzed and discussed. This will foster

a set of rules of how urban design can be
part of sustainable development and how
physical gestures can make public spaces
more playable. The project will turn out into
a research-based and place-based design.
Parts of Rosengard (Malmo, Sweden)

- Tornrosen och Ortagérden, will be
investigated and the knowledge will then be
implemented in a design on the site.



PLAY

UNCRC - PLAYAS A

FUNDAMENTAL RIGHT

The Convention on the Rights of the Child
(UNCRQ) is a legally binding international
agreement that states that children are
individuals with their own rights, not the
property of parents or other adults. It
contains 54 articles that are all equally
important and together formulate the right
of the child. At the beginning of 2020,

The Convention on the Rights of the Child
became law in Sweden.

The UNCRC can be a new entrance for city
planners and urban designers. Children’s
rights to good living environments and play
environments have so far not often been
heard in the debate of densification of the
city. Instead, children’s need for space is
often considered as a special interest that
is added after other planning conditions
are met. When planning and designing
places for children, Articles 3, 12 and 31 are
particularly interesting. Article 3 tells us
that in every action that concerns a child,
the institution (or state) is responsible for
considering the best interests of the child.
Article 12 describes the right of children

to form their own opinion, to express their
opinions freely, and to be listened to. Article
31 has often been called the forgotten
article. It expresses the child’s right to rest
and leisure, that play and recreation should
be adapted to the child’s age. The child also
has the right to participate in cultural and
artistic life, just as everybody else.

ADULTS AND CHILDREN

Since our brain develops throughout our
childhood, our age highly impacts how we
experience different environments. That
means, that adults and children often

have a different approach to different
environments. For example, adults are very
vulnerable to sensitive codes. Adults often
think that things are designed to be used in
one certain way and therefore we use them
only in that way. A typical example is how
often children are told to only go down by
the slide and never ever run up for it. But
children have a totally different approach
and are always curious to see what is
possible. They want to try everything out
and often use things in unexpected ways.
For example, children want to try out what
happens if they run up the slide backward?
Maybe it means more fun?

Also, adults worries and requires control all
the time. They worry about their children
getting hurt and that things will break.
“Watch out, it might be dangerous.” “Have
some patience, it might break.” These are
things that [ often hear at the playground.
But children want to discover new things.
They are always testing their limits and
sometimes that means that they fail. Failing
and falling are a natural part of the state

of play.



ADULTS

Frequently uses
their eyes

Do things of a
reason

Always in a hurry

Passive
consumers

Vulnerable to
sensitive codes

Appriciate
order

Worries and
requires control

Bigger

Evaluate a place based on what it
looks like

Play is physical acitivity,

important for learning, body
development etc

ommodity

Values products. The more

a certain way - only u.
way

Messy is ugly and a sign that
something is wrong

worrie: ildren will hurt
themselves and that things will
break

Apprici igger places and
overview

Uses their whole
body

Play is life!

Proper play is
FLOW

Creative and
wants to affect

Curious to see
what is possible

Appriciate rich
play environments

Wants to discover
new things

Experience a place with high
precense and with all senses

Ifsomething is fun, it's fun. Play is
happin dom, adventure
etc

Looses track of time

Values the play
environments - what is possible to
do?

Want to try everuthing out. Uses
things in unexpected and
surprising ways

Messes down. Intense play is often
messy

Testing their limits
(and sometimes failes)

Appriciate smaller places and
cozy cubby-hole




SPACE FOR CHILDREN

Can we play here? Children do not

ask each other that. They ask "shall we
play?” or "what are we going to play?” For
children, the place "here” is given. The
play develops within its condition, and
therefore the play furthermore becomes
what it can become. That means, that the
quality of play, therefore, is highly affected
by what kind of place we are giving them.
If the place is not good enough, you have
to play something else or nothing at all.

Or when you become older and you are
allowed to, you go somewhere else. It is we,
as adults, who have learned to analyze and
look for alternatives, we tend to analyze
what could be done. There is a significant
difference here, because the child just does
- intuitively and holistically. Something we
must consider when we are designing what
kind of space we are giving our children.

A place is considered to be a structured
physical space of a certain permanence,

to which one can ask questions - and get
answers. A place must be able to have some
permanence so that we can return to it. A
space, on the other hand, requires a certain
emotional commitment. Therefore, not all
physical environments constitute spaces,
even if spaces always have a physical
location. For example, a preschool’s
physical environment becomes a space for
children because they are shaped by the
children as well as they shape the children.
The children have developed an emotional
commitment to the place and therefore it
becomes a space for them. The physical
environment is of great importance when
it comes to children’s play, learning, and
interaction. The physical environment is
constantly included in the social inputs
and the composition of the physical
environment has a direct impact on
children’s play and how they create social
relationships. In this way, the environment
in which children spend time can create
both opportunities and limitations for
children’s discovery of society as a whole.

The interaction between the child and the
physical environment is extremely active.
The environment is a tangible contrast and
intensely experienced part of the context in
which the child lives. Immediately, children
take possession of space and materials.

All people constantly interact with the
environment in one way or another, but
children’s interaction is often characterized
by the fact that they invent new and
alternative functions of the environments
and materials they encounter. Children’s
activities can thus be both hindered

and stimulated in different types of

places. Mainly three things in children’s
environments are important- spatiality,
natural environments, and flexibility.

Spatiality is mainly about offering different
types of rooms, where all types of them
are of high importance to each other.

For example, hiding places and secret
rooms are a kind of spatiality, defined

and undefined spaces another, and the
possibilities and resources of the space a
third. Physical arrangements that can be
moved or in some way changed, are shown
to be extra important to be able to frame
the play. In this way, the children can find
and make their own spaces by moving
attributes in the physical environment.
Offering variety and diversity when it
comes to spaces and places is of high
importance.

Natural environments are often seen

as a neutral environment that does not
establish function or other values. The
natural environment does not have a
special purpose and thus the child easily
can reshape it for its own needs. It seems
like children show more commitment and
creativity when the environment’s uses
are not defined in advance. Children
observe and use the environment, and
become more or less emotionally involved
in the interaction between them and
their environment. The environment can,
therefore, through its compliance and
changeability, be seen as a co-creator of

children’s play. A natural environment can
be analyzed as an environment with a
high degree of unity and at the same time
a high degree of complexity. An important
factor of this is that children have a
biological need to connect to nature. To
see the seasons change, the colors of the
environment, to feel the soil in their hands,
to follow the process from seed to beautiful
flower, and to smell the ramson grow in the
spring. Discover and create understanding
for the whole system, what is a better
lesson than that?

Flexibility is a concept that indicates a
large and varied scope for action within the
physical framework. Physical attributes,
such as a door that can be opened or closed
as well as a room with a large surface
contribute to the flexibility of a room. The
concept also includes the interpretation

of multifunctionality. In a space with a

lot of flexibility, some elements challenge
and stimulate children’s ingenuity and
creativity. In the long run, this means that
children must also learn to take a stand

on, and learn strategies for, to act and
negotiate. A space with less flexibility is

in general more difficult to interact with.
Important here is that to offer flexibility

as a whole concept, both of the explained
spaces above must be offered as well.
Otherwise, we risk creating homogeneous
spaces for children.

?(...) play is like a language: a system of

communication and expression, not in

itself, eit

her good or bad.”

2006, translc

THE MEANING OF PLAY

The whole perception of society starts
with children’s play. If we want to develop
democratic, responsible and equal citizens
we need to consider how the environments
for children’s play are formulated. Children’s
play is one of the earliest and most crucial
lessons where children learn how to be
around others and how to act and interact
with other people. Play is the highest form
of research and an important tool to learn
and become an adult. Children learn,
develop and understand their identities

in relation to others such as playmates,
teachers and parents. Children are also
highly dependent on the expectations and
possibilities their environment gives them.
Studies show that from the age of seven,
girls start to play differently to boys, and at
the age of 18-19 80% of the sport-rinks are
being used by boys only. This means that
the environment we give children, highly
communicates what kind of space we want
children to take in the urban environment.

As we can read in the quote below to

the right, the play fosters and frames

the children, whether we want it or not.
Through the environments we design,

we can affect children’s ability to learn
values and an understanding of society

as a whole. The outdoor environment is
often seen as a neutral space of freedom
because its natural materials do not have
social structures or pre-programming.

"The outdoor environment can be seen as

a context-free environment, which makes

it a blind spot when it comes to children’s
education to be around others. Thus, it does
not mean that the natural environment has
a lack of power structures, rather that the
children get to explore the environment and
its structure for themselves.



AFFORDANCE

Affordance is most easily described as

the relationship between an object and

a person. We can call it the visual clues

to the intended function of the object.
Affordance enables a particular kind of
interaction between an object and a person
because of the design of the object and

the properties of the human. It means

that an object such as a chair affordance
sitting on because of its design based on
human properties. But an object can also
mean different affordances depending on
who is interacting with it. This means that
we quickly can understand the intended
function of the object based on experiences
and humans’ understanding of how things
are supposed to work.

Every person has their own intention

and perceptions, hence the concept of
“affordance” becomes accurate when we
are talking about play in time and space.
The concept takes into consideration

that every individual has their own scope
to discover affordance. It gives us a tool

to understand the interplay between
humans and the physical environments
and non-living things. When children
interact with the physical environments,
one can understand this by observing what
affordances the children often discover,
explore, and use. Some environments have
affordances that are easy to collectively
discover, while other environments are
more difficult to interact with.

In an observation made in a preschool

in Sweden, a sequence of play where
children discover the affordance of a chair
as “riding on” whilst the educators see the

affordance of the chair as “sitting at? The

children can only reach this understanding
by the acts of searching, testing, and
discovering appropriate affordances

of their environment. That means that
children also contribute to developing

the play at all times. The individual

aspect of the affordance theory can here
be understood as the children discover

their own affordance in the physical
materials that are available. The chairs’
more common affordance - to sit at, is
abandoned and replaced with an individual
affordance. In this way; it is possible to
understand affordance in relation to a
specific individual, from an individual
perspective. One can see it as a puzzle
where affordance is the space between
two pieces of the puzzle that fits together.
The affordances exist only in a relationship
between the piece of puzzle “individual”
and the piece of puzzle “environment”.

The individual aspect thus is about
different affordances being discovered by
two different individuals. Affordances are
created and defined individually and from
an individual perspective. This means that
the affordance has great significance for
children’s perspectives, their influence,
their verbal negotiations with each other,
and understanding of each other.

Children are highly dependent on the
expectations and possibilities their
environment gives them. In relation to the
context, children adapt their discovery

of affordances based on the expectations
of the environment. Space and situations
can be categorized into two fields: the first
is about what creates expected actions
(FPA - fields of promoted actions). |
spaces or situations like this, children
discover the affordance that is intended
and planned for children to pay attention
to. For example, meals belong to this field,
as well as more didactic play environments.
The second field means a more free range
of possibilities - where the individual is
more allowed to individually and in groups
collectivily discover and use different
affordances (FFA - fields of free actions).
Both of the fields contribute to the child’s
development and learning. With support,
some regulation and education in FPA,
children can act more independently

and freely in FFA. This means that both
fields are necessary and constantly act in




INDEPENDENT MOBILITY

relation to each other.

Through the scope of affordances and
children as acting individuals, we can
understand that children do not only adapt
to the structures they are surrounded by.
They embody previous norms and values
and are also involved in influencing their
environment and therefore also claim to
create new cultures and contexts. Children
are considered to be able to contribute

to society’s norms and values and they

are today seen as active and involved in
creating and changing the environments
and childhood they are participants in.

FRAMEWORK FOR A CHILD-
FRIENDLY CITY

A child-friendly city and children’s
everyday freedom is in spatial terms
explained as the relationship between two
dimensions: things to do and children’s
independent mobility. The first dimension
focuses on children’s mobility, especially
under their own steam. The possibility for
children to move around freely in their own
neighborhood is crucial for child-friendly
cities. For example, a child should be able
to go outside and play with friends and go
to school by themselves and also feel that
their neighborhood is welcoming and safe.

child-friendly city

Vv

THINGS TO DO

Framework for a child-friendly city shown in a diagram

The ’KFC”

KIT

Thinking about children’s opportunities
to be and getting around should therefore
be central in urban planning and urban
design. The second dimension is the
number and type of spaces and facilities
the environments offer. It is basically
about how many things there are to do in
a certain environment. In this dimension,
the scope of affordances becomes of
high significance. Important is that both
dimensions have to act together, one alone
cannot cater to a child-friendly city.

Seeing a child-friendly city in this way, the
ultimate goal of the child-friendly urban
designer is to turn the playground inside-
out and to decentralize the play throughout
the whole city. In that way, we allow time
and space to be dissolved and in the

same way helping to expand the horizons
of childhood. Rather than building play
reservations, the job of the designer is to
remove the fences (and the KFC) and invite
children into all urban areas beyond. In
this way, children can enjoy rich, engaging
experiences that encounter them with the
people and places that are surrounding
them. It simply includes and counts the
children as the citizens they are today.

CARPET

KFC

The last decades have been focusing on a

centralized play design. The conventional
playground. It is often described as KFC

- kit, fence, carpet. A model and design
that is far from site-specific and is ready
to be placed anywhere, all over the world.
Several reasons have made us concentrate
on children’s safety and control their play
instead of focus on what actually makes
children’s play so interesting. Time and
space are to a very high degree controlled
in the KFC, which of course favors adults.
We know when and where we can expect
children to play in these environments.
One thing that we often tend to forget in
these environments is the most important
part of the playground: other children. In
negotiating with others and cooperating
with other children and their environments,
children learn about society. One size does
not fit all, we need to design spaces that are
interesting and complex for everyone.
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WHY ROSENGARD?

My site is located in Rosengard. Rosengard
is located in the southeast of Malmao. The
reason why [ chose this specific site is that
the municipality has plans on developing
the site, and the battle of space, therefore,
becomes important. What do we invite
and what do we let take space in our
future cities? Another important aspect

of why I chose this specific site is that
more than one-third of the population is
encountered as a child. That means that
there are a lot of children growing up in
these environments. Rosengard is a typical
example of the urban planning ideal of the
modernist era. The entire neighborhood

is characterized by a consistently
implemented traffic separation. The design
of the area follows clear neighborhood
principles with a centrally located center.
The area contains a lot of parking space
and green spaces that is often perceived as
leftover areas, which means a lot of space
to develop further in sustainable terms.
Since one-third of the population is below
18 years, the outdoor environments are
therefore of special importance.

HOUSING POLICY IN 60S/70S
In the mid-1960s, the modernist era
reached its peak. The new and the modern
represented something positive and

the future was just around the corner.
Sweden had experienced exceptionally
rapid modernization and urbanization.
When it comes to living standards and
economic growth at this time, everything
indicated that it would continue rising.
Through the social housing investigation
and its recommendations from the

SWEDEN MALMO

mid-1940s, the foundation for Swedish
housing construction had already been
founded at this time. One result was that
municipal public housing companies were
formed and housing construction became
subsidized with government housing loans.
Thanks to technology and finance, larger
constructions and continuous housing
areas were promoted. The investment came
to be called the million program scheme.
The goal was one million dwellings built in
ten years. Rosengard in Malmo was one

of the areas that were built during this
decade.

To achieve the goal, industrialized and
mechanized construction was needed.
That required a rationalization of the
design sector and the building materials
industry. Large-scale production was
favored by prioritizing projects on large
scale (comprising at least 1,000 dwellings)
through so-called advance notice of
housing loans. The turnkey contract really
took off at this time, where construction
companies were given responsibility

for both design and execution. The
architecture was highly characterized by
an architecture legacy of functionalism
and modernism. The urban design was
characterized by large-scale, sparsely
placed buildings and low-slatted houses

or taller panel houses. Everything from
city plans to facades was characterized by
rectangular shapes and to a large extent,
the urban development was guided by
function zoning. Objectivity and rationality
permeated the architecture from this time,
and in many of the areas, this is still visual
to this day.

ROSENGARD MY SITE




HISTORY

Rosengard is located in the eastern part
of Malmo, two kilometers from the city
center. The area consists of five sub-areas;
Tornrosen, Ortagflrden, Apelgarden,
Kryddgarden, and Herrgarden. The land
was until 1960 an agricultural area and
the name comes from the estate that was
located on the site. The estate, which
belonged to the Kockums family, is partly
still preserved between Ortagarden and
Herrgarden. Rosengard was planned

for 20,000 people, where the houses
were built with prefabricated elements
both in height and length. As mentioned
before, Rosengard is a typical modernist
housing area and is similar to many other
developments that took its form during
the million program scheme. Everything
in Rosengard was planned to be easily
accessed by car and Rosengard center
was intended to relieve Malmo city center.
Therefore, the whole area was planned for
high car density and lively vehicle traffic.
One of the most important parts of the
city plan was Amiralsgatan, which is the
main traffic route through the entire area
where connecting streets dock to. Today,
Amiralsgatan is still a busy street and

in some places, it is measured up to 60
meters wide.

As a whole, Rosengard is characterized by
a traffic separation and with large parking
areas, both on the ground and underground
beneath courtyards. It was built and
planned for a parking standard of 1.5 cars/
household. The cars permeated the entire
planning of the residential area. Therefore,
much care was taken to separate car and
pedestrian traffic and to a large extent,
many of the intersections are elevated and
the pedestrian route takes another path
than the vehicle one. Much care was also
taken to create large green areas between
the buildings with separate playgrounds
for the children in almost every courtyard.
Pedestrians and cyclists can reach
Rosengard from all directions through
elevated intersections with surrounding
streets. Thus, the different neighborhoods
are, to a high degree, separated from each
other. Great consideration was also given to
the commercial interests and small shops
were banned out in the area to promote
the large shopping center in the middle.
This meant that all services in the area
were located in the middle of Rosengard,
across the wide traffic route Amiralsgatan.
Rosengard center became Malmd's first
large center facility. Today this is not the
case. Although Rosengard center still is
the main one, smaller services are located
throughout the whole area.






ANALYSIS

34




37



ANALYSIS URBAN STRUCTURE
The west side of Vastra Kattarpsvégen is
called Tornrosen and the east side is called
Ortagarden. From this site, it takes only 30
minutes by bus to the other side of the city
(Western harbor), and not even 20 minutes
by bike to reach the inner city center.

This area is the entrance to the whole
Rosengard when you come from the city
center. It was built in the ’60s and was the
first area in Rosengard to be developed.
The architecture and city planning are
therefore typical for the modernist era,
with large open courtyards that have a
very vague distinguish between public and
private. Which has lead to that it is quite
hard to navigate in this area. It is green
and lush, but also quite unprogrammed
which means that some spaces are
experienced as leftovers. The traffic is

to a very high degree separated and the
bikes and pedestrians do have alternative
routes than the cars, with overpasses and
underpasses. The streets are highly used
by cars, often in a high speed. The streets
are quite wide and a kind of public space
where you do not spend time in. Especially

the dimensions and character of Véstra
Kattarpsvégen is contributed to the area
being a bit fragmented. The car takes a
whole lot of space in the public space. Man-
made surfaces conduce a lot of parking
both between the houses and in public
space. This limits the horizons of childhood
and inhibits children’s independent
mobility throughout the area. Almost every
courtyard is favored by a conventional
playground. And apart from that, there are
also a lot of sports rinks, especially football
rinks in this area.

The typology is pretty much classic panel
housing from 3 stories all the way up to
10 stories. A study that the city of Malm
did, shows that almost 40% of all parking
spaces in this area are not used. This
because the area is built with a parking
norm from the modernist era, with parking
garages under almost every courtyard

as well as parking on ground level, which
means a lot of parking. This together with
the fact that not all families in this area
own a car means a lot of leftover space in
public spaces.



BUILDING TYPOLOGY
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of parking spaces are
left over space
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ANALYSIS PUBLIC SPACE

The typology of public space is vast
unprogrammed green areas, man-made
surfaces dominated by cars and parking
spaces. The play is catered by conventional
play-kits, mainly in the courtyards. The
main route is vastra kattarpsvégen in

the middle, but the main connection for
bikes and pedestrians is the extension of
Bennets véag, and this is also the route that
connects Rosengard to the rest of the city
by bike or by foot. There are a lot of things
happening in this area, mostly schools

and pre-schools. Many of them is located
in the bottom floor of a regular apartment
building. In the immediate surroundings, we
find a sports and swim area in the east and
an area for culture in the west.
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By designing for children and
play, develop sustainable
environments for children to

grow up in

My vision is to create a network
of paths and spaces that expand
the horizons of childhood, which
means: a varied play system as an

obvious part of the urban structure.

Avision that seeks to link the area
together with the help of design for
children and for play. The network

VISION
>
anetwork of paths and spaces that
expand the horizons of childhood
a varied play system as an obvious part of the urban strucutre

will provide a wide range of uses
and at the same time offer children
to move along with a higher sense
of freedom than before. To achieve
that the project has been framed

by three leading words which are:
movement, discover and experience.

P

movement

experience

STRATEGY

PEDESTRIAN PRIORITY

In the area, the pedestrian should always have the highest
priority. In this way, the horizons of childhood will be widened
and also create better living conditions for all. Overpasses and
underpasses are eliminated.

CLEAR ORIENTATION

The proposal should seek to offer a clearer orientation in
order to move around more freely in the neighborhood. Small
investigations can make a big difference. It could be about
ground material, colors, or themes that dock on to each other.

VARIATION IN SCALE

The proposal should offer a higher differentiation in scale.

By a higher sense of variation in scale a child could have an
opportunity to live in the neighborhood its whole life and move
between different housing solutions throughout life changes.

PUBIC/PRIVATE

To more easily feel ownership of the environments, a clearer
distinction of public and private should be implemented. In
this way, children more easily can adapt to and develop their
environments.

FLEXIBILITY/HIGH AFFORDANCES

All environments should offer high flexibility. Spaces and
objects should offer a high affordance, some more than others.
In this way, the proposal will develop complex urban areas
where children can discover, formulate and experience their
environment in many ways.



55

APLACE TO PLAY

The proposal seeks to link the areas
together with the help of design for
children and play. It is a proposal beyond
playgrounds and towards a children’s
infrastructure - that means a varied play
system as an obvious part of the urban
structure. This is done by a continuous
path that seeks to offer environments with
a high affordance of play. A network that
is providing a wide range of uses and yet
offers children to move along with a higher
sense of freedom than before. This path
completes the conventional playgrounds
that still are taking their place in the
courtyards.

Children and play are prioritized in all the
design solutions so that everyday freedom
is widened and offers a higher degree

of everyday freedom for children in the
neighborhood. Furthermore, the proposal
seeks to decentralize the play and offer a
higher affordance for children and their
play. This is a way to create a common
ground for the area so the identity of a
place to play is strengthened.

Buildings are placed to frame the play
path and the streets are designed so that
they frame and promote the urban play
path. Amiralsgatan, as well as Vastra
Kattarpsvégen, are narrowed down and
designed so that the speed of the vehicle
is slowed down and so that the continuous
path is allowed to interact with it.

. Play path
. New buildings



FLOWS AND PATHS

1:2000in A1

The main flow for vehicles will still be
Vastra Kattarpsgatan, although it is
designed a bit differently, not totally
straight as before and narrowed down. The
streetscape, therefore, becomes completely
different. The bike and pedestrian network
is developed a lot, and that is where all

the play takes place and pretty much what
this project is all about. It means some
new connections within the area between
important nodes, but also out of the area
and in the surrounding environments.

. Connections by foot or bike

. Connections by car

100m



URBAN PROGRAM

(1)
(2]
(3)
(4
(5]
(6]
(7]
(8]
(9]
[10)
1)
12)
®

library branch office
library of things
associative activity
after school centre
preschool

tool shed

green house

sports association
Rosengard centre
workshops

art / exhibition hall
local shops

”food truck” area

This project is mainly about the play path,
but in order to successfully design that, it
was needed to add some new buildings.
Except for more housing, the buildings that
are added are many of them developed

to cater to children - or play - in one way
or another. They are located throughout
the area and mean new functions such as
alibrary of things, associative activities,
after-school center, preschool in proper
environments and tool shed to borrow
things for certain play and activities.

100m



DESIGN PRINCIPLES - PLAY PATH

The design toolbox set up some rules for how the design of the actual play path further has
been developed.

WAYFINDING

WATER

Water is in its natural element playful. It could be used along the
play path in order to frame it or to strengthen the flow.

COLOUR
Different colours, both on the ground and on objects, contribute to a
playful environment.

MATERIALITY

Different materiality on the ground and on objects gives a tactile
experience. It contributes to the diversity in these environments.

ART

Art could both be beautiful to look at and fun to interact with. In
that way, it becomes playful and could attract even adults to take
part in the play.

NATURAL ENVIRONMENTS

Natural environments are unprogrammed and playful in themselves.

These environments children easily can discover and change as
they want.

LEARNING ENVIRONMENTS

Playful elements could also easily be educating. For example - an
apple tree educates the children how the seasons and climate
change the ability to get food.

60

TRIGGER ALL SENSES

Children are very present in the play. Therefore all senses must be
triggered in different environments. Tactility, sound, taste, smell and
visual system should all be encountered.

DIFFERENT DIMENSIONS

Younger children appreciate smaller rooms, while older appreciate
bigger ones. Therefore different sizes and dimensions should be
considered in the environments.

PERMANENT STRUCTURES

In order to discover and experience the environment, the play path
should consist of permanent structures in different ways.

INTERACTIVITY

Children want to test things out and use things in unexpected
ways. Therefore the children should be able to interact with their
environments.

PLAYFUL LIGHTNING

To make the environment playful all day, playful lightning should be
added as an additional layer of the play path.

SHELTER

Time and space are dissolved in the play, therefore some places
should be sheltered to enable play in different weathers.
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Bike and pedestrian are placed on the same level as everything else, instead of being elevated as before. A continious The orange buildings are the new ones, mainly public buildings surrounding this square. The play environments offers

materiality shows that car’s are not prioritized in this area, and also shows the direction and movement of the urban high affordances, but yet creates a public space that will make it better for everyone.
play path. All to support the everyday freedom of the children.
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PLAY PATH SHARED SPACE PLAY PATH
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A cross-over section of the space. Showing
the difference between before and after.
The underpass is gone, play is invited
through spaces and objects with a high
affordance, and the space gets an overall
more urban feeling that are more about
human scale.






AFTER
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With my proposal, it hopefully would look a bit more like this. Playable with objects of high affordance and a public space that is for everyone. The shared space invites the play and the street gets a totally different character with
different dimensions and design. Once again - the orange buildings are the added ones.
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This is how it looks in a section. Today
quite unprogrammed, turning into a more
livable and playable urban space with a
high affordance and flexibility. The hills
also help to take down the scale of the
high buildings in some sense and create a
variation in scale.
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-->parking becomes learning and play environents

Water nature learning trigger different shelte
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The last set of design, offers a more natural yet urban space. It supports both farming, flooding and playing at the same time. It offers a space where children can plant a seed, watch it grow, see the seasons change and the water
affect the environments. Taste a fruit, smell a flower, feel the thorn of a rose and lastly jump over the stream and into grandma'’s little garden to taste a cinnamon bun. A space that in the end will create good living conditions for all
individuals in the neighborhood, hopefully inviting even adults to take part of play and join the fourth dimension.
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CONCLUDING REMARKS

So what have I learned throughout this project?

Alot of course. My main learning has
definitely been what it means to really

be present on a site. Ever since [ started
on SuDes | have been trained in working
in several scales simultaneously, and

the whole master has emphasized the
importance of really being on the street, on
the ground, even when in plan designing.
In this project, [ think | actually succeeded
in that. Every strategy and every design
principle has grown out from actually
being present on the site on the street, on
the ground. I think it has to do with- that [
throughout the whole project been visiting
the site more times than [ can count, [ really
know every corner of it. Sketching some,
back to the site, back to the sketching, back
to the site, and so forth. So that really has
gained a certain amount of understanding
that I couldn’t gain otherwise. The design
really is harder and not at all specific
without that kind of presence.

Another thing that really has become
visual for me through this project is that
urban design is of course designing great
places for all people, making beautiful
parks and brilliant urban spaces, but it is
also something much bigger. Urban design
can really be used as a tool to explore and
challenge urban norms. And that is what

[ want it to be, of course, but now it is also
visual that it can be so.

I've learned so many things connected to
my subject and what difference it can make
to set a certain subject and also a group

of people in the heart of the design. In my
case children and play. By doing so, the
project got a totally different outcome than
it would without the research behind it. A
conventional urban design project probably

has been focusing on totally different
things. Children are our future, and by
seeing them as the citizens they are today
instead of the citizens they are tomorrow
we let them participate in the urban
environments and make it their own. They
will most certainly thrive better in these
environments throughout their childhood
and maybe even still live here when they
are adults.

Lastly, [ want to say something about the
struggles in this project. When [ started

in January | really wanted to make a
refined dialogue project. But due to the
pandemic, naturally, some difficulties came
up regarding meeting children and school
classes on-site, living and acting in these
environments. So the limitation of time
connected to workflow and priorities lead
me to just focus on the research and foster
a research-based design. The next step,

or even a totally different project maybe,
would of course be (IlIl) to involve children
in the neighborhood and let that frame a
more participatory design. Probably would
the design appear totally different when the
children have made their say in it?

Allin all, I have had so much fun doing this
project. It really has framed what [ have
been interested in during my five years

of study. Free urban spaces with a focus
on a human scale and human pace. And
maybe the main learning actually is that

I managed to project manage this whole
thing by myself - in my living room during
a pandemic. With some help from my
supervisor of course. When | started more
than five months ago | never would have
guessed that [ would end up with this kind
of project. And that is an overwhelming
sense of feeling and now [ just feel
gratitude. So thank you so much.
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