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Intergenerational Play Space
and Ageing in Place:
A Case for Social Innovation
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BRA—EEBEGFREEEE (vellness
management) ~ EFEES (heal thy ageing) » Ll
LiEmEw( (active ageing) o JCDISI{E&IE
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Hong Kong is a compact and densely populated area,
the available space is of great importance fo the city.
Parks are of paramount importance fo high-density cities
like Hong Kong. It is a major challenge to provide a
suitable leisure and recreational space for people of
different ages and to design safe and innovative play
spaces and finess facilifies.

PolyU has been promoting wellness management,
healthy ageing and active ageing tirelessly. As part of
PolyU, JCDISI aims to promote the tradition of excellence
of the University in applied research by fostering
inferdisciplinary and  crossssectoral - collaboration  on
integrating  “wellness  management” and  “inclusive
play” from a socially innovative perspective. Through
imagination and collaboration, we have explored how
fo provide an innovative and inclusive play space fo fulfil
PolyU's “University Social Responsibility” and contribute
fo the well-being of cifizens.

We are honoured to be funded by The Hong Kong
Jockey Club Charities Trust and have the full support from
the Hong Kong Housing Society (HKHS| as the Action
Project Co-organiser fo host the “Intergenerational Play
Space Design Competition | HKHS Prosperous Garden”
stemmed from the co-creation workshop and symposium
of the PolyU Jockey Club “Operation Solnno” in 2019.
It took almost a year to prepare for the competition. VWe
are honoured to have the support of many professional
bodies and organisations  which actively promote
the improvement of public space in Hong Kong. This
report sums up the “Infergenerational Play Space Design
Competition | HKHS Prosperous Garden” process, the
comments and insights from our judges, PolyU experts
and other experts from different disciplines and sectors
on ‘Infergenerational Play”. It also showcases the
Infergenerational Play Space design concept profotypes
by the teams and the guiding principles summarised
through the entries as references for the future design of
infergenerational play spaces.
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The competition gave us a glimpse of local design falent
and the tremendous creativity that can be generated by
a multidisciplinary and cross-disciplinary design team.
Prosperous Garden is different from other typical public
spaces and is full of design challenges, yet the prototypes
and design principles can definitely be applied to other
public spaces. | believe our competition teams are looking
forward to seeing their design concepts incorporated info
the design of Prosperous Garden or other public spaces,
proving that the concept of intergenerational play space
is conducive fo the physical and mental health of the
elderly and community cohesion.

| would like to thank The Hong Kong Jockey Club Charities
Trust, HKHS and everyone involved in organising this
competition which allowed people from different sectors
to work together and create more intergenerational play
spaces for the community. As the Direcfor of JCDISI, |
am very grateful to the judges and PolyU professors
who contributed their time and expertise fo the various
stages of the competition. | am also grateful to the
more than 10,000 members of the public who voted
for their favourite designs. last but not least, | would
like to thank all the professional and university design
teams who took part in the competition. Your designs
were of high quality and inspiring, which made the
judges and the over 10,000 community members and
residents of Prosperous Garden who voted appreciate
the significance of intergenerational play space to the
society of Hong Kong, the importance of coping with
population ageing and the potential of cross-sectoral
design teams.

Ling Kar-kan, SBS

Director, Jockey Club Design Institute for Social Innovation,
Professor of Practice (Planning),

Hong Kong Polytechnic University
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Disclaimer

PolyU Jockey Club “Operation Solnno” is a project funded in 2018 by The Hong Kong
Jockey Club Charities Trust and operated under The Hong Kong Polytechnic University
(PolyU). The events and reports under this project, including the Action Projects, are solely
organised and implemented by JCDISI. The Hong Kong Jockey Club is not involved in the
process.

Some of the photos recorded in this publication were taken before the COVID-19. Among
the photos taken during the pandemic, all those present were in strict compliance with the
disease prevention measures in place af the time.

Citation

The Design Schemes are products of the Intergenerational Play Space Design
Competition | HKHS Prosperous Garden.  While the Design Schemes can be
used with the prior agreement of JCDISI for education and non-profit making
purposes, the use of its contenfs is solely the responsibilities of the user. JCDISI
and the participants shall not bear any responsibility or consequence on ifs use.

Parties who wish to cite this report may insert the reference as follows:

Jockey Club Design Institute for Social Innovation, 2021. PolyU Jockey Club “Operation
Solnno” — Prosperous Garden Intergenerational Play Space Design Competition Action
Project Report, Hong Kong: Jockey Club Design Institute for Social Innovation, The Hong
Kong Polytechnic University.
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Play Space Design

Competition |
HKHS Prosperous Garden

TERAHRBREERTLEE | RERILE. R

—ERESGHEZRAIF®RER  (JDISI)  £HE
BEEWE (HKHS) &8t LI2019F82THER
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BMRBERATMARELEBRRE BB ET
EARZEGERHRA " ERHREEER, &
P E - BEZ2EARRFARRN - KA HfeE
BAMKRE —RERNERERE

About The Intergenerational

BRIEFING SESSION &77T =

The Intergenerational Play Space Design Competition
| HKHS Prosperous Garden is a design competition
organised by the Jockey Club Design Institute for Social
Innovation (JCDISI) together with the Hong Kong Housing
Society (HKHS) as “Action Project Co-Organiser”. The
Competition is an Action Project sfemmed from JCDISI's
“Intergenerational Play Space” co-creation workshops
and symposium conducted in 2019 under PolyU
Jockey Club “Operation Solnno”. This is a twostage
competition for University and Professional Categories.
Teams of professionals and university students are invited
to develop an innovative “Intergenerational Play Space”
design proposal through participatory co-design for the
public space at HKHS' Prosperous Garden.
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PUBLIC VOTING ’AI%’%?Q%:E%

Q THE HONG KONG BEOL AR ERN2012EmH - SEEEE—ELABKWA
Qb POLYTECHNIC UNIVERSITY FFE o BIEREFARE  BEALOAL  FEERERS  LIKEE
HHRMH T RS RE, WEAIN > YRBEERENNWERITE -

JCDISI, established in 2012, aims to provide an innovative and
human-centred platform fo envision a better life in the society, to

= o
J c I " D' connect people with passion and nurture doers of all ages to
oo innovate with collective wisdom to enable impactful action
ESE1ERIERE R

HBITTENE B i H%iE ACTION PROJECT CO-ORGANISER

EREERE (BiH) BRIIN1948F » REBHESFBRTEEH

HONG KONG - ER—HEY EREERE, WA SHEERSL BTE
HOUSING SOCIETY FHREUARARBNEEREE - SEAFTRENESERMES
BEREHRS HRAET -

AREBAOZMCNEBE  EHENLTEABRELZEEERA -
BARHERETSNRERSAE  BER "EBERRE , NMEE
HERERDHE -

The Hong Kong Housing Society (HKHS) was established in 1948
as the first housin NG(% in Hong Kong. Being named the “Housing
Laboratory”, we keep progressing with the fimes to explore new
solutions to help address dif?erem housing needs of the people. Such
a spirit of innovation is the cornerstone for our business development.

In light of Hong Kong's ageing population HKHS has initiated a
range of housing projects on "ageing in place” since the 1990s,
bringing upon better quality of Ei]h(e fo elderly people across the
ifferent socio-economic backgrounds, as ‘well ‘as promoting
infergenerational harmony in the community.



STAGE 1

F—FEE

"
MS KAREN LEE MR ALAN CHEUNG
REIBE L
(CHAIR OF THE PANEL & EfE) ) NG DIRECTOR,

PROJECT MANA IATIAL ONE BITE DESIGN STUDIO AND ONE BITE SDOCIAL
JOCKEY CLUB DESIGN INSTITUTE nEHTHEEE .
FOR SOCIAL INNOVATION, POLYU

BAEREEL AN [E I B REE (I

DR TULIO MAXIMO MR FREDERICK NG MR PATRICK TSANG
TULIO MAXIMO 18+ BG4 SR
ASSISTANT PROFESSOR, IANAGER (PROPERTY MANAGEMENT), GEMERAL MANAGER
SCHOOL OF DESIGN, POLYU G HOUSING SOCIETY (PLANNING & DEVELOPMENT),
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R E | (EEHERE
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MS SANNE FONG
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VICE PRESIDENT,
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THERAPY ASSOCIATION
FEREEERERE

MS CATHERINE WAN
FREZL




COMPETITION HIGHLIGHIS
LR E

UNIVERSITY CATEGORY X278 5l

W 59 SEea

S

34 Stage 2 submissions
AEEm

Participants’ Background ZM&& S

B Landscape architecture EEEsE 23.4%
B Architecture B 20.8%
I Environment design BERE 8.2%
m Civillenvironmental engineering T RABSBIE 74%
B Urban planning R 4.5%
M Design (others) RE (H) 4.5%
B IT/computer science BRI 3.7%
M Occupational therapy BEER 3.3%
B Surveying AR 3.0%
B Physiotherapy/rehab WEARRIEN 2.6%
B Engineering (others) IER (H#y) 2.2%
H Medicalhealth BR/RA 2.2%
B Community planning HESRE 1.9%
B Education HE 1.5%

Geography/environment science  HEMRERB 1.5%
® Others Hity 9.3%

(Inc. Nursing, Social Work, Interior Design, (S8 « & Tk ER%H - ARKGE -

Media and ication, Architectural ~ FSR - HEMEH - EFHE - HEAHS - 23t

conservation, Visual arts, Gerontology, % %%1R &8 EeRLSS)
Social science, Public affairs, Bioengineer-
ing, Business, History and Psychology)

Most Adopted Design Elements B & 4R 5T E

Integrating users and equi t ions W& 5 B8R HETh
Tech Intergration FERES

Colourflight and shadow Bt/ %%

Flexible space/modular equipment 3 ft 22 B /48 {4 5
Accessibility and Inclusivity BiEtEREEHE

Improve shade 188 i

Sensory/neurology BB/ E

Community garden/nature 3 ETEE/ A

Thematic design ¥ B8

Improve seating & {4 &

Improve circulation 2% A

Sustainability T F@tE

History/nostalgia B3 /@8

Publie art/cultural perfarmance £ H Bl (ERE I
Dementia and rehab #2288 # &

Wayfinding §8E/8 %




COMPETITION HIGHLIGHIS
LHERE

PROFESSIONAL CATEGORY Z 4 Al

W 18 Sha

& Participants
e 33 enx

---"|
=F

6 Stage 2 submissions
AEEmR

Participants’ Background Z& &S

M Architecture BE 42.9%
B Landscape architecture BEREE 16.9%
B Urban planning R 7.8%
B Occupational therapy/physiotherapy B AR/ATEERE 6.5%
W Social work HEIHE 5.2%
W Sports science BERZ 2.6%
M Industrial and product design ITEAERR 2.6%
M Medical B 2.6%
Civil engineering TARIRE 2.6%
¥ Nursing we 2.6%
B Others Hi 7.8%

{Inc. Electrical engineering, N i (AFEMBIE - HEHS .
Hotel Management, Surveying, Education ~ AEWE « BIR - M RN ()
and Design (others))

Most Adopted Design Elements & & HRANRIR T TE

Internenerational design B4R EH
Accessibility/inclusivity JiE €054
Fitnessihealth fi 5/ &

Community engagement HE#58
loTitechnology 88/ EH
Sensary/colours BH/E &
Nature/sustainability & 52/ THE#E
Lacal culturafhistory 35 3{k/ Mg
Neads of alderly % %R

Safety &

Public art 2B

leonic design SR
Place-making 77 8i&

Community cohesive 3 EERH
Demantia S H@8

Circulation A



LLEE

A CH |

2 TIMELINE

30/5/2020

9/07/2020

08/08/2020

19-26 /10/2020

26/10/2020

14/11/2020

LLERE GRS

Launch of competition & Briefing Session

E—RERTE
Stage 1 Jury Panel

T1E

Community Engagement Workshop

NG E S
Public Voting period

EPEERETE
Stage 2 Jury Panel

AR ST R ET LU E | R TEE

PREZELS

Intergenerational Play Space Design Competition
| HKHS Prosperous Garden

Award Presentation Ceremony

15
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BRI SR

INAKEER
Insights from PolyU’s
Intergenerational
Play Space Panel

BANBERBEZRE/NE(ICNE) ABENERE
B+ BFIRAIGEREENBEENERE - &IE - RiBN
RERHER  BUEERTR2EEFTEY  XER
ERREE o IGNERERBEANRIPFILER B
JCDISI ~ ERMHENER - EREFHESR - £
%—%‘?—IF -~ DHAERMIBEENSRR - FELEM
BR - REERMEREERBIRMER -

JCDISI/RFEZE | G/ NAHR B3 A0 3 AN B 45 4 2o PR R T Y
BE BREBHEEHERBENWER -

The Intergenerational Play Space (IG) Panel at PolyU
is a multidisciplinary panel specially formed to
advise on creating the environ, facilifies,
equipment and features that would promote
infergenerational play, encourage physical activity of
our citizens and improve the health and wellness of
the Elderly. The IG Panel comprises professors and
experts from JCDISI, Department of Applied Social
Sciences, Department of Building and Real Estate,
Department of Biomedical Engineering, Department
of Land Surveying and Geo-informatics, Department
of Rehabilitation Science, School of Design and
School of Nursing.

JCDISI tapped into the |G Panel’s expert knowledge
and their aspirations for play space design
fo stimulate the parficipants” imagination of
intergenerational play.

AR T EPR BN IR 38 Tulio Maximof#+
Dr Tulio Maximo, Assistant Professor, School of Design,

PolyU

16



BAXREARBERBRSHERE
Prof. Kenneth Fong, Professor, Department of
Rehabilitation Sciences, PolyU

BAEHEBREINNERERL
Dr Justina Liu, Associate Professor, School of Nursing,

PolyU

BAREYBBRTHEERASFEMIATPIEL
Dr Lau Hin Chung, Teaching Fellow,
Deparitment of Biomedical Engineering, PolyU
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BEERFARBEIEBRERL:
Ms Stella Cheng, Chairperson, The Hong Kong

Occupational Therapy Association

BAREGAENBRGRIMHEHEE
Mr Johnny Lam, Clinical Associate, Department of

Rehabilitation Science, PolyU

FIEAHEIFREEEEENBRRIMT - AIFREBRERRKEHIE
Prof. Daniel Lai, former Chair Professor of Social Work and

Gerontology & Head, PolyU; former Director, Institute of
Active Ageing
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Stage 1 Jury’s Thoughts on Intergenerational Play

JODISI ~ 1% ~ ERBEARMBE ~ B Amultidisciplinary jury panel was formed with participation
ARG 7o A — OB TE=4  from the JCDISI, HKHS, Hong Kong Occupational
P ERISTSEERY . ALgsskepgast 49 |herapy Association, PolyU Intergenerational Play Space

Panel, and One Bite Design Studio fo assess the entries
2L ERET L g 2 Wt 5 '
# - RE - MREBNRIRBAEHS 4 o play space design, planning, environment,

BFmETHE - 2EMIBEIRIFMZ  property management and elderly service angles. Six
o BEEEARSLENE R - LI T ouf of eighteen professional enfries were shortlisted for
SwmwmamEssyLE . NEEs—  Sage 2 of the Design Competition. Below are some key
£ A By 2 BSOS o takeaways they shared with the competition participants to
R furnish their designs for Stage 2.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

BEXEFEHFAFMGREZAFEEE (1) REALREL=AEEGEAFRERL
Ms Karen Lee, Project Manager (ll) Spatial and Intergenerational Play Space

Project Lead, Jockey Club Design Institute for Social Innovation, PolyU

BRREMZEBEER D HMEB - BEE
MRS - HATLUEERmER ? LARBP L
HRETRRER RRAECSBRMEE R IEAVE
HHRESR  WeEBRARBLEIOERE S
MHEBEARED -

The elderly and children play areas now are
designed as two separate, segregated zones;
could we combine the two? Usercentric design
is the key to developing socially inclusive, age-
neutral hardware and software programmes to
facilitate  intergenerational play and enhance
social harmony.
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oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

—ARIEZER-OSHAFANARESRCEREMEE
Mr Alan Cheung, Co-founder and Managing Director, One
Bite Design Studio and One Bite Social

BEAHMTER "BARBELE B RER  AUREZHRER
fRe - BEMBEERE - B RCRERERE - BRBFERKL
RMBLEB SR RN RN WE— P EREBEHERS -

Everyone has his/her own inferpretation of what “intergenerational play”
means, whether it is more opportunities for family play, an enhanced
playscape, or play equipment which is more diverse. | look forward fo
seeing the diverse possibilities brought by the concept of intergenerational
play, and how it could be further defined and shaped.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

EEEEREHEREE (RERS) FRERL
Ms Catherine Wan, Assistant General Manager (Elderly Services), Hong Kong
Housing Society

MBRERXEIEAERL  ERFRHERSEBER  ARSHARY
NHEBRERE - BNAERFTESERGEND - SAENERM -
MEFERBESHRRRA—ME ? EBEEEN L FEREHLRBPEER -
B PRI RRE AT R R wT ©

Of course, new ideas would be welcomed by users, but after certain
years, the design might be outdated and users would start losing inferest
towards the public space. How could the design be more sustainable,
long lasting and adaptable rather than just staying there for a year or
two? Nevertheless, it is very imporfant fo cocreate with users
and translate their wishes and concerns info the design.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

BEEEERSRKE (MXER) REX2ALE
Mr Frederick Ng, Senior Manager (Property Management),
Hong Kong Housing Society

RSN ETSIEMNR T BT RIB AR - W& B AR A B HAY X
LERIRIBARAE - WRRET HNERNMEE - EEEL -

Ideas from overseas require local festing. How the design could be
integrated into the local culture and context should be considered.
Designs that are easy fo manage and maintain are more preferable.



oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

EEEERERKE (WRREILBR) QEMAKE
Mr Patrick Tsang, General Manager (Planning &
Development), Hong Kong Housing Society

(%5t BZRERRBNHERERMZE - WHREBRBELRE
ER » EZHEME

Community resources and facilities available should be used to
create synergy with the surrounding areas.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

BEERXRBGRIERSVEXL

Ms Sanne Fong, Vice President, Hong Kong
Occupational Therapy Association

(RN FEREBEZRNDR - BF - EHRRESSEMG - 7L
FREREREEZXEIRATRAVESR -

Consider the material, the colouring, the inspection or any other
condition, ultimately, we hope the residents could truly enjoy the
design.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

HHETET AENTEPRIIEHIBTulio Maximo &+
Dr Tulio Maximo, Assistant Professor, School of Design, PolyU

REITERENZEERNEREMIEBEMLE - 22012 - AREHE L
ERRANESMNEESER  AtEREEAE T EZXREFER
RURER] ©

The key is not to make the space exclusive but instead being
inclusive. For instance, we might fake the space away for those
who want quietness if the play space is designed fo be inferactive
in all aspects.

21
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: B tEERAVEREHEE

*i ““ /,~
h Community Engagement: Prosperous Garden Residents
Thoughts & Aspirations

JODISI ROV R BB YR EEBRK
F20205TRAHEB D (EBEEFZK
ZB) - REBEEKRERIKZEMKER
% JODISIRHETEZEE G RHLEN
XF - MEHERN2BEENZEER » #H8)
2BEERBRBUEERFTHLUARBARNE
A HEZEAE

2 LRI E

LUFRBEY +NuxEERES
BRI ESERR

EﬁFﬁ%Dﬂénﬂ% J//{&
FFPFTENER -

JCDISI is immensely grateful for the effort paid by the Estate
Management Team of the HKHS Prosperous Garden in
July 2020 (despite the third wave COVID-19 infections):
They distributed and collected the questionnaires from
residents for the competition teams. JCDISI appreciates the
support of the resident committee representatives for the
competition and their willingness to share their views with
our competition participants to assist them in developing
a more usercentric intergenerational play space for
Prosperous Garden.

Below are the results summarised from the questionnaires
collected from 19 resident committee’s representatives and
supplemented by the insights collected from the inferviews
with representatives from Blocks 1 1o 5.



/7

* 17%
0 11%
RYFRE?
What is your age? 80<

SE=ZRHIUE

Three times or more a week

SE—E@R
Once or Twice a week
(REIZH/ERETAHAKTE
B M EEMNEES?

How often do you visit / use the public SH-EWR
open spaces and podium in sncsionivicedients
Prosperous Garden (PG)?

S7E 457k e B 2k R
Only during Special days
or Holidays

Others

23



B F6RFE R

From 6am to 9am

B FIRE120F
From 9am to12pm
P12 E F 30
From12pm to 3pm
3 (RiEE R MBERER R A

HREBRENFEE? T3 FF6I

From 3pm to 6pm

When do you usually visit the public
open spaces and podium in PG?

I E

From 6pm to 11pm

TE

No specific Time

e
A Photography

22 o
Walking {E R QR E
Using play equipment

SHEES
Taking part in Community Events L=
Resting

4 RESIGSTETFTARKBELE il B

EESHWENZ2TE?

What is / are your purpose(s) of visiting 3A

the public open spaces and podium in PG?
others

3* FEEERTF

3 A Do not wish to stay
B RRE ' BIX 35 | fREE SIS
Meet up and chat with fds 5 Running / jogging

{5 H Bl 2 (2 5 28 i
Using fixed fitness
facilities

BT | fRHih

Self-initiated fitness/
stretching exercise
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BRY BAIRE - REBERE AU
ETRE RS - ThRFERFE) -
BZMH

ANBERED -

Aside from those resting, the maijority
of the activities in the open space
are active uses. Such as dancing

and kungu, but the space is

not so suitable for
running.

A EEA ARAREAR
FIPEIK -

See other users playing

bOdmiﬂTOﬂ in the space

from time to time.

— ) —
mrEn (GRZARE) -
BERRN - BEIEBESEEEL -
The space is quite sunny

lacks shading) b

spacious for acfive exercise such
as jogging.

NRERNEERNERE SR8
BRI EEEIE - ZAKRM
[ERRIER LB aETEERRAE
) ©

Children and more active users are
typically on the ground level as
there is more space to run around,
elderlies and residents are more
likely to use the upper podium for
lighter activities.
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Jil,

5 REREET RN BRER
FAMRETSE?
(125t+9FmE 1095 T2FE)

How would you score the exisitng

public open spaces and podium in PG?
(1 is not satisfying, 10 is very satisfying )

75 1R A 22 ) 1 A [ 3 RN
R BRBICERERNMATALEE

gew . as[UIR W

PREEZER o

Such open space is not common
in the Yau Ma Tei area so it is an

iconic open space

enjoyed by both residents and the
wider community.

e FPEE 281G 208 2
B - Wmim (B E A DI
A FNEIE ZE E

the Darrier-ree acces
is done quite well here.
Wheelchair users can access
and navigate and access the
space easily.

aru I E N .
ERSERE - BEETER
FhEst o

Accidents have

hO ppeﬂed in the past.
Sometimes it can be quite serious
where the injured children had to

get stitches.

REBEARBEERER - B8R

S AN KEE . mras
A HAREISRIRE -

Flderlies usually have caregivers
accompanying them. The stairs

are wsudlly NOF — very
STeep and have handrails.

So access is not particularly

difficult.



RETRIFR
A Innovative design
EHE R RS &
ERRERIE Use fixed fitness facilities
Spatially comfortable K2R
too empty
BREEE
I Adequate facilities

ARER

Strong sense of belonging
REZEERE
‘;R g‘j E 1: i‘\ ; 1* IELE\ ?E E & ZA Inadequate open spaces
FANEBER? e

What is your general impression
towards the public open space play facilities
and podium in PG? 6A

RBRE GA

[ =]
Appropriate facilities

Insufficient lighting at night " " o
i B L]

Rich and attractive

: REISHE
AXRIBE Appropriate planning FiBRL
Not too compact and design Fai PN
air to middling

e hid=]

2\

2 ﬁ%%&ﬁﬁﬂﬂ# Distinctive

A Outdated play equipment
ana Others
FtE |

Boring design KIEE - A A (B
1 A Too compact with too

many people around
iR Z i E IS E

BEED
Colourful

Lack of local features

ERES

Strong sense of belonging

ZeRgaRst
Space design

ZEE A LD REEEWEEA -

The space allows for both active and passive use.

4 N

BEASEERS  BERBEARZER - ANREREM
BEEEAE -

The plaza itself is spacious but since it is a public
space, the large volume of users means there is not

enough space.

/
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8

45 5.

Nk L
HREAIE

Increase lighting at night

AW

[ElSe 1% a0 B R EE i

Stepped terrace surrounding the plaza

e

Fitness facilities

MTREHRTLAEABERERLE Ch“i%ﬁffgﬁ% -
BNMMRERIE? @

What is your favourite facility at the H {4k EEES 5
public open space and podium in PG? Other facilities

(you may pick more than one option)
ZEFEH
None of above

Hith 1A

Others

ImESE
HIETE
Increase jogging or
E@;&lgﬁzﬁﬁﬁ runni=1gjgtgrailg
Increase / update elderly
play equipment S as s " -
1ENNES S H mhiBE 85 htE / 2=
Increase intergeneration
play equipment / space

RMRBESETARNBERERFE S
BEM—AHEELSE? @an A creses oo Mo water

dispencer / self-service
vending machine

Which of the following should be improved at
the public open space and podium in PG?

(you may pick more than one option) 6 38 0 £ 5 gk e 1 K S i

Increase barrier-free
access and its ancillary
facilities

BB AE
Increase sheltered spaces ZA S E RS

KIS S IR RN St / ST R
3A i

Increase featured and attractive
installations for photographs

Increase outdoor multi-functional

MEZRRE exercise venue/ spaces
gm{*;‘g Improve spatial planning
and design
2R JEEAfi w—— bl
Incraese resting 18hN | ERR5RE SRR None of above

Increase / update children’s
play equipment

spaces/ seats

Others



]

Issues to address

NEEBRLBEAABEBNET - BRT BRI -

HERMARAEERCHK -

There are lots of children in the area unaccompanied by adults.

Sometimes they play ball games and could potentially cause
danger fo the elderly users.

T ESGHIER R BB AT AT -

There should be hand rails along the big staircase in the
main plaza.

NEEELEA - ZERM - BACRZH A E -

The space is considered fairly big and spacious but there is
not enough greenery or facilities.

EEERMENSEREHKRTF

There should be handrails along exercise areas and next to
the seating.

BHEMEIML - EENREESHEIRD

There are fewer elderly exercise equipment here compared
fo other esfates.

MATAVETT N EEAREIT AR - BERE RN ES S
REmETARR -
There is not really enough exercise or play equipment on

the weekends as users from the surrounding community also
come to the space.

TAE LETEFESE —ENHE - RRR/AAGE -

There are some challenges to running commercial activities
in the open space, so it is not too suitable in my opinion.

N N N D/ N/ P N
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FRs

Aspirations

HEBEBLBACRERI TS » SEARRBARBZNZFANREEHE
| want o see more greenery and shading to benefit the increasing
numbers of elderly and wheelchair users in the future.

N/

[

BRREARMERBCEERRNTER - RENZENEIDBEEEARR
BHENZER - ERREEERE » ERESDNBUEZERM ¢ —@ARAR—
BEERT  —BESHEESHNRET -

The space should first meet the needs of the Prosperous Garden
residents. At the moment, the space is separated into zones each with
its own characteristics. Could there be a more cohesive and infegrated
area? A design where adults can engage in activities while watching

over the children. /

N

MLLEXHENERE  AEEARERBZHAENECERAMNNERR -
| hope to see more green and yellow used in the space as those colours
are genfle and soothing to look at. Sharp colours like red are not
preferred.

BEARCRET]  HAEBXNARERF—RAEN - RRARCRBN
R - IEEEEMARE - BRMECHEER -

More colour and vibrancy with varying combinations and layers would
be nice. The colours now are dull. More paintings, patterns and lights
on the walls would help too.

RS - TR AR EEEEERES -

The balance of the outdoor and shaded area is quite good af the
moment. People can play under the sun and others can rest in the
shaded seating area. People can continue fo exercise in the shade if
there is rain too.

EA—RALIEEZENR @ BEEELRBEEMFAERIG  ABRLEREE
BRERIBE AR

Elderlies are usually sitting in the space but could there be more
equipment for them fo use? The equipment can be infegrated with the
children’s play equipment too.

BEPIMIREBAILLAIES - MEBEAES TR - J@EJEB%/?\E/\J@Z}




1 1Appl

h\ II&(

| agree

MRBSETARNFBEER
FEESEMEL?

Do you agree there should be more

greenery at public open space and 4 1 Appr
podium in PG? A ppl TRER
=R

No comment

BAHE

Weekend market

FSMRE

Outdoor exhibition

B9 F(ELIESR

/ S \ Outdoor DIY workshop

o o
9 O B

REZEFMEHNROHA e

RTE
BIEEARTLET? @nn
What kind of activities do you

wish to have at. the .public open AR T
space and pOdlum in PG? Street workout Competition

(you may pick more than one option)

Bl F B & Eh

Holiday celebration events

THERTE

Do not wish to have any activities

Hith

Others
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DR

Software or soft programmes

-
N

BRIEBIEENET » BAIAKEEBRABENA -

Usually passing by only unless there is an event.

/

VEEEMETUARB LU ED  BNBZFHIR
FERE R EDAY -

Management have organised festivals and events
before, such as for mid-autumn festivals. These are
popular for families with children.

~

)

FERALEARNERE A MBI -
Festivals and events could be held in the space on
weekends.




(RN EEN TR
8 A Promoitse Intergenerajzon

jesEe e activities and play
Cultivate exercising habits
1A
RABIE
Gain self-confidence
'I REIEEBHERS — /Y

BREREMNEER(TERE?@es

=
<

IEmEEESREE

Increase the opportunity to
engage with the community

B1R | SREMRMRR

What expectations do you have towards play meRmn
equipment and supporting facilities with an and T reeae ot axarereing

integration of technology and health? 7

(you may pick more than one option)

RIS M RAREK 7)k
Maintain / Improve / Boost health water ?Eﬁmﬁﬁﬁ
Very interested to use

1A

amsEsx A B &
ZA [ |n;:§%?g$ﬂ§§§o d 1 A
play with family and friends
Others *#E%Egﬂﬁﬁﬁ%-ﬂ? ERARATER /

— . BIEETEH
REZETRER mﬁ%;ﬁﬁﬁﬂmﬁ Afraid of u:ng unfamiliar

: Do not wish to integrate technology . !
o nic;t;hr:gle((}here and health into play equipment and electronic devices
other supporting facilities

1 BEh 4 K (R BRAR iR
loT and health

( BB EDAME AR L0 MBI R R I2 B M
k | have no problem with technology monitoring my health

such as blood pressure and diabetes.

/

BRETEEEEHAOZ(L  REERHZRSE - &M
AT T2 R - ERBEAEZEMES -
Prosperous Garden is an ageing esfate. A lot of residents
are elderly. There is a clinic nearby and all the residents
have joined their health monitoring network already.
There is no reason why health monitoring is a bad thing.

\/
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c MESH  BRBREREEEMGNMIZERSZE

Community Engagement: Prosperous Garden Estate
Management and IG Panel Expert Sharing

RE—FIRLERER  RBETEEER
MIGNAZERE D Z M55 K555
IR% - MREBERERBEEN AT HRE
E8 o LITEM#EB2020F8H8H B EIE
EEERAENMERDATMBHAR -
EREZMENHTAMRE  RAEHA
TS HARNIERTEERE

TRAXRS

SERREERSBEREXFT ZAIEBLRTE "B
B, FHNEARERAKEXR ES
2 IARBEHRNERER—=M[ - &
WBESMNLEBEERK » BRAEANELU
RRBANZRT IR - MAYEE - AxRE
BRIKBEEM" A-RE-BAE (PEOP) L, F
TE ZERCEMYBRNAMREBERRS
Ko TEEMSMERARAREHE @ 5]
VRFTERAEBNRESR  EMSIABE -
EE - DENBEISTEARABEMRS -
1 Bh 2 1N 3 5T (e 75 B SR RO & 4 A
WA -

To give more depth fo the insights of the residents, the
Prosperous Garden Estafe Management and  experts
from the |G panel were invited to share their thoughts on
intergenerational play, and the potfential solutions and
considerations to achieve it. Below are the directions and
ideas extracted from the interview with the Prosperous
Garden Estate Management and the experts at the
Community Engagement Event on 8th August 2020.
The meeting added more contextual information to the
six design considerations generated from the co-creation
workshops.

Understanding User Needs

Experts suggested that the teams decide whether
“infergeneration  play” means different generations
interacting together or simply being in the same space
before sfarting with their design concept. To help our
multidisciplinary participating feams, user centric tools
such as personas, user journey & the People Environment
Occupation Performance (PEOP) model were introduced
by our experts to interpret and understand user needs. These
tools can help our participants to further their proposals
through user empathy and prioritisation. Intergenerational
play concepts such as Respect, Responsibility, Reciprocity
and Resilience were introduced to aid our participants in
designing the hardware and software for cross-generational

bonding.



RIS ANRFHME DN AEREREEER » ReTBRAZER
A Rt (Accessibility) - EXEZEHKM " ARSI RRER .
W7TiE  EARRARMAEREMMEIZEARRERINER - TH#
BASEERIARANRNRSE - REE(EREEENRTER
FHRINRMERYEET » DIEEER E=RMRERRER -

REMREEBBRAMUEGUXEZEAHM - BilRRE2REM
BhEess BT - BM TR EZ— - AREREBLIER
B - RETTNEIEEEXF  RBAEETME DR
5 HEREWARENERLR - RE—TRBREERBERE
R EREFRLIFTARCNMEEN - XE5WRE - FE A
KA W HBRRZIBERGEAIRME - ELRETERE A MG
Z2M%  HRHIBRSNTENMENRELHER -

Improving the accessibility is key to attract visitors of different
ages and abilities to the intergenerational play space. Experts
suggested using user journey to visualise how different users
view the park when they arrive, whether they can identify
different zones within the park, and where should seating and
railings be placed strategically to improve circulation and the
user experience.

The integrated play areas must support space sharing by users of
different ages and abilities, so the choice of materials is a major
concern when creating a safe space for weaker users to move
independently. Coloured zoning is a strategy recommended
by the experts, and endorsed by the management, to make the
environment more vibrant and to help the elderly distinguish
and navigate around the site. To further support the elderly to
play in the intergenerational play space, experts noted that
attention should be paid to the choice of colours and floor
material for better vision and fall prevention, while equipment
with edges should be avoided. This would help the elderly
with weaker vision and mobility and make the site safer for all.
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AR ERAVERE
Age-Neutral Design

A

BRAEHES  NEARRBESBERDHBERRNxE - WHE
RIEFRAEBN  DEARFREEDNWARER  FMFEOER
B

ER—UERREFRME - BHEREBE=RMEIRENL

EBX AN S E R ZE AR e A

| REARANNBENE LR - REIEEFRY  TRAH
=5 AIEEZ T MBI IRV S8R

i) TEEREERT > FRAREIHF

i) ABFREL—RAREARSE MR RMEMESE LR

V) {RAEAL R B B AR ST A BRABAS -

Experts emphasised that the elderly and children differ greatly in terms
of abilities. Stereotypes and equipment designated for users with a
specific range of abilities should be avoided. Designs should be
kept simple to help users of different ages and abilities to understand
and use the equipment with confidence.

One expert nofed that the teams may focus on the four design
elements to make play spaces more popular for the elderly and
more inclusive for all:

i Creating more diverse and enjoyable play experience by
providing play spaces of different size and variety, well-
maintained equipment and crowd management;

i) More flexible use of space for their enjoyment;

iii) Designing a park with unique features over a generic park, i.e.
a park reflecting local hisfory in the design; and

iv] Fostering social inferaction and social network.



ERELRE
Intergenerational
Play Equipment

1

Namely unoccupied play,
solitary play, onlooker play,
parallel play, associative play
and cooperative play

BEREHEABEEZERFARUEEEERS » MIFRBEE
F’aﬁ?ﬁ?‘ﬁﬁ%ﬂT?E%%tﬁ&@l%ﬁ%lﬁﬁ’ﬂﬂi%ﬁ e - %%—iﬁzwtﬁL
REBEAEBEARY  EHEERE  MEIREARRRE -
BEREEERZTARETQAEINE - TXMBRAVER - /Dzd\
RBEBEMEREBNES -

BENBREEKERE  AOARFRALTMRESE 2 A
B3 @ftEfik  ARESESIABLESENRKENIER - BE
B TBELERE, MRS "TEaMmBARNESR , FREK R "Due
task, FHBEAHRSMEFRIIXVRBANMS LS - EWEE

groe Rt A58 " Parten’s stages of play' , BISEED » LIGE
PB4 -

BEREFRIRINEFEUBERTEBRARARTER » R
EEIRMEEBNEE - BE ﬁf?iﬂ“*%&%““tﬂﬁ%ﬁ%%%ﬁﬂﬂ%@
i B AE B LN ERREENS O EE -

Some experts commented that compared to park designs in the past,
playground designs now lean more towards safety than excitement.
This indirectly affects which user age groups the play equipment
and parks can attract. The experts also agreed that play equipment
in general is less varied, less interactive and tends to be made for
single users. Caregivers are less willing to take their children or the
elderly to play, enjoy and exercise in the parks, so there are fewer
opportunities for intergenerational play and social inferactions.

With the right combination of infergenerational play equipment,
people of different ages and abilities and their caregivers can enjoy
better play experience together. Factors like “diversity” and “play
for all” can determine the suitable equipment and programmes to
be infroduced in the play space. In addition to the “due task” play
which can improve the cognitive and physical abilities of players
of all ages, activities that mimic “Parfen’s stages of play'” can be
incorporated in infergenerational play space design.

The size and space should be well designed to meet the needs
of different users and fo support the dynamic activities for
intergenerational interactions. As play equipment cannot fully
replace rehabilitation equipment in terms of functions, the teams
were encouraged fo focus more on how play could improve the
physical health and mental wellbeing of the users in their daily life.
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Use Unique Spatial
Characteristics

4 ZRBEHERRE

ERSHERRETECER - EAEREEENARRK  TEE
AR S - ARBHRBEEERZBRATR  FEBANEDNS
A REFERNEE - R EINERT T REZEBRATRGEMNR
A REANRREERNEACMZNITENME -

R RIS S RVIRSS M E BB E =R A RAHRBER - 88
10 S SR AN 1 (B O B B 7 22 o T B R A [ 4 i 9 S i Y9 FEE SE A ST
LRITTR - £F - RBSUCEPMIL - EHERBBABE TR
MZERRAT B R EERHR - JRERNEERIE -

Making use of the spatial characteristics of the site is a cost effective
way fo revitalise a space and build a sense of dignity and identfity.
The incorporation of nature with the existing plants can improve the
wellbeing of the residents, especially as these elements are often
lacking in urban environments. The management team suggested the
wall behind the staircase in the central plaza and the facilities in the
open space can lend itself to more interesting colours and textures
requiring litfle maintenance.

The sense of belonging of the users can be strengthened if the play
space can reflect or represent the unique cultural symbols or themes
of the district. In the context of Prosperous Garden, some experts
and the management team suggested highlighting the historical and
cultural aspects of You Ma Tei, a district with many cultural and
heritage sites such as the Fruit Market and the You Ma Tei Police
Station. Both parties agreed that infegrating unique elements in the
spatial design may invoke infergenerational conversations and the
collective memory of the residents.



ERRERE
Use Available
Technology

=|;
l—o

o1y

MELRER » XEERZRL - BXALUARERKAREEZNE
RBMRER  BENBBRELZFERR EXTERERLER
w HEBERMEEENRERMANRBANERRS - BNRE
EONMEBNBEERE  KERBELEPBLS - LBEIZRBSEEZR
RES - BRAER - IFRRBENEERBSEM - WEMANK
FHE -

HARTEEELARIRNEARZHERAMENERREE - BEX
BEHRE-—MREBARNERTEY - BERSERMKABERS -
B EEREERS  REAMEABSEEN N - SREREHEBRA
RAARG AP EE G (Intuitive  Design| MR A NS » AJRFE
ABBREAZAERE - AREHERESNES - EERHRN
RELBNEAERSTERIEHEES - MBARALEBHAZE  RY
RENEE - BRI BHMNBANERRERNE - EMEH Y
SEEZE - RO OUREZENHEE - BERRTHRESIIRE - AL
EEREXEEARRE

Experts from various fields agreed that technology can be introduced
in parks to make the play experience more interesting and support
healthy ageing. Technology can effectively engage the elderly users
fo exercise regularly as it can offer different levels of difficulty and
feedback on progress. Fall detection and stimulation systems for the
elderly with dementia were suggested by the experts as additional
safety devices promoting confidence and autonomy conducive to
intergenerational play. Participants were encouraged fo explore
technologies such as sensors, apps, wearables and smart devices
and incorporate them in their designs.

While the level of public acceptance for the technology in public
spaces is a consideration, experts noted that the elderly are usually
keen to explore new things. They recommended the teams keep
the design simple and build instant feedback mechanisms for users’
long-run adaptation. They mentioned methods such as intuitive
designs and software programmes in which young users can help
the elderly to familiarise themselves with technology and engage
in intergenerational inferaction. The management feam expressed
concerns about privacy and personal data management. As trust
and a clear sfatement on privacy and data protfection are needed
fo address privacy concerns, experts counter-suggested solufions in
which dafa could be beamed into the devices of their users after they
have completed a fitness training as if they were at the gym.
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BEUARRB/A
User-Centric
Management

RIBIRFTATHNSRENEIEE - EEAESRAEREERE
BEEAR  BERE2 - BREEH  MERZBEAMRARE - &
ANABBBEATSEERAER  BURKIREEASEEZHN
B FRAZXBAEENERAE - WRTRERAHDER - B
REMRERENE - BOBRESHE - BHFOEE B UREXF

o

AR -

To make the proposals more implementable and more desirable
for the local stakeholders, the management team highlighted a
few issues which the teams should consider, including safety, noise
confrol and preventing misuse and “wild play” by the children.
Design interventions promoting fair use of space can alleviate the
burden of the frontline workers in managing the space and are the
keys to usercentric management. Llocal stakeholders may welcome
designs which can prevent user conflicts and collisions between the
children and the elderly and reduce noise.



1

HEEE
Community Building

BEXBFARGEBBENELSHNERM - RIEAEBERE -
RELRIESEREEREAVED » EFHBHRSI0 - ERFIER
HAEAERAAEARMBS » AERBEATHABLUEBAR

DHFIREENF BEa T dRAEASSERSE TS UEEBES
ERER - MENEREITENERIIK  BEWINERERXAR
FIBEE  AEREREETE  BREKSIBABRSEESNE
3 o

Experts highlighted the importance of software in encouraging
infergenerational play. Apart from hardware and installations,
software can make the atmosphere more vibrant for intergenerational
play and sustain its appeal. Creative citizenship through parks was
suggested to create a park that would promote creativity and engage
the users in the long run.

To sustain the programmes, it is crucial to invite nearby organisations
to hold various activities for more intergenerational interaction.
Community-driven rehabilitation training and  recruiting  nearby
medical professionals as the guides and coaches in the space are
ways that can empower the community and encourage more repeat
visitors to take part in the activities and interaction.
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Stage 2 Jury Panel

=

T

- “-E'-‘ L\‘-“"Z"‘
NTERGENERATIONAL
B

ACEDESIGN
PETIFION

14 e P %
left to right: Ms Iris Hoi, Mr Lawrence Chau, Dr Lam Ching Choi, Dr lawrence Li and Mr James Chan
A P2t ~ A BE%AE - MEREE ~ EFEAE - REGIEE

2020510280 » F_MERNFTEEERBICERETOETER  ER—HMUD2EFR - REHR
EEBHERERMMMATHENEABREERRHS - TEERENRLEEE  BREE - 2lH -
FE -~ RERE ~ AHTH - EIRRFMMHAE LI BERMBETTE - FEEZEAEWALIE
ERGNRARE » LAFTEINATERE  MAsARREAELEARTREEEEE - LTNENER
BRARKNEZER -

The Stage 2 Jury Panel gathered at HKHS Prosperous Garden Exhibition Centre on 28th October 2020 to
review all the 54 submissions and fo select the most innovative and feasible infergenerational play space
design concepts for Prosperous Garden. The Panel comprised renowned community
members who brought in their expertise in medicine, innovation, housing, elderly
services, public administration, landscape architecture and planning. They focused
on cross-disciplinary problem solving and project implementability and contributed
valuable ideas for future intergenerational play space designs. Below are some key
insights summarised from the adjudication process:

Video Introduction



oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

BEETABREFRAIEFEREELE ) P
Dr Lawrence Li Kwok-chang, JP, Deputy Chairman, PolyU Council

RO EEZRI B EREBOBR - RO EETURD
AR - EEHEERARRETHRARBRNTIE - EHRES
2F 0 SBEBERLEERIEAROEENEDRTLEN - B
B TREEL - A, - TR, STREEEREE -

Establishing the core values you wish to bring to the users is key
when designing an infergenerational play space. This competition
demonstrated the potential and possibility of combining play
space design with core values, uniting the infergenerational
community through core values such as “belonging”, [w] %
“collaboration” and “future”. These core values help == TS
to strengthen the infrinsic motivation of park users %
and build them a habitforming roufine fo engage in
outdoor park and infergenerational play.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

BEEEERETHAEMNERTERBMRUEE
Mr James Chan, CEO and Executive Director, Hong Kong Housing Society

(BX) BRBESNNBESXNGF  RIEHERR - EEEHH
- BRIBEANATESURMELRNRAREL ES BRI
= AlRERRLE  BITEREZE - B Y AEBNRGEENR
HEBERER  EREEUACREDET —RIMEES =X
BERNAEFERLN -

Through cross-disciplinary and cross-professional collaboration (the
teams) have created a more inclusive and interactive community...
The innovative ideas from the winning projects would bring inspiration
to the community and the industry for creating more infergenerational
play spaces that help fo facilitate a befter community O =a0]
for ‘ageing in place’. With the surrounding facilities :
and intergenerational play space, users can enjoy
a series of leisure activities in their neighbourhood
under a relaxed lifestyle.

[=]
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oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

RESHEEEIRENEMESE » SBS» JP
Dr Hon. Lam Ching-choi, SBS, JP, Chairman, Elderly Commission

RENHZER R RABR AR LA RMRGT - sBlRELELHR -
EREEEES - WEBRIFTVEAAMITR - BB IEMELE
BEARSENAEN - REFBERLERT T —E2ERKX -

Embracing infergenerational play and inclusive play in the
fransformation of our public space will promote social inclusion and
encourage our elderly to be more physically active. This competition
demonstrates the possibilities of integrating  local

elements, district uniqueness and history in connecting [=]25

the community and as well as providing a model for Mg
promoting ageing in place.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

EERRMBEFERFULL
Ms Iris Hoi, President, Hong Kong Institute of Landscape Architects

BEREENEBEEEILREN  BAE - FaMmEAOBMR
ZEER 0 AR EFTEEZEMBEEAB T IR - BUWmZN
BERNZEEANSHGALURERNRFRIAFTE  KIREFEEE
BWEERSNRE -

The spatial dimension of an intergenerational play space can be very
complex, with high-rise buildings, podiums and multiple entrances
scaffered at different places. This requires designers’ great effort to
handle the layout and organisation of space. A clear pmm s 4
spatial arrangement and design makes it easier for [=] [=]
users fo understand the use of space within the park,

catering fo the needs of players of all ages, especially

to the elderly who require a clearer spatial concept. .
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BEEREMBEEERADSKE
Mr Lawrence Chau Yat-cheung, President, Hong Kong Institute of Planners
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ﬁ BARLENZENMERBRNIN AR AR RETE - A
BHEmERENRENWELER - EXNZXHIFR -

Usercentric design and placemaking are very important elements
in community planning. | am pleased to see so many innovative
infergenerational play space design concepts coming out of this
Infergenerational Play Space Competition. The multidisciplinary
nature of this competition provides useful references for developing
new public space designs that could cater to both children and
elderly’s need for play, socialisation and enjoyment.
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Winning Design Proposals

HER ", GHIEAE (HXEA)
CHAMPION & WINNER OF“MY PLAY, MY SAY” AWARD (PC MOST VOTED)
P102 : BB Imagine with Senses - The Play Space of Serendipity

RARE - RIKE - BRER - A - BEH - REH
Cheung Liane Tian Nan, Ng Siu Cheong, Mak Cheuk Yan Yammie,
lo Cheuk Wing Cherry, Tsang Suet Ming, Yu Ka Llong Aaron
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One Playspace. Seven Senses. Endless

Possibilities.

“Imagine with Senses” is not only an ordinary park, but
rather, a space fo experience various elements: Sensory
Play, Imagination, Nature and Intergenerational Design. The
park comprises 7 major areas of “Sensory Play”, i.e. Visual,
Auditory, Olfactory, Gustatory, Tactile, Proprioceptive and
Vestibular Sysfems. Distinctive features are incorporated in
the park to facilitate intuitive wayfinding that allows elderly
with dementia fo navigate fowards a venue with confidence.
Colourful powergenerating pavements and VR technology
are also adopted. The play spaces are divided into
active and passive zones. The active zone at ground level
incorporates fitness equipment for training upper and lower
limbs stimulate the vestibular and proprioceptive systems,
and the infergenerational design such as the pedal sfation
integrated with bubble machines can encourage people to
exercise and generate fun for children simultaneously. The
passive zone in podium includes landscaping with a selection
of mulfisensory-appealing plants. Part of our gardening
facilities are specifically designed for people with ambulatory
limitations, with a height that users can sit while gardening. By
using gradation and adaptation, our design bridges across
users of various abilities, catering the needs of people with
ambulatory limitations.

47



KA EFHR AR E RS REE -

The husband is having 2 stroll with his wie whe is 2 wheelchalr user at the
Prosperous Larie.

B AAE-EEEANS REIR R -

#ir Fafs Wife: Look at this Baddhist Pine which has accompanied us all
along:

LABE ¢ SEMERRE

AcFat the hushand: Time flies,

- The Playspace of Serendipity -

BRE S E5E

Daily Life of “Imagine with Senses”

B
Aia AT A EETIREA TeTof o oTof « IRH ORI FF 2 850E - | 48 LarAigdrs
PRSI SRS Bl SR W BRG] - AHERETIT I A -

a 'Chng-Dong Ding-Diong. Teme & now 300pm” The sound of the old Tsm
k Terwer was broadeasted followed by 2 reminder of the

8 current e, accampanying with the disply of both trme and date on the
theatre wall

LAEH B BERdmanE] |

Ar-Fat the husband: ©h, | should pick up the grandiad from schoal now!

SHUE AR R A e A R
FEEMER T HHRALF - Rtk

wilh Semses - The Plyspace of Serendipity

Between the youthful and the aged,

Amidst the capable and the differently-abled,

The seven senses are instinctive to everyone across spectrum,
All being unishelled

Irprag

D iﬁ?&

Leeirmn Papemiin

At - 160G ¢ 54 SR AR IS KRR | A
Fid Siu-Far Murmimry, Grandpa, its so much fun with the lndform!

LR - BRTIRTE A OIR T 4R 8

Grandpa ArFat: The fanlities here allows me 1o play together

with my grandson!

thebdS - o - WIE S RS ERLAET ¢ APiRElA

B -l REEFLFRMEMALFNE -

Murrmy Ar-Yioen: Oh oy kid, bouncing a hing here and
there and you are all wet, Be careful and | will be sitting here
chait-chatting with other Aurties.

PRy RIBEERRRL ¢
[l AR AR -
The Sun & right abowe head at noca,
nesghbours tend to gather in semi-covered areas:
Ak W B
i — b ERA B | R f

-Fa: Grandma, Daddy, shall we play this Mem-

s el S G E LA AEE?
Grandma Ar-Tuer: Let’s see what nostalgic elements
will there be this time?

" eEa

Communal Garden & Farm

ARUEAEA LD SMHARS0EER
st - KRR AL F I AN RE R
FHE - D58 — LR R F SRR
o I

Warkshap helper Chun-Chat Thanks for your
participation & this Edible Farming Warkshog, You
may wak around along to our Frug Orchard and
Hert Gardens for some plants which you may use
for your meal Lonight!

Fhod B - AT - ANRELER T
FERULT

Participant Fat-Gas: That's lovely. Shall we have
sarme egeplant and cherry tomatoes for dener?

iR Bl

Exhibition Panel Team Inferview
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SEERZTEE Jury comments:

HPE kR HAE ERF

¢@mgvmmm (A3H8) RBRT ABBEMTE
cme MBI RS « LRSR L ERHEAE—
RENIB - [EE— - BV F R B AR B AR
SRR » (YA AR 2R - EEK S 2 S E R R AL
BB AN BN - RRARELNADESIZERE
B o (BER AL Wi SE N — RS - Ei 5
EEMBEFER ? EROA  BERE RSB MBI AET L iiE
B0 o AT L TTRE » TR FAE -

B LEEI

Thestr Wall

"It is a commendable effort that reflects the results of extensive research and

a good level of understanding on the competition brief. People with different
physical abilities and mentality could all enjoy using the same space. They
also consider how different people could have experienced different

e parts of the play spaces, so that people from different ages could enjoy
Grandrma Yuen: | emoy it here too, | o . . 0
e T ey b e e infergenerational use. Yet, the elements are quite packed, and that

brings certain challenges when it comes to implementation. Could
the design of cerfain areas be more flexible and movable? In
any case, | appreciate the jogging track that is designed
along the slope, going up and down the slope
and that creates a synergy.”

WA e Y AR A

Fe ghts-are on, do you wart a hop.

Wi AR R P
win Chun-Chal; What & & hopscotch,

&8 “’I-l:rils-t TE"AIII %

it IrghL al ps v\«u

o o
good old days with his

= Eran —ikJ

P02 TR BTAKIERMA
RAREL » ERMATHIRBEHH
RS - BRRBRMBANAANHEZERE -

KA R ERELEERITHEE - RE T 5
REZEENEEMN

BERRBEREZFIN
#B o PR RET R/ NRERNAR
RIUEE T % » WHRRBAIFMAIF - HRE

KRAHERD  EHERESESEEHRTHEE “The design from P102 doesn’t set everything in

MZFEFETEER - [ ETMAZE A2 RER place, vet it gives a clear concept and users will
HEES) - naturally know what they could do in this area.

The clever design achieves the segregation of
"I quite like the zigzag part that involves creative play. Itisn't different functions, as well as refains the
irying to be creative just for its sakes, yet it could stimulate flexibility in the central plaza.”
children and adults to create their own ways to play. The

building cost might be high, yet it is fun for the elderly

to watch the children and their grandson climbing
up and down the hill. It isn't a fancy design yet

it is quite practical, which could stimulate
infergenerational play.”
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Ei & 1st Runner-up
P105: #3;5Z=RS Play Space ALIVE

REE - TER - 52A - RBEF
May Chan Ka Ying, Ellena Wong Oi Lling, Anson Wong Ting Fung, Vicki Yuen
Ching Wai



BeEE
Play Space ALIVE

Interpenerational Fay Space Design Competson
HIHS Prozperown Garden | PI0S

TESEZER L L TMREE, BB E  This proposal uses “personality traits” as its main play area
S+ $TH B G B B FEBOAE 2D - e zepy  Zoning strategy, in order fo break the age boundaries in
B e 3 A E L - B traditional play spaces. With bright colours as the major

alette, the new playscape utilises dynamic topographic
FAk - BRRBREARSL  EORES Per Y pograp

changes, simple flexible components, smart play equipment
i BEERERAERERETETBERE  and sensory planting design to reshape the existing site.
= BRIMESAEMY - The design encourages intergenerational users to explore
themselves according to their personal preferences, and
uncover more possibilities regardless of age.
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ISR N A
Play Equipment Design Catalogue

BR
Exhibition Panel

1

Team Interview

SRR FORER
Basket & Light-welght Ball apnmmcm

U=




On the tiles we jum
Chasing across the cascades

Those are the so

SEEEETZE Jury comments:

RAEEAZRANBTERCY » R
SINRFIRIALTED » (REBKES °

"The design concept focuses on the flexible
use of colour in the space which will help to
. encourage people of different ages to come
580 i
RS EBRAS
Mavabie Glassfibre Platform

and foster intergenerational interactions.”
with foldable harizantal canvas

fEm 5

S ~
RAEERE » RERREZE °

"One of the more advanced entries that

examines how fo inftegrate play, finess,
fraining and smart technology in the
design scheme fo promote ageing in

place.”
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Professional Cateqo

=¥ 2nd Runner-up
P104 : R R — A EEIS Ripple - Theatre of Life

BeREL - &R

 BRELA - BRIGTSE - fEEREE - BRI

Dr Sujata S. Govada, Dandan Huang, Suvarna Apte Dalvie,

Suhasini Kotala, Gayathri Sivakumar, Subhiksha Bhoovarahan

THERBEER—ANERS . BEIEND - 8
EMEFIABZIE  SE—BAXE
ANFERRE  BEENEEREANTED -
AHZEFRSIOERE: — -~ POES B
SEMRRZERE - IRRGRREE - %
ZEE > TNBEENHIR T HRE,;
B NS iz AP = B T
t ~ F @S5 XRLEDA & & ;
“AR R ERIEERME T REBE
M-~ FR: BREHEE - EHREZEMHE
%D%%ﬂiEiiﬁﬂﬁE@f%‘“ "%%o i_ia#§%§§§++
AN R UNES

ZEfE EE@EM ﬁATEﬁE$ﬁ
EfRRE ~ SERMAIRENERA °

=

"Ripple — A theatre of Life”, aims fo bring energy, vibrancy, life
and drama info Prosperous Garden, resembling the effect of a
water droplet info a calm lake. The open space is delineated
info four zones: 1) Central Plaza provides flexible leisure space
with some seating for tfemporary activities, events, movie night
and includes fountain spouts as an option; 2] Inner Ring is the
space for intergenerational play equipment, outdoor gym and
interactive wall with digital LED screen; 3) Outer Ring includes
the community gorden and urban forming; and 4) Upper Ring
also includes urban farming, seatfing, kiosk and sculpture on
the landscaped podium deck with vertical planting. VWe aim to
involve all age groups to inferact and engage with each other
in the public space, nurturing an infergenerational, socially
inclusive and equitoble open space with universal access for
all. By developing a spatially wellintegrated and interactive
open space, an active, sustainable and healthy lifestyle will be
promoted within the community. Prosperous Garden would be
fransformed info a multi-purpose flexible inter-generational leisure
space with various community activities for residents of all ages
fo enjoy and become a model for open space in public housing
developments in Hong Kong and beyond.



Ripple — Theater of Life E##ix -

Spouts (Optional] |
BEOREA=R - i

@ coffes shop
R

Our design concepl ‘Ripple - A theatre of Life', aims fo Bring energy, vibrancy and life info

Gardan, biing the effsct of a water droplet info a calm lake and a soothing
spioa n the community. The plaza will be defined by four zones: the central plaza, the inmer
fing, the outer ring and the upper ring, each zone with different lavel and fype of activity as
shown in fhe graphics package attached, We aim fo imvalve all walks of life ta engage with esch
othar in e public space, nurkring an infergenerational, socially inclusive and equitable open
space with universal access for all. By developing a spatially well integrated and interactive open
" space, 3 healfy, active and sustainable [ifesiyle will be promoted within the Prospercus Garden
Community Garden and - cammunity, Children and elderty oan play and interact with each other in the play space with

Conoept #i22

and Vertical Planting

Urkan Farming inabla and smart | open space. f Garden would then be transfommiad
into a multi-purpose flexbla infer-generatianal |B|§.I‘E space with various community actvilies for
Central Plaza residents of all ages to enjoy.

Flewtle Letsure Space
~Tampaorary Acthity/Event | Oy dawl will help |nhsgmte the Prosperous Garden open space in & cohesive manner by
Y D achivity bringing together residents of all ages o be drawn fowerds
the Cenral Plaza and Community Gardet Through safe and sasy-to-mainain intergenerational

| play equipment with fealures Bat encourage physical exercise for the elderly as well and urbian
|lnnerRing  farming the redesigned Prosperous Garden will offer more opportunities for intergenerational
arp Interactions. This will halp holh physcal as well as mantal heatlh and well-being of all within

G a pleasant well-desig) dscap it threugh various featmes such as inter-
nteractive Wafl sed lional play l nau nmuu LED Suaen and urban farming encouranes

Digital LEG Screer

Our redesign of Prosperaus Garden helps promole soclal cohesivensss with 3 netwark of & meaningful Herarchy of active and passive oper spaces far he residents of all ages b eroy. Thealdalymsmemsaswl a5 the chidren and youngsters

wil be enceuraged ko come together to TUIfi their needs and asplrations on 2 daily, weekly, seasonal and all year around for hg"l quaiw living pramoling an aclive and healihy festyle. Proper maragement, mamtenance and bullding a strang social

mlwrl: wlll be |rrwmhhelp slrar@heﬂ social cohesion amang residents and creale a sensa of g within a pleasant tandscaped amironment. Prosperous Garden with its universal access and incraased inter-
arficipaion can becoma a model that could Insplra tha fransformation and creation nlrmm Irhrganlaﬂmi play spaces in Hong Keng

The imer ring will promole acive and heslihy |IfE51)"|e mh @ geries of nmgenerainrlal play and oubdoar gym equipment
suitable for all is designed to

The guter mng will be-rensformed info @ community garden with uban farming bo creste & sense of ownesship, which
ahows local cumrrlrul:r fa Dsiﬁpahe in famming, where they can come fogefer dady to plant, mainkin and grow organic

Bges,
allow elderly and children to play wmr na cmm manner, Sensors coud also be mtallad i the play #q
to facilitate the proper use of the playequlpmaﬂ by the residents. Using a soft paving material in this area hﬂps safer
inderaction for bofh elderly and the children. Along the playground, linear flower beds in e cormmunty garden form a more
colorful and aestheScally pleasing emdrmrrmtfor residents bo enjoy.

tables, Urban f: can be for resdents to bearn and share hedlthy life expeniences and
createan Intergenersbonal platform for eldery and children to participale logefer, When farming acthity happens on the
ground floce, the residents can also sea fram the podium level or their windows in heir homes above. The community
garden will bring new identity to Prosperous Garden and logether with the Cenbral Plaza become an atiracive [andmark,
et enty for the residents but also far their friends from netghboring aress.
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Ripple — Theater of Life

The existing blank wall on the east side of the plaza will be raised and Wansformed into an interactive wall with vertical
greening above. A senes of fles with different colours are installad on both sides of the wall that allows people ko touch
and play and create new pattems. Dunng the day people can be engaged o play by flipping the tiles on the wal to create
differant pattemns or messagas. In the middle of the wall, a farge digital LED screen actsas a board, o display
inahility metrics ion about the energy use, wasts recycling and dimate stabistics et in Prosperous Garden.

Landscaped Podium Deck and Vertical Planting S8R FSMEEREE

Alandscaped podium with flowers beds along the edge creates a calm and peaceful area for the residents to sif and relax
whie locking at the active z0nes below. Residents can enjoy the space with verfical screening of planters with “Harita"

ifically designed e pod feature offering aesthelic value and privacy for every seating area, A
mdmﬁnammmMewhrsdgamgmmamafmmm inner edge of the podium adomed
with public art sculplre. A coffee shop coudd be provided on the landscape podium near the sealing area with a green
ronf Onihewperlml some area for urban farming is also included within the podium in a spacious comer, This area is
the residents a greanar and outdoor space to gathar and interact with each other even at the upper

AR - NERIIS

The screen can also showcase films during weekends, festivals or ofher occasions, bringing an outdoor cinema experience
to the residents. This would bring all ages together and create a slmng sense of plaoe md mnrnurliy within Prosperous
Gmom On & daily basis, the screen cuuld h@llghl some | 1g events organized in
Pr Garden, mere ha residents and friends from nea‘by communities.

P agng F

Flexible Leisure Space with Fountain Spouis (Dphonal} R =R - ﬂﬁﬁ (AT

Acluster of dry fountains spouts is oplional proposed to be placad in the middie of the central plaza a5 an oplion, where the
water will sprinkle at designated time intervals or urned off completely so that fe space can be used nomally a3 an event
space for performances, fairs, exhibilions elc., as indicated above. The central dry fountain will have a cooling effect to help
reduce the summer heat and wil bacome a more atiractive area and add fo the ambience of the space. With the use of easy
to dry pavement to improve auick surface drainage and use of non-slippery material will ensure the safety of the residents
ncluding the elderly. |t also allows children to play with te water, providing them a chance to get in touch with nature which
benefits their growfh while having fun and the eldarty can also sit and enjoy fha drama unfold. The opfional fountain spouts
can be |eft to the residants and Incorporated only If they decide that this feature should be included within thelr community,
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wATBR - BEZEET
B RMES AR -

"A pragmatic design that provides

Jury comments:

PIOAMETEBRERNEE LT
BREENZER t)ﬁﬁﬁﬁ%ﬁ?{ﬁﬁ%@b’
REBMYPEANZEEUGENZER > FRAF
ALUREBEATE - TERILIER E@Jtﬁ BB
fE-RE - BBTHZERE ; EBXTHEHLE - TEFEA
ERXMEE -

"One of the great design points of P104 is that it connects the
spaces on the upper and lower levels. With sofas and resting
places in the balconylike area, the upper level creates a cosy

environment for leisure and static activities, such that people

can clearly see what is happening on the ground floor

from above. On the contrary, the lower level focuses
on dynamic activities, with areas for farming, finess
and sports; it helps foster interaction between
the upper and lower levels.”

space fo exercise and socialise.”

BiR
Exhibition Panel

PR BN - BRFHABINR

BERERMEHITE -

"The theme of the play space is clear, but it

requires more effort enhancing the elements
that foster intergenerational interactions.”

Bl
Team Interview
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7B E Champion
U17: IRE& The Prospect Ring

SH E N
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University Cateqo

R ~ ERAE

~ BRIGZN ~ BEEAK
Wan Ho Yin, Che Ka Chun, Yeung Hon Lim,
Cheng Wing Sze, Chan Woon Kit, Cheng Chi Lam

This design brings an idea to revifalise the old Yau Ma Tei
District by adding vigorous and dynamic features. Prosperous
Garden harnesses the historical culture along Yau Ma Tei to
creafe itself a seftlement and lots of nostalgic activities and
heritages. VWe aim fo articulate realife concepts fo serve
the neglected population better to show everyone that all
generations can remain part of Yau Ma Tei. At its heart,
History, Art, Landscape, Play and Fiiness are the five elements
fo be intfroduced to codesign an Intergenerational Play
Space. They are connected like rings meaning the facilities
are a combination of all five elements to attract different age
user groups fo use. Prospect Ring is zoned with five circle-
shaped designs to conserve the original theme of Prosperous
Garden open space, designed with multiple play routes and
resembling You Ma Tei's remaining heritages and signature
architects. Watercurved shaped art walls are infroduced as



A LEEERAEARSIMIANEREER
ERE » WAEERRRREAEAZ B
8 DIRSE IS m b R R E Rk -

- Landscape - Play -
- B e 4

—— | - 4;.%- *
g S

INTERGENERATIONAL PLAY SPACE DESIGN COMPETITION - U7 ign Proposal
i ek 3E- U7 3

a medium for scriptures and outdoor painting exhibitions
while also acfing as a sound barrier between zones. We
proposed upgrading the park with ramps replacing staircases
for the disabled and adopting loT applications for park and
recreation management.

We hope the design could attract outsiders and the residents
fo visit, as a necessary medium linking the generations to
strengthen their local identities and social cohesions.

59



60

B
Exhibition Panel
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Team Interview
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UTTRI s S 2= PRI R 5T R 2 O
i BRNAITR - BRAHEER
MERRET + BRRZARHIIT R ~ i[5 0 4 1 B R
EHEBRELENERE

“The play space design from team U17 nicely
incorporates the unique local elements vital fo
the community of Yau Mai Tei. Through inclusive
design, the team demonstrates the importance of
integrating local elements, district uniqueness
and history in connecting the community.”

Xt EBRM  NEEM
> ARMER - RERE - £
fEREE - ARTBEHES - BT8R
MEFREIEE -

“An inclusive design that pays affention to the
details. With the sitting area, kid's bench,

. corridor and shadowed pathway that
UTT eI T R R AR R A A 1E enables users to move freely and engage

TANBENSCHRESETITHNEE - in active and static activities.”
AT EEHRNEEEEER T 2B MBE
RE > WEABSMHRESBNEE(Shadowing)
B3 (Soft landscape) » FFHEE S LTI R ©

The design from U17 shows a thoughtful consideration
on the needs of pedestrian circulation, walking paths, and
the flows of different users from one end to another. The
design nicely creafes a macro and microenvironment in

a holistic manner. Shadowing has been well-designed
in specific places along with soft landscapes.
Overall, it is a relatively diverse and mature
design.
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RE4AB University Category

Ei & 1st Runner-up
U58: EE[G]E2 Learning Together

MEKE ~ BUSHE © BRIRE B0 ~ FEEE
Lim Wing Kwan, Chan Ho Pang, Chan Chun Fai, Tong Wo Yuet, Yip Wui Wa

FRIEERBEUAENRERE 88— - §—
HEAERNRANELERS - "BEER - EER
. LI TEERE MBEREHESEE - B
M WBBEEPER LR -

MEMIBESEHENA "EERE  BINE
EEEM - RHEL RS R TFEALRE
WM IR S AL AR KB RY - TERFTTHEED
7 HE - B Lt EEBERIEMEL R
MBI - EARATLIER B CHIA B FE
A RRHELZBETRABETHE -

"Blossom and bear fruit” is based on the growth process of
human life. Each chapter has a unique sfory and experience.
“In Learning, there’s no first or last.” To learn from each other
though the classmate relationship to enhance knowledge and
achieve community integration.

Using “learning fogether” is to increase community interaction
and provide more activities to young and old, which can
enhance community cohesion and sense of belonging. As for
functional zoning, we will use the community garden section
as a hub to provide cross generation activities to increase
the connection between two generations. The elderly will
share their knowledge to young people and create more
opportunities for intergenerational communications.



Learning Togather

Concept Diagram
Design Statement
“Blossom and bear fruit” is based on the growth process of life, Lach chapter has an unigue story and experience. from flowering to Truiting, It seems like the phase nl’ birth ang
old age. As the saying goes, “Before and afler school without up te those first.” We have to learn from each other through the identity of the ¢ tes, impart k ge and

achieve communily integration. Using “Learning logether ° lo increase communily inleraction and provide more activilies for young and ald, which can eahance community
cohesion and sense of belonging. fis for functional zoning, we will use the community garden plan as a hub to increase the connection between the elderly and the young. The
elderty can impart their knowledge 1o young people and young people can also learn how lo communicate with the elderly and k ge skilis. The p g resulls can bring
satisfaction and community belonging to the two generations,

lening Diagram
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"Together” (&) and “learning” (£8) are the two main design
zones. In the “together” zone, a red lineshaped bridge
represents the future of two generations. In the “learning”
area, the designs will provide a channel for youngsters and
e|der|y to learn from each other.

EilsE Jury comments:

ZEAKRFERRF - RMEBRTERRF
BHNABRERER—Z=F - SRS EZEMH
BRIRNME °

“Instead of separating info age zones, the design brought
all different age groups together. It is rare to find a space

with grassland in such a high density city.”
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Z ¥ 2nd Runner-up
U56: [EligF - ##% Co-flow, Co-play, Co-mmunity

"'\_ ; G2 \
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HEE s B3 AGS Bk REE  ESRA
Chong Man Ting, Chau Tsz Yau, Ho Dai Rong Heather,
Yung Tsz Ching, Chan Cheuk Yin, Lo Suet Wing

BEANTER » THAE, 2—HR Inthe 1950s and 60s, Public Square Street, one of the “Six
& RERRTE  EESHELER  wE  Ofreets of Yau Ma Tei”, both young and old residents lingered

. e - s on the street. However, after the construction of the Prosperous
FEHABKEE  BRTEERANNBE ' > "Tosp
Garden, the scenes of the young and old have disappeared.

BN - BIEFT RAVRRACE - MABKENE Nowadays, shaped by countless horned polygonal forms,

A~ TR ERARENEME ST > #  parallel lines, monochromatic colours and empty  space,
SRR G MR ISREES) - (BE@xt  residents of Prosperous Garden have been leading fo dull,

B AR S A 2 P T 2 ARy - Bl Monolone individualistic lives. Even if a sizeable public open

. _ _ space is present in the local community, a lack of common
LB /N B 2T ’ £/ HA - . . .
BRENABER » AREANERCARZ | yiies and shared aspiration between generations reduces

HFAEBSMBLEMRD EZ o the chance of infergenerational inferactions.
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Exhibition Panel Team Interview

AWERE - BRE "R, RAMERNEE  In order to enhance intergenerational relationship, circular

HEMEE s LR RS R HR elements ("E", a.k.a. full / complete /whole/reunion, in same

L REHRET V¥ . RpEMma  Pronunciation as R meaning “origin, originate or root’) are
- =~ l:l BN

. , used as the major design language, with an intention to both
J:EEFE MBS " RIR Hift s Mk symbolically and spatially reunite the residents, regardless of

EREMLN "B, WEEEABERE—E > their age groups, as all is originated and roofed in the same
ﬂgjtt T, A B TILEEREE - % community of Prosperous Garden.
SRR Y AARTHERNIREZEETE » K
BEDHBBERE  BEEALE -
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FilE, FHB/ALR (KEBHG)
Winner of “My Play, My Say” Award (UC Most Voted)

U16: Si5A 329248 Dandelion Dream
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Tony Chiu, Kwong Yuet /\/\mg, LAM HIU HEI, Yick Hiu Yan,
Tsz Kwong Marco Tong, Dr Hee Sun (Sunny) Choi
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The flower language of dandelion is to pass on love to the
next generation, so we use dandelion to metaphor the role of
adults/elders in the growth stage of children. Adults/elders
are dandelion, and children are the seeds of dandelion.

The design aims fo emphasise the role of adults and the elderly
as mentors and guides in the growth stage of children, and
provide them with a platform for intergenerational integration
at the micro and macro level, so that they can both blend in
the game and knowledge level.

Corridor outside the theatre is altered to be an art corridor,
holding different events by the community e.g. outdoor art
gallery, local community service and events, promoting
sustainable development in the surrounding area. We use
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planters to design the circulation flow that encourages
exp|oroﬂon, and add the community |ibrory function to the
planters, so that people can exchange books they no longer
use, providing users with a space for knowledge blending.

We have also designed a playground for What time is Mr.
Fox, which is a game protfotype playground, two generations
of users can stimulate the device of Mr. Fox’s clock by cycling,
and let others walk on the clock track to the corresponding
time. All of our sports facilities inside the playground can
generate electricity through kinetic energy. We turn the motion
of sports info kinefic energy, and the electricity generated by
the users can light up the dandelion lighting device. This
design can achieve macro blending at a community level.

& Jury comments:

TEASHBEE  RAEAACKR ZBE
tEER 0 B RBH  BERFTRIEBRALER
A JEES ENEERERNESERBEL ' K
RHISEY IR ATH

“The symbolic theme, colour palette and the focus on
community building paints a picture of ambience, it is no
wonder that it would be a favourite of the community.
However, the game device in the square is in
the emergency vehicle access route. This has
greatly reduced the implementability of the
scheme.”
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P103 | The crXscape Park
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This proposal aims to restructure Prosperous Garden
through several design features. First, this design
deliberately dropped the functional zoning approach
and focused on creating quality, playful yet functional
spaces through the “crXscape” approach. Second, this
approach creates a seamless and sculptural terrain
instead of inserting stand-alone equipment, hence
reducing maintenance requirements. This design aims to
create an uplifting spirit through the use of colour and
planting, and improve sensual stimulation. Lastly, this
design redefines the notion of “Play” through in-depth
knowledge of physiology and psychological aspects -
playing is for all and is everywhere.

The newly designed public space is dedicated fo
providing an interactive, comfortable and enchanting
area for the neighbourhood and the nearby community.

Assemble - With the new design of facilities and user
zones, the reformulated public space addresses the
needs of all generations through active interaction and
intergenerational communication.

Resemble - Through cooperation, communication and
interaction with mutual activities and the creation of
facilities at the reformulated public space, members
of different generations are able to understand the
shared features and needs of the other generation.

"Elysium” is a common ground  promoting
intergenerational harmony by improving the site
legibility through clear wayfinding and zoning. The
site consists of five different zones with two of the play
and rehabilitation areas providing space for users
of the same age group, two of the zones on both
floors providing inferactive infergenerational facilities.
There is also a gathering area where the outdoor
amphitheatre is retained to hold different events and

provide freedom fo use the space.
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"GO-CLUB!" is based on the design of systematic health
promotion products and service systems for the elderly
in future community life scenarios. It provides suitable
social sport space, diversified sports experience and
intelligent IT fitness guidance, while guiding the elderly
to promotion physical and mental health.

“Every Sound Matters” wants to make people aware
that they all have the right and the creativity to make
noises, have voices, and express emotions. Through
its facilities, everyone can compose a unique melody
of their own. Another focus of the design is o bring
people together through the belief that everyone has
their own preferences on how to play. Nowadays,
playground facilities always have the presumption on
who they are made for. The proposal wants to break
these presumptions and enable different people to
access and share the park.

"Jadeite Terrace” turns Prosperous Garden into a
livable community with human-centered design. The
active ageing fitness facilities and inclusive children
playground help strengthen social bonds and create
an agedfriendly public space. Distinctive sensory
gardens with  biophilic planting  strategies and
green fechnology devices are significant parts of
the new Prosperous Garden public space. The old
and valuable “Ficus Trees”, which have grown with
residents of Prosperous Garden for decades, are
chosen as the main conceptual clue to link up the
unique culture of Yau Ma Tei info the new landscape
design, emphasising the historical significance of the
district and social changes nearby with metaphors
integrated info distinctive landscape design around
the amphitheatre.
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To promote the idea of Intergenerational play space,
this proposal proposes a park design in consideration
of different SENSATIONS, which is beneficial to body
DEVELOPMENT for young children and teens, as well
as THERAPY and training for the elderly. Careful design
considerations are taken fo take care of health conditions
of busy urban lifestyles. ACCESSIBILITY hopes to provide
a safe and accessible park for everyone including young
children learning to walk, the elderly training their legs
and disabled travelling in wheelchairs. The park will be
designed according fo the Barrier Free Access design
manual.

There are many valuable historic and cultural elements
in Yau Ma Tei. Time machines will serve as an agent
of socialisation to help people recall the past of Yau
Ma Tei and reflect upon their relations with this place,
reinforcing their sense of identity and community. This
proposal not only hopes to allow users to ‘travel back
in time', but also break down barriers among different
generations and bring them together.

Movies are not only for entertainment but also
represent local news, culture, history, politics, religion
and so on. The past scenery of Hong Kong could stay
in the memories of the elderly, but in order for it to
become time-honored history, the only way is to make
it reappear in front of our younger generation.

"B e BR" is a site where everyone can play their
own lives as movies and bystanders can also observe
and appreciate others’ movies as the audience. Old
movies will be the park’s design theme and will make
good use of projection of light, shadow and facility to
display the old daily life of Hong Kong and echo with
the theme.
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This proposal envisions a vibrant playground for all ages.
It features a jogging ramp to connect between ground
and podium levels, activity zones for different players,
a grand staircase as an integrated social space for all
residents, and light wells to provide natural lighting.

Yau Ma Tei, a part of Kowloon, has seen a great deal
of change since the age of fishermen and villages.
The coastline kept changing with Land Reclamation,
bringing impact to local residents” life over and over
again. Just two decades ago, they could still easily
touch the sea under their house, but now they can
only see highways and buildings out of their door.
Thus, this team has chosen “Coast of Old Days”
as their proposal fitle, and tries to blend the past
into the playground. Through spatial design and
implementation of facilities, this proposal wishes to
bring the disappeared coastline, with all its memory
and history, back to residents. With help from modern
design and technology, the elderly and kids will enjoy
an intergenerational playground as senior residents
recall their memory while kids learn the past as a new
world to them, as well as gain a sense of participation
in the community together.

This design concept divides the public space of Pros-
perous Garden info 2 parts — a centfral square and
platform on the first floor. In the central square, the
circular interactive pavilion will be the main axis to
divide the excessively large space info a flexible and
reusable space, and complements the original square
seating with a little renovation, so that the elderly and
children can be gathered closer.
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This proposal aims to invent a dynamic space
overlaying a diverse lifestyle from different age groups
during various periods, infegrating elements from multi-
disciplines to strengthen the five senses design for users.
A greater age-friendly outdoor space with connectivity,
accessibility, and interactivity for the optimisation space
efficiency can be provided. Five senses garden design
can provide well-defined and high-quality space design
by fully applying horticultural therapy garden and colour
psychology. The embodiment of five senses is also a
dynamic process of space.
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'FLOW' isthe main theme of this design for the Prosperous
Garden, in which flow is defined as a positive mental
state of being completely immersed, focused as well as
deriving enjoyment from being engaged in activities at
a certain point in time (Csikszentmihalyi, 1988). This
reconstruction initiative hopes to advocate the essence
of both physical and mental health, hence enhancing
the well-being of the public from all walks of life. This
proposal believes everyone should be granted equal
opportunities in recreational participation. Creating
an infergenerational space that welcomes and caters
for the needs for all ages can, therefore, allow the
public fo rejoice in a vibrant ambience. Each letter of
our main theme - FLOW carries o deeper meaning,
serving as the backbone of this design.

The competition brief calls for a space for all
generations to enjoy and inferact with respect to
existing usage patterns and spatial character. This
asks for a design that acknowledges the young's
need for excitement, and the old's need for passive
recreations  while encouraging deeper exchanges
of mutual benefit between age groups. We believe
the dichotomic desires of generations to be divided
vs. fo be united and to change vs. to conserve may
be best resolved through a combination of zones,
semipermeable  “membranes” and pathways  that
empower interactions to happen according to an
individual’s will, Osmosis.
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This proposal envisions Prosperous Garden [PG) as
a residenfial area that incorporates greenery and
technology for residents to enjoy. An intergenerational
neighbourhood provides “lifetime homes” for the ageing
population in a community, this proposal hopes to bring
about sustainability by building intergenerational play
facilities that encourage play across different ages and
a community garden for a chance to form bonds that are
shaped through shared practice. To add a modern touch
to Prosperous Garden, loT footfall counting technology
is suggested for spatial management and octopus health
record retrieval.

Team members have a strong desire to tackle the lack
of sheltered space and suitable facilities to promote
intergenerational inferaction. This design concept
therefore consists of ‘shadow play’ structures which
are circular canopies sitting on fop or extending
from poles. The ‘shadow play’ concept is inspired
by German playground designer and manufacturer
Richter Spielgerate, which makes use of projecting
properties of translucent materials under sunlight
to make shadows of various shapes and colors. In
addition, these canopies suspended on poles can
be rofated and moved vertically by users to overlap
and enlarge shadows, hence the ‘shadow play’. This
colorful and outstanding element in the playground
could stimulate children’s attention and creates @
playful atmosphere. These canopies also offer a more
practical aspect by moving the shade to appropriate
areas like over seating for comfort.

"Rail Come" aims to improve the all-round development
of people, including physical, social, emotional, and
cognitive aspects, from all age bands and people
with different levels of disabilities. To meet this aim,
inclusive and challenging elements are designed into
the Prosperous Gardens intergenerational playground
fo emphasize the importance of leaming through
play; adventure is not equal to danger and healthy
aging. The idea of comprehensive wellbeing is also
promoted, encouraging people not just to exercise but
to spend time together.
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The aim of “Energizing Prosperous Garden” is to
maximize the usage potential and design a comfortable
and meaningful environment for different generations
so the residents can establish harmonious youth-elderly
relationships. The team decided fo reserve some areas as
multi-purpose open areas for the residents to do their daily
recreational activities as well as organizing communal
activities while adding different facilities such as fitness
equipment in the remaining area to fulfil the needs of
the senior residents. An innovative and vibrant element
is also infroduced into the Garden so urban farming is
included in the redevelopment plan which encourages
idea and knowledge exchange between generations.

saiH _E{RAYEEZ Please Fill in Your Name

Regardless of the designer’s background, the voice
from the residents is most important.  This proposal

is named “Please fill in your nome - " #54E | RAYIE

4 , " since everyone's names and thoughts matter. No
matter what age group a person belongs to, he or
she is very likely to have an experience to fill in his or
her name. It is the same case for playing, everyone
plays. We believe that no matter what age a person
is, that person deserves playing. Three major areas
of the space are presented in this proposal. They are
Technology Area, Creativity Area and Sports Area.

The park would involve ageneutral 360-degree
Flipbook x Zoetrope devices, fitness equipment, thermal
sensitive paving, landscaping, colourful shading and
seating. Both flipbooks and zoetropes were the first-
generation devices for animations, in which they turn
a series of still images info animated films. The design
of the 360-degree Flipbook x Zoetrope devices can
be scattered around the site as they reveal stories of
Yau Ma Tei fo visitors. The rofations of the device are
connected fo a series of age-neutral fitness equipment
next to them. Since the content in the device is 360
degrees, the views of both users and others change at
the same time, which confributes to an everchanging
landscape.
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u40 | Nature of Senses
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U43 | The Rejuvenatlng Playground --
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The features in this design highly increases the usage
of the space. This proposal focuses on redesigning the
podium and the plaza to fulfill the hope of the residents
and to make the park become a district park. In the
garden, we will add chairs which can provide more
places for the resident to chat or get some rest.

Also, containers will be used to hold some of the new
facilities as o way of quick setup. In this design, we
separate the park into three main parts — which are the
corridor, ploza, and podium — fo increase the features
and functionality in the park to fulfill the demand of the
resident.

The team aspires fo render Prosperous Garden into
an expansive meeting point - an allembracing space
that welcomes and respects groups with different
backgrounds and patterns of lifestyles. On top of that,
this proposal aims to pursue intergenerational play by
removing the existing boundary and stereotypes between
age groups. By doing so, nature carries out its universal
role in bringing people together. This design revitalises
the open podium garden with additional facilities and
develops the ground floor area into four zones of the
natural world. These spatial zones are then represented
by various bright colours that cater to both elderly with
dementia and energetic children. Overall, the combined
experience of real and arfificial nature fosters a journey
stimulating senses and activity, giving the place an
affractiveness and experience for a stay.

faan lou waan tung (R BEE)

Named after the Chinese idiom “faan lou waan tung”,
the Rejuvenating Playground is a proposal that aims
at promoting intergenerational interaction through
therapeutic  play programmes. The programme
explores the commonality of motor and cognitive
needs between the old and the young generations and
seeks fo create a scenario where the two generations
are engaged in dialogue. The SEN- and elderly-
friendly playground is expected fo be incorporated
into a therapy-related programme venue of the nearby
NGO:s. The playground is also expected to serve as a
cultural square that allows events to take place so as to
respond to the iconic spot of the nearby Cinematique,
at the same time satisfying the current residents’ needs
of jogging and booths.
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U45 | Urban Oasis
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U47 | Interweave Prosperous Garden
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plaYspace, with Y standing for - Yung Shue, Yau
Ma Tei, You and |. This proposal hopes to instill the
disappearing icon, Yung Shue Tau, into the park. Not
only is it special to the site, but it also contains everyone
of YOU in the community by intergeneration and inclusive
consideration. plaYspace hopes to fulfill the needs of the
ageing population and the surrounding context. By using
age-neutral equipment, there are no more differentiation
between generations, but all are ONE.

Living in downtown Hong Kong, open space is an
urban oasis which provides multiple functions to cater
for widespread public demands. To create a sense of
comfort, an urban oasis is willing to esfablish on this
site. In this design, both natural and artificial green
features would be adopted. In the site, a stage and @
set of circular fiered seats represent the current living
environment in Hong Kong. Within a very crowded
city, a river with 3 artificial trees in site is designed fo
represent citizen's eager desire for greenery design.
Through planting trees and planters in this site, it
becomes a bridge for urban citizens to discover and
live with natural features. Hence, most of the facilities
and equipment in this site would adopt wood as
the major material so as to emphasise natural and
minimalist design.

The renovation begins with the examination of spatial
effectiveness in the park and subsequently proposes
corresponding programmes that operate within the
existing structures. The major objective of the infervention
is to reconnect the people from different age groups
and reinforce the cohesiveness of the community. The
intervention offers four main programmatic changes to
the ground floor, urban farming program, new cafe/
sitting space and extensions of both elderly exercise
space and children playgrounds; and there is a new
lifted jogging track proposed on the second floor to
reinvent the existing circulation.
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U48 | Piazza Aqua

RREHFRSIB Y M

il i Y SE B RSB - B
L 19 LT0F AR
BEERARMX
MR EN ™IS
RNEBREFNBE
BRE-KIEBR M
i ERE R E R ETMARAENE - BIHRKE
SEREREN K—AZFLURNERIRER - BFRCE
RLBEBERNE -  ARADEABFEIMSFRA
 BEMEBEYE  MERSIERERIKIS - BEEHRF
FRARBOAMEHNWEET R -

U49 | Features of Yau Ma Tei
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U51 | Reminiscent of the old day
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The concept of land reclamation from the history of
Yau Ma Tei would be adopted in this design. Since the
1870s, the harbour had become home to fishermen
where markets were set up and resulted in early rapid
development. Although Yau Ma Tei has evolved into a mix
of residential and commercial towers due to reclamation,
various vestiges from history can still be found in the
district. With the reclomation work carried out over a
century, the coastline has moved from Shanghai Street to
West Kowloon area. This proposal would rekindle the
site’s history by returning the coastline to the park. Nof
only can this resonate powerfully with the old users, it can
also educate young users with the historical background
of Yau Ma Tei.

The main theme of the park is “Features of Yau Ma Tei".
But the most significant element is "intergenerational
play space” in order fo provide an environment for all
age-groups fo use. The elderly can enjoy the time with
their grandchildren. All age-groups can get benefits
like increasing inferactions between the old and the
young. Also, the elderly can be encouraged to go
outside to do more fitness exercise and talk to others.

The layout of the site can be divided into four zones,
which are 1) children and elderly dynamic zone areas
for group activities, such as funfair and auctions,
2) relaxational areas, 3] static areas, and 4] green
space for communal inferactions.
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This proposal hopes to transform the site by blurring
boundaries and infroducing spaces with undefined
functions. It believes in design by the people, for
the people, and aims fo offer open space that is
comfortable, flexible and encourages intergenerational
social engagement.

This proposal would like to reveal the potential
of an urban green space and ifs role in a public-
private relationship. As such design suggests an
intergenerational landscape from children to elderlies,
the intention is to blend hierarchies and functionalities
as multipurpose facilities are constructed fo fit the needs
of a spectrum of ages. From miniature to panorama,
the site provides a schematic strafegy to encourage
broader use of space as well as indoor to outdoor
leisure. In general, this design is an ambitious take
from a micro-scale, a greenscape composed of smart,
flexible facilities and informal pavings for leisure and
active acfivities.
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Ten Design Principles for
Intergenerational Play Space
Design

T LBRSIKAAR T RHRTAIMER
AT—RE  aNBGEERERHERL
RIPT AL BEZE ) o IE DT Y 43R AERTR
AAR RERBBARFRARRETH
REH  BERER YL NTNESEES :

1IN PRI RN

2. RRERERNTTE

. ALUFRANENERZF/HIFTORE » X
LUEENERS - LI S

4. RIESLRE B LUME R BT = RATR
REE BArEERED -

W2BEFRPRENTIRERER IR
HRAEEMERMITEHREEZR » XA
IR B P5 A28 B 22 B s R AT B A SRS - 2
BARERMEINER  REBESE
NEE @ IRIEBRITLE - RFHRBHLUEZ

The design competition has encapsulated the imagination
of aspiring designers and professionals from different
backgrounds who developed a new typology of play
spaces for intergenerational play. In analysing the 43
shorflisted design proposals, we have identified four key
design themes as advanced approaches fo encourage
social inferaction between different age groups, including:

1.Inclusion of age-neutral facilities,
2.Solutions fo intergenerational conflicts,

3.New zonings that define spaces according fo activities
rather than age and abilities, and

4 .Creating common inferests as an overall theme in
creafing an intergenerational play space to support
social cohesion.

Ten key design directions have been exfracted from the
entries, their specific and practical approaches can be
crossteferenced and adopted as strategies for planning
and designing infergenerational play spaces in the future
fo connect people of different ages and abilities for
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Design Principle 1: Connectivity

meaningful inferaction and multigenerational play. Modelled
on the ArchSD's Elderlyriendly Design Guidelines published
in 2019, each design principle outlines the design strategies
enabling intergenerational play. Specific and  practical
approaches can be found under the design strategies
fo guide the planning and designing of open spaces for
intergenerational play. The principles can be applied to open
spaces of different sizes and management seftings.
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Connectivity to essential faciliies is an imporfant factor
for intergenerational play space designs. This principle
is concerned with the existing zoning in the play space
which offen segregate different age groups and hinder
the interaction between young children and older people.
Well-connected play space attract more visitors to use
the space. Facilities should be provided around the play
facilities in the spatial design to meet the needs of the
users of different ages and their caregivers. Connectivity
can be improved by implementing the following design
strategies:

1. Accessibility

The play space and the essential facilities should be
made more accessible to reduce users’ anxiety and
improve the experience of play. Accessibility design
should ensure easy access to various facilities and that
the users of different ages and abilities can cover the
distances easily (UO8; U25). The design should connect
different levels with elements like ramps and mechanical
lifts to enable users of different ages and abilities to move
around easily (UO8; U17). One design team proposed
converting the main stairway info a hybrid of wide steps
and ramps for inclusion and accessibility (P102).
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2. Visibility

Clear visibility among different users from within the
play space is critical for facilitating intergenerational
interactions.  With visibility design, caregivers can
mainfain an unobsiructed  sightline towards the play
space. For example, the play area for children would be
safer if it was located in the centre of an amphitheatre
(JOO). The design should also enable the users to see
and participate in the activities. For example, the jogging
path along the edge of the playground may motivate the

joggers fo join the play (UO4; UO9; U38; U48).

3. Wayfinding

Effective wayfinding can greafly enhance the spatial
experience of different age users. Innovative wayfinding
and signage could be adopted, but the design should
be simple and direct for effective communication with the
users. For example, the colourful patterns on the floor can
naturally direct users around the playground (UO9) and
floor markings highlighting designated routes for play
activities (U42). Another good example uses soft spatial
boundaries as wayfinding components to guide users to
areas such as active/passive zones (U44).
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Design Principle 2: Physical Abilities
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Design that considers the physical abilities of different
age groups facilitates participation and intergenerational
social interaction. This principle addresses the issue that
playground equipment is often developed specifically for
users of cerfain ages or abilities. Users with disabilifies
are therefore excluded. To develop designs that enhance
physical abilities, designers must make traditional design
more inclusive. The following design sirafegies are
imporfant to playground development:

1. Multi-functionality

Multifunctional design that cafers to various physical
abilities can encourage the use of the play space by
multigenerational users. Multi-functional designs should
consider features that accommodate users with different
physical abilities and needs. Inclusive play space
equipment with multiple uses can be developed. For
example, furniture can be combined with slides (U12;
UT6). Some teams redesigned standard safety fixtures
such as handrails as a part of the play equipment (U27).

2. Flexibility

Flexible play spaces and equipment can attract a greater
range of users. Users can personalise flexible design
components to suit their needs. Such design must include
adaptable and customisable mechanisms.

For example, play equipment designed to challenge a
range of proficiency levels (P106;U27: U40), seatfing of
different heights (U43;U56) and customisable exercise
equipment (U42) are great proposals to enhance the
physical abilities of their users.

3. Scaling Up and Down

Play space equipment in suitable scales enables greater
social inferaction among people of different ages and
abilities. To engage more users from different generations,
the scale of the design products should be adjustable. For
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example, the conventional playground slides (UO3) can
be widened:; different sizes of the same equipment (U38;
U40; U43) can be provided; even everyday objects can
be scaled up or down deliberately (UO8). These designs
can engage multiple users to inferact af the same fime.

Design Principle 3: Cognitive Abilities
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Play space that enhance cognitive abilities are highly
imporfant o multigenerational users who play and
inferact with each other through positive competition,
collaboration and interaction. This principle addresses
the issue of which existing playground equipment is often
designed for users of certain ages and abilities. Designs
must consider how playgrounds can improve cognitive
abilities and psychological wellbeing to innovate new
designs and make them inferesting and challenging for
users. It reflects the role of human-centered design in
the playground, community and society. The following
strafegies can be adopted fo promote cognitive abilities
of the users:

1. New Skills and Hobbies

Multigenerational users will be motivated to spend more
time in the play space if they can master new skills and
develop new hobbies through play activities. If the users
can enjoy the lifelong learning opportunities and improve
their skills, then they can become more confident and
take up different roles ranging from leaming to teaching.

Physical designs that encourage people to pursue new
skills and hobbies must encourage meaningful activities
for creativity, communication and experimentation. For
instance, the oversized drawing wall can encourage
creafive expression (UOS). Smart devices connected
with social media can facilitate the learning of digital
skills and build social connections (UO8). In addition,
urban farming spaces can encourage multigenerational
users to acquire knowledge on horticulture ( UOT; U32;
U47). Community farmers can sell their produce in the
stall shops and set up their own cooperatives (U47).
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Design Principle 4: Comfort

2. Sensory Stimuli

Sensory stimuli can enhance the cognitive abilities of
multigenerational users. Pleasant multisensory design
features in the playgrounds can improve the mood of the
users and arouse their inferests and awareness towards
the immediate surroundings. With sensory stimuli,
multigenerational users and their caregivers can have
more opportunities for meaningful social inferaction.
Sensory environment should focus on various cognitive
needs of the users and how stimuli can promote better
psychological well-being. It should also explore how
elements like colour, lighting, smell, sound, and tactility
of materials can interest its users. Elements like sounds
(U40), material tactility (U38), colour palettes (U44),
urban farming (U47), musical instruments (U34), and
sensory garden (U43; U44) can create an immersive
and therapeutic play experience.
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Residents can betfer enjoy the space and interact with
each other if the intergenerational play space is more
comfortable.  The principle of comfort responds fo
the observation that users’ comfort needs tends fo be
under-addressed in outdoor areas. To make the place
more comforfable, outdoor design features should
provide physical and psychological comfort in relation
fo the outdoor conditions. The following strategies are
recommended to increase comfort:

1. Thermal Comfort

Managing thermal comfort in play space is critical,
partficularly for the elderly and the young children. Designs
that protect their users from the heat should consider the
landscape, solar orientation, rainfall and air flow. For
example, play equipment canopied by big trees makes
a pleasant area for interaction (U04; UOQ; U16). Water
features like water fountains, water misting and ponds can
effectively lower the temperature (UO5; U20; U48).
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2. Personal Comfort

Personal comfort means the presence of various public
and private spaces for different social interactions among
multigenerational users. The design of personal comfort
can achieve a desirable level of privacy with spatial
boundaries.  For example, greenery and landscape
can serve as the soft boundaries between various
zones (U47). Some teams proposed using the changing
altitude of the playground fo create spaces for relaxation,

exercise (U48) or games (U25; U54).

3. Seating Comfort

The comfort of seating will directly impact how people
perceive the play space. Seafing comfort is particularly
important to the caregivers of young children and the
elderly. The level of comfort experienced by caregivers
defermines their likelihood of returning to the public
space. Seating design should consider the availability
and quality of the seating. Play spaces often lack seating
areas for people fo rest or monitor the activities, so
movable fumiture can be provided in different locations
(U53). In ferms of quality, seating spaces in various
heights (UO3), diverse privacy, appropriate shading
installations in close proximity to nature (U4/) are some
of the good strategies to make seating more comfortable.
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Design Principle 5: Integrate Nature
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Infegrating nature info urban play spaces is a principle
beneficial to people of all ages and abilities. This principle
addresses the weakening tfies between humans and
nature due to urbanisation. Of all the design principles
identified in this study, nature is commonly perceived as
a powerful fool to promote intergenerational exchange.
Design should create a wide variety of spaces and
opportunities for human-nature interactions. The following
strafegies were identified in the competition.

1. Affinity with Nature

People of all ages have an innafe fendency fo be close to
nature for psychological well-being. As a design strategy,
affinity with nature infegrates natural and manmade
elements in a skillful manner. For example, water features
like fountains and misting systems can increase thermal
comfort and add fun and excitement to encourage play
among different age users (U04; U48). One of the
feams proposed greeneries as soft boundaries between
the manmade zones (U4/). Other examples include the
use of urban greening with ground-covering plants of
different textures and colours to boost positive emotions
(U51); vertical greening can be infroduced to provide
extensive green screens on the upper level for more

privacy (P104).

2, Urban Farming

Urban farming for food production is an increasingly
important leisure activity for many people of different age
groups. Urban farms offer more opportunities for people
to understand more about plants and to contribute to their
communities through the growing and harvesting of food.
To set up urban farming mechanisms, community members
should be provided with the space and knowledge for
growing and taking care of their plants. One of the feams
proposed setffing up communal gardens where users can
have hands-on experience of hortficulture (P102; P104).
One physical design provides movable green planters
with wheels so that multigenerational users can push them
around in farming activities (UO1). Other soft designs
include allocating community members seedlings which

\
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they can grow and look after in the shared garden
(U32); circular farming for members from broader
age groups for a stronger sense of community and
belonging (U58); and educational programmes near

the farms (UOT).

Design Principle 6: Increase Safety
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Safety is the prime concern for people of all ages,
especially caregivers of young children and the elderly.
A safe environment enables users to enjoy and play freely
without worrying about being injured. This principle is
a response fo the problem of neglecting the need for
design integration as a carefully planned environment
can bring together the users with diverse physical and
cognitive abilities. Design features should be provided
fo minimise the risk of injury and to buffer and negotiate
different abilities. In the competition, the following design
strafegies were proposed fo promote safety.

1. Fall Prevention

Several measures can be taken to minimise fall hazards
during play: A design team suggests the provision of safety
nets and high balustrades (UO9) when incorporating
play spaces on higher levels. Some teams suggested
installing protective and non-slip flooring, especially in
places where the surfaces are often humid (U32; U37;
U49; U51). Accessible handrails (U32; U49) are very
important in spaces where potential falls may occur.
Another good suggestion is insfalling motion sensors
which can fransmit emergency signals fo the places of

help should a fall take place (U32).

2. Adequate Lighting

Adequate lighting can make the play space safer in the
evening. The availability of lighting in and around the
playground should be considered in its design. One
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team proposed installing adequate LED night lighting
(U12), and another feam suggested lighting features
in the play equipment and furniture (UOQ). Another
proposal includes motion-sensing smart lighting which
adjusts luminous infensity to ensure maximum safety

(U17).

3. Risk-free Mobility

People of different ages and abilities should be able
fo partficipate actively in a safe environment. Risk-free
mobility design emphasises empowerment which
promotes the confidence rather than fear among
multigenerational users during playing activities. For
empowerment, sufficient railings can be insfalled
around the play spaces to raise mobility (U27).
Another team designs furniture which provides people
with adequate physical safety and support while
playing (U16).

4. Fast and Slow

The playground can be much safer if users are
facilitated to engage in activities at different infensities
and speeds. To implement this strategy, subtle and
soft boundaries can be infroduced to slow down
or speed up the acfivities without hindering other
users. For example, a design team arranges the
playground zonings according fo the levels of sounds
and intensities preferred by the users (U44; U25;
U42). Another example proposes zoning different
activities in various public to private spaces (U42).
One proposal suggests seffing up slow and fast tracks
along the main corridors with colours and patterns
indicating the speeds and activities (P105).
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Design Principle 7: Integrate Technology
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Technology plays an increasingly significant role in urban
play spaces. Technology offers solutions to limitations
faced by the young and old users and the public space
managers. Technological advancements and innovations
can greatly complement many design principles mentioned
above. When introducing technology to the playground,
the design should consider approaches which promote
individual user experiences and meaningful inferactions.
The following strategies can be considered.

1. Fitness Training

Technology is widely used for promotfing health and
improving the exercising experience of multigenerational
users. For example, some designs can collect health data
and set fargefs to help the users develop the habit of
exercising regularly (P103; P105; P106; UOQ). Similarly,
augmented reality (AR] and virtual reality (VR) are also
promising fechnologies for creating a more realistic on-
site coaching experience (P101; P103) or interactions
during intergenerational play in the playground (P103;
U42) through virtual board games or virtual tennis (U34).
Furthermore, fechnology should be adopted in  soft
programmes. Verified confent on the proper use of fraining
equipment and workout roufines should be provided to
ensure safety (UOQ; U45).

2. Cognitive Training

Technology is a powerful tool in fraining cognitive
abilities.  For example, the multimedia projection
wall can be installed to introduce the history of Hong
Kong to its users and evoke collective memory (U43).
Another proposal promotes culture and  history  with
digital multimedia to bridge the gap between different
generations (UO6). Meanwhile, technology may bring
sensory stimuli and improve cognition. For example,
digital lighting components can be installed in the central
plaza to project various visual patterns and  content
(P102). Similarly, the interactive banyan tree installation
can encourage intergenerational inferactions based on
the local culture (U44).

\/



3. BARR

ﬂ?ﬂi%?&ﬁéﬂﬁ’ﬂﬁ&&lﬁ =Dl

EEL M RAEDER - 0
"L%%E’JE,.\\%D& (Ud4) - H5h
BEFREZEABEERE  *
Kﬁﬁﬁﬁrﬁiﬁ’ﬂ/\%uﬁlﬁi%ﬁﬁ’ﬂ%ﬁﬁﬂ
&M (U12) HEEEBAEEE
*Taﬁi‘)i?éfﬁﬁk‘ﬂ'léﬁ’lm (U025 ;

U13)

4. EHEE
=)

F'WEFH JERIAREE (U42)

BG ﬁi‘ﬁﬂ%%%ﬂ%ﬁﬁﬂﬁﬂ’ﬂ%ﬁ

B30 (U20) -

Lk JrllZ%%L F A AR SR T 25
LERMEIERR - ARMES Hﬂ@%

3. Information Exchange

Technology is useful in delivering information. For
example, plant information can be delivered via QR
codes, so users can learn more about nature (U44).
Another team proposes insfalling large smart devices to
keep people who do not use fechnology wellinformed of
the latest news or events (U12). Conversely, community
members can express their constructive thoughts on the
interactive panel (U25; UT3).

4. Space Management

Several design teams propose technology as a tool
to make play space management more efficient. One
feam suggests collecting big data on spatial use (U42).
Another example proposes designing applications which
can analyse the crowdedness in the play spaces (U20).
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Design principle 8: Create Diversity
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With diversity, we can greatly improve the quality
of play spaces and create more opportunities for
intergenerational inferactions. The principle of diversity
challenges the general cookiecutter approach in the
design of play spaces and equipment. To increase
diversity, a design should emphasise its unique
characteristics and variability of scales.

1. Culture and History

Creating diversity through the stories of the local culture
and history emerged as an imporfant strategy among
the proposals. To raise diversity, design features should
focus on the collective memory and identity of the
community members through the use of products and
services. For example, soft programmes like cultural and
historical events can widely diversify spatial experience
and interaction (UO4; U43). Alternatively, cultural and
historical elements can also be represented spatially.
For example, nets can be used to pay homage fo the
Typhoon Shelters in Yau Ma Tei (U26), and structures
inspired by the sea symbolise the history of the district
as a port (U12). The interactive banyan free can
represent the local culture of Yung Shu Tao (U44).

2. Playfulness

A sense of playfulness can afttract and engage
multigenerational users. Imagination favours playfulness
most. For example, one design proposal suggests
installing an oversized hamster wheel as an exercise
station for visitors (UO8). Organic design language,
such as the roots of banyan frees, can also be used
fo replace signers create artificial landscapes and
landforms to encourage users to experience play from
different dimensions through crawling (climbing tubes),
falling (3-storey net tower), and gliding (slides that
connect two levels) (UOQ). Other fun proposals include
sandpits with movable furniture (P106) and the play
of light and shadow through the lightwells under the
pavilion (P102).
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3. Variability

Variability of play spaces can create multiple
opportunities for various social inferaction between
people of different ages and abilities. To promote
variability, the design should consider the differences
in characteristics and sizes of different spaces. For
example, a wide range of play equipment can
be included to make the playground more fun
and exciting (U16). Another proposal extensively
adopts movable furniture blocks of various sizes
which allow for a wide range of events (U53).
Movable panels are proposed to divide the larger
public space into smaller ones for different activities
(U13). Some designers suggest widening the
staircase and integrating it with the chess boards
(U12). One project suggests the use of maps of the
neighbourhood fo create spaces of different sizes
in the park (U43).
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Design Principle 9: Promote Community Engagement
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Community engagement before and affer the design of
infergenerational play spaces is essential fo the sense of
ownership. To encourage community engagement, the
design processes must be open-ended and undefined to
encourage innovation. Furthermore, the design outcomes
should be “incomplete”, so that there will be room for
organic and continuous development by the community
members in the long run. The following design strafegies
may be conducive to community engagement:

1. Collaboration

More opportunities for collaboration between the various
stakeholders [e.g. the management and community
members) can be created to encourage community
engagement. These opportunities include the using and
maintaining of the equipment like playing board games
(U32), and organising events like exhibitions (U56),
movie nights (U13) and flea markets (U32). During the
renovation, residents can be invited to paint the murals
fogether to form a stronger sense of belonging in the

community (U44).

2. Contribution

Members of the community are encouraged to contribute
fo the maintenance of the p|oy space. Urban farming
is suggested in several design proposals. For example,
community members can support the educational
programme in urban farming (UOT1) to polish their skills
in horticulture. Members can take turns to look after the
plants when they become more knowledgeable about
plants (U32). Products can also be designed for major
events like harvesting (U13). Finally, community members
can develop their entrepreneurship and learn how to
operate pop-up stores for selling their locally grown fresh

produce (U47).

\/



aETRAN0 « EAHEREE

Design Principle 10: Improve Public Space Management
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Better public space management can make public play
spaces more comfortable and creafe more opportunities
for intergenerational communication. This principle
addresses the general lack of communication between
the management and the users of the playground. To
design for better public space management, designers
can consider designing fangible and infangible products,
spaces and services. The following strategies show how
design outcomes can be achieved:

1. Hard Management

The hard management of public space means hardware
management, i.e. venue management and the use of
space. For example, if the management team can identify
the patterns of how the space is used, then they will know
when the space is least used and can therefore organise
events to aftract more people. Some projects propose
crowd management technologies (U20) which use QR
codes or heatmaps to count the number of people in the
site and measure crowdedness (U30).

2. Soft Management

Soft management means the design, delivery and
management of soft programmes and services that
promote intergenerational communication. For example,
one design proposal suggests recruiting playground
ambassadors to facilitate infergenerational interactions in
planned activities (U42). Similarly, mobile help desks can
actively engage the users in the community and effectively
promote communication between multigenerational users

(PT1OO).
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Tips for Increasing the
Implementability of
Intergenerational Play Space
Projects
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The support of stakeholders is as important, if not more
important, than creative concepts. JCDISI's tips for
increasing the implementability of intergenerational play
space designs are sef out below:

1.Holistic Site Planning

Better accessibility can aftract people of all ages and
abilities to the public space for activities and play and
can reshape the place. Simple urban design strategies
like better lighting and paving and more consistent use of
colours/material for paths leading the public space can
help create a sense of anticipation and place identity.

Minor improvement works such as surfoce freatment,
levelling of ground, and removal of small steps should be
carried out fo connect the site with its surroundings and
make it more accessible to people of all ages and abilities,
including people on walking sticks and pushing baby
carriages. This is especially important if the management
has different requirements on the management and
maintenance of facilities like footpaths and emergency
vehicle access points.
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2.Technical Feasibility

Teams come up with different spatial refiguration ideas for
supporting infergenerational play and improving thermal
comfort, including installing water features, planting more
frees, relocating the seating areas and children play areas
away from the places exposed tfo strong sunlight and using
technology to enhance the user experience.

While they are all effective strategies in encouraging
intergenerational play, it is important to consult the management
of the venue and make sure that the suggested inferventions
meet all the technical requirements, management practices
and maintenance considerations, including the land lease
conditions, air flow requirements, floor loading capacity,
possibility of installing fixed installations, utility requirements,
WIFI services and tree mainfenance.

3.Public Space Management

Safety in the playground is the top priority for people of all
ages, especially the caregivers of young children or older
people. Safety and fun in intergenerational play spaces should
never be mutually exclusive. Rich and stimulating environment
can creafe the opportunities for people of all ages and
abilities to interact, socialise and participate in different play
activities, thus realising the full potential of the inclusive and
intfergenerational play design concept. Apart from hardware
upgrades, collaboration with nearby NGOs and local schools
may support the design and execution of new initiatives for
better infergenerational play and social harmony. Management
practices may need fo revisited fo support the use of public
space for activities facilitating intergenerational harmony. For
example, the application procedure for using the public space
for events and activities should be reviewed.

The play spaces for infergenerational play should promote
awareness and inclusiveness for the safety of the children,
elderlies and their caregivers. Instead of introducing
surveillance and more safety regulations, soft programmes can
play a significant role in promoting intergenerational play and
respect among users.
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4.Balancing the Needs of Local Residents and
Visitors

One of the most challenging part in the design of the
Prosperous Garden site is to maintain a balance between
respecting the public square as a recreational and leisure
space for local residents and supporting local businesses.
New spaces for socialising can aftract more business and
visifors and generate income for HKHS to manage the
privately-owned public spaces [POPs| in Prosperous Garden.

While the management plays a key role in managing the
public space and maintaining a balanced use, design
interventions can be infroduced to promote respect among
the users and reduce complaints arising from misuse and
antisocial behaviours. To reduce complaints and anti-social
behaviours, a thorough stakeholder mapping exercise
and user needs analysis should be done to develop the
appropriate inferventions rather than designing only for
certain user groups.

5.Participatory Co-design and Continuous
Engagement

A wellFmanaged participatory co-design process of an
infergenerational play space can change dynamics of the
place, reconnect the people of different generations and
strengthen the community. The co-design process provides a
platform for open communications, forms closer community
fies and fosfers a sense of ownership and responsibility
among the community members. The process is also crucial
to the development of social capital in the community for

software programmes.

To promote community engagement, input and innovation,
the design process must be open-ended and undefined. The
design outcomes should be “incomplete”, so that there will
be room for an organic and continuous development by the
community members in the long run fo meet the needs of the
existing and future users.
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1.Multidisciplinary Approach to Public Space
Design

The competition was unique as participants were required
fo form interdisciplinary teams. The matching platform
provided by JCDISI on LinkedIn was seldom used, meaning
that it might not be difficult for the participants to form
interdisciplinary teams. Team members came from a wide
variety of backgrounds, including architecture, landscape
architecture, planning, engineering, surveying, IT, medical
and rehabilitative sciences, occupational therapy, nursing,
social sciences and law. The strafegies and elements in
their submissions reflected their multidisciplinary expertise.

2.Systemic Change

Inthe competition, participants, panellists and the community
members noted that the multidisciplinary approach can
be conducive to design, particularly public space design
and design for ageing and inclusive communities and
for physical and mental wellbeing. The multidisciplinary
approach can be considered, modified and adopted
fo address different design challenges when organising
competitions and forming project teams or advisory panels
by the private and public sectors for design projects in the
future.
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3.Capacity Building

For participants with design backgrounds, the multidisciplinary
approach shows how different expertise can be infused in
their designs for better applicability and impact. For people
with backgrounds like healthcare and physiotherapy, the
approach illustrates the potential of their expertise in shaping
the designs in aspects other than public space and product
designs. Overall, the competition highlighted the benefits of
cross-disciplinary collaborations and joint experimentation.

Through engagements and exhibitions with the residents
and local community, the community was infroduced with
the concept of infergenerational play and its benefits to
physical, mental and social wellbeing. With resident
inferactions and community input, the competition formed a
platform for community engagement. Community members
could take part and decide on the future design of their living
environment. Their sense of ownership and belonging were
therefore strengthened.

4.Scalability

Under COVID-19, part of the competition such as the public
voting and engagement workshops had to be conducted
online. Although more people could participate  [no
restrictions on venues), it offected the level of engagement
(i.e. no live Q&A sessions with the residents could be held).
More preparation was required for filming prerecorded
inferviews, but it made a good opportunity to explore ways
to hold online IG activities. Online voting achieved a very
positive response rate. Similarly, facetoface events such as
the jury assessments and the award presentation ceremony
underwent many changes due to changing social distance
measures and venue regulations. Fortunately, owing to the
nature of a design competition, a significant portion of the
project is not event based. The semi-online, multidisciplinary
competition approach can be scaled and reapplied in other
public space and ageing estates in Hong Kong even under
continued restrictions.
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a. Preparation Stage (Pre-stage 1 before
submission deadline)

i.Forming cross-disciplinary teams

A multidisciplinary  background is  conducive
fo innovative ideas. Inputs and considerations
from various professions can be integrated in the
participatory design competition.

We encouraged participants to form multidisciplinary
feams to broaden their perspective and develop
more comprehensive ideas to address the needs of
the residents. Therefore, all competition teams were
required fo include parficipants from at least two
different disciplines or backgrounds.

However, some professionals or students may find it
difficult to form teams. Since they may not have the
connections fo peers in other disciplines, they may be
deterred from joining the competition. The organisers
of the competition should provide ways to facilitate the
forming of cross-disciplinary teams. In our competition,
we set up a linkedIn group for the participants to join
and mafch up with other teams who needed members
from other disciplines. Some participants were active
in the LinkedIn platform and eager to participate and
fo look for more team members.

ii. Importance of briefing sessions and
Q&A

Parficipatory design competitions may be more
complex and involve more events and deadlines than
conventional competitions. Apart from application
and submission, participants may need to comply with
additional requirements and take part in participatory
and engagement workshops. Their participation in
these additional acfivities might also affect their final
score. Parficipants might find it difficult to understand
the full picture and the complexity of dates from just the
briefs and offen asked a lot of questions. Therefore,
we suggested holding a briefing with a Q&A session
for participants to better understand the key points and
dates of the competition and how they should prepare
for the activities and workshops.



b. EEEEER

i. TAELIESS
RRNEBMBFHEREHIRE - FFIE
EEATEI BT ERNRELFEY - BE
KEETHELFLTES —RIE
B AH2EAR EENESES
=,

1. i ESHEOTHRE R E S EER
I LIE R RS NG IS5 HE
MRIFES < REAE RSB BIRET
B BLERARSNEMERAR
ERVETE ° BRY BRAKSN - Y51
EEX - UAEFRGERE - 4AESZ - B
&~ RE - M LIFNRFIERHNEE
WEBSE BB ELFY

2. R TR S IE A E R ABIEL B
ARSBEERRS - 2B AR RER
ZIEBHENFNE - MRABLLS
K EHEEHLUETRESEAW
BFIZZLUNER EB2 E R F T
5 RS ME LRSS ABLHE
& o MBMEARZ » HBENFERG
2ETFHIAR - DEBBRH AR

<

W oW
B Om

\|

3. BN E B TIEhBir fE
OB EARENNEREEIN2HE
7% MBMERLBLHEE  FHE
NG REANHFE - AABERELHE
BRI EER - ANARAIIE
2 NENEEN RS  EREALL
TR S RIRET E4 -

b. Competition Stage

i.Engagement Workshop

We could not hold the physical Engagement Workshop as
planned due to the COVID-19 pandemic and restrictions
on group gatherings. When holding the Engagement
Workshops, the organisers of participatory design
competitions had to consider the following factors.

1.Engaging more stakeholders for multiple
diverse views on situation and problems

The Engagement Workshop was a good opportunity to
connect the participants with the site stakeholders. Instead
of engaging only a few groups, more sfakeholders had to
be invited o provide a more holistic view of their needs
and problems.

In addition tfo resident representatives, the estate
management feam and scholars with rehabilitation
sciences, biomedical engineering, nursing, conservation,
social work and design backgrounds were invited to the
engagement workshop.

2. Ratio of participants to stakeholders in
workshop

As the competition attracted many entries, participants
significantly outnumbered the invited stakeholders. It
would be difficult for both parties to engage in meaningful
discussions if there were foo many participants and too
few stakeholders. VWe suggest holding the engagement
workshops in groups with a more balanced audience. If
there are too many participants, organisers may need fo
restrict participation of the engagement workshop to only
team representatives instead of all team members.

3. Preparing stakeholders for the workshop
local stakeholders are often unfamiliar or uncomfortable
with the methods of engagement, so they may be
overwhelmed by the many questions of the participants.
Therefore, organisers must help the stakeholders prepare
for the workshop. For example, questions and topics
should be collected from the participants in advance for
the preparation by the local stakeholders.
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ii. COVID-19
Quick adapting according to pandemic
situation and regulations

The competition period was affected by the COVID-19
pandemic and the social distancing restrictions, so
it could not be run as planned. Organisers must
stay flexible and quickly adapt to the new event
formats. Methods and adaptations considered during
this competition included reducing the number of
workshop participants, holding the event in groups
in different venues or at different fimes to follow the
restrictions on the maximum number of participants,
and holding the workshops online. Under lockdown
or extreme restrictions, online Workshops are often the
only choice. Organisers should prepare and make
sure they have enough IT support for hosting online
workshops.

iii. Public voting

1. Importance of including both online
and offline voting

While online voting is a convenient and effective
way of engaging the wider public, it leaves out the
older generation as they may not be comfortable
with social media and technology. An offline voting
event can effectively garner local inferest and support
from the stakeholders and engage them throughout
the participatory design competition, especially if the
event is held on site and promoted by the resident
groups in public spaces. Both online and offline
voting complemented each other. local residents
were encouraged to come down o see the proposals
and vote for their favourite.

2. Fair requirements onness in online/
offline voting and material submissions
As the voting result was one of the evaluation criteria
and contributed towards the competition results,
parficipants were generally concerned about the
voting procedure and its fairess. Organisers must
screen through the submissions and make sure the
materials follow the requirements before displaying
them on different voting platforms to avoid unwillingly
freating other teams unfairly. Requirements should be
clear and direct, including video duration and image
size.
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¢c. Assessment

i. Longer review period for shortlisting
proposals

Due to the large number of entries, jury panel members
needed more fime fo review all submissions. We recommend
a longer review and shortlisting period, so that all jury panel
members can properly review the proposals and choose their
favourite before the adjudication meeting. In the adjudication
meeting, the panellists can then discuss which entries should
be shortlisted.
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ABOUT POLYU JOCKEY CLUB “OPERATION SOINNO”

Organised by the Jockey Club Design Institute for Social Innovation
(CDISI) at The Hong Kong Polytechnic University (PolyU) and
funded by The Hong Kong Jockey Club Charities Trust, the 3-year
social innovation project commenced in 2018 aims to innovate
solutions, in collaboration with a wide spectrum of stakeholders,
fo respond to social challenges with a view to improving life in
Hong Kong. JCDISI puts its strategic focus on tackling the combined
impact of “Double Ageing” (ageing of people and building) in
Hong Kong, the programme would engage the transdisciplinary
forces of academia, non-governmental organisations, professional
bodies, members of the public, corporations and the Government

fo generafe innovative ideas and practical actions.
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"One from Hundred Thousand” — to organise a series of participatory
symposia and workshops open to the public fo collect views on socjal
issues, facilitate discussion and co-create solutions. JCDISI names the
platform based on the belief that if one person from every 100,000
Eeop|e (i.e. 70+ persons from the 7 million+ population of Hong
ong) can sit together and contribute their fime, passion, knowledge
and creativity, they can innovate solutions for a specific problem.
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“Solnno  Action  Projects” — 1o collaborate  with  non-government
organisations, professional bodies and academia for developing
innovative ideas generated at “One from Hundred Thousand” into
designs or profotypes.
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"Solnno Design Education” — fo infroduce social innovation and design
thinking into the curriculum of secondary school education to nurture
students as social innovators. Social innovation workshops will be
organised for students and teachers and multi-media interactive feaching
kits will be developed in this regard.
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"Solnno Knowledge Platform” — to document and disseminate for public
use the social innovation experience and knowledge generated from
the programme through various formats, including academic papers,
videos, design and practice guidelines, case study reports, workshops,
regional and international conferences and exhibitions.
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1. Special thanks to Dr Aria Yang and Mr lee Pak Long from PolyU School of
Design for compiling the detailed analysis on Stage 2 competition enfries to
help develop the general principles for intergenerational play space design.

2. One Bite Design Studio for being the competition secrefariat for the
Infergenerational Play Space Design Competition, and for kindly sharing their
wisdom for organising a design competition. Their commentary is included in
Chapter @: An Evaluation of Infergenerational Play Space Design Competition
for reference.



= .'}.ﬁpﬁ'?ﬂmr n-l_—E- e == \ . :— " —
i RBELLE (BiH) ~ ERMELE (BH) - /Az%%]j%i (JCDISI) ~ZFHFHz+ (JDISI) ~ &
HExA (HEBREIMEE) ~FilkLt (HEBERMESR) - BRAZLL (BBEEQEEETESR)
~ BREMEE (Bi) ~ BRELLE (—O%TLFE) ~ RgEXLT (BH)

From left fo right:
Mr Franco Cheung (HKHS), Mr Sanford Poon (HKHS),Mr KK Ling (JCDISI), Ms Karen Lee (JCDISI), Mr

lawrence Chau (HKIP), Ms Iris Hoi (HKILA), Dr Lawrence Li (PolyU Council), Ms Freda Tong (Hong
Kong Jockey Club Charities Trust), Mr James Chan (HKHS), Ms Sarah Mui (One Bite Design Studio)

and Ms Pamela Lleung (HKHS)

113




114

BRBEEFIEERETEZEENX  ZR2ELE - TEERAE - RMEE - RE2EE (BH)
Prosperous Garden Owners” Committee representatives from Block 1 = 5 with Mr KK Ling,

Dr lawrence Li, Mr James Chan and Mr Frederick Ng (HKHS)



HKHS PROSPEROUS

% % EE GARDEN
B SRR SRR E L T

ORGANISER = it FUNDED BY 15E1#18
THE HONG KONG R\ T 2 G 7 A 1 VG 4
Q %%?ETE;HFQ IC UNIVERSITY ¥y The Hong Kong Jockey Club Charities Trust

ACTION PROJECT CO-ORGANISER t1Bl{TE)IE B {7 #iE

HONG KONG
HOUSING SOCIETY
BEREHRS

ACTION PROJECT POLYU SUPPORTING SCHOOLS AND DEPARTMENTS* #tRI{TEEEIE AL IFE R RE R

(- olpy] S — ° . O
% ,ymﬁaemné. YT EREmE SR @PULYUDES'IEH w
Duparimunt of Apptied 5 :‘mw‘n

plied Sacial Stinngns Department of Rehabilitation Science

ACTION PROJECT SUPPORTING ORGANISATIONS* i BI1TEIIE B FHiE"

(‘ HEE R TTT % School of Architecture e EE

THE CHINESE UNIVERSITY OF HONG KONG p® » 200 swaEmmmad

‘ﬂ.

CFOUNDATION
SER

[T

—]
tazznze HR=EFEE- H
MSTITLITIGN OF ENCIEERS FER R KRG
Tartigmy - EXEINEOY The Hong Kong Institute of Housing
g
- THE HONG KONG INSTITUTE OF
U

AL E B A young 8 SURVEYORS K

E HONG KONG INSTITUTE OF PLANNERS P'a-ﬂ &
group ’E‘ R S e

)) M“' . . %4 mm"‘.:lgnﬁlmlnm ‘:‘;"“9‘1‘““"""“ akian f\:.i". THE UNIVERSITY OF HONG KONG & # X @
)(5 ﬁf ﬁii‘iﬁ /)\\ swranerrrnasner oo faculty of architecture 2zmE

P M=)
A FRASHEEEHRD D HKLJ LK Faculty of Medicine g HKU LKS Facuity BTl

s contre o Sc !n jeal Sci il b ol | §

% Toe Catversits ot fou forp Med nm;mﬁg?ﬂ i ed srrsunsn i‘?ﬂﬁ% “@institute

os: Thei b
LTS Design
* arranged in alphabetical order according to the organisation’s full name % # & % X 2B F &HHEF

COMPETITION SECRETARIAT LLEWMEE
onebite



POLYU JOCKEY CLUB

(=MIMmMminrg
OPERATION JA\JIT 11 |

ORGANISER = ## EE {1 FUNDED BY 8 By # 48
£\ THE HONG KONG J.CDISi 7 2 IS T A R G &
POLYTECHNIC UNIVERSITY o o i
Q b i) T The Hong Kong Jockey Club Charities Trust

R E L

Publication Details

EAHRBEEERMERLE  £FRIFNRES
Intergenerational Play Space And Ageing In Place: A Case For Social Innovation

EREIAREEES LRI
Jockey Club Design Institute for Social Innovation,
The Hong Kong Polytechnic University

bk BB T AL

Publisher: The Hong Kong Polytechnic University
fmuE - TS

Editor: Karen Lee

BRI AT AT B4

Layout and Graphic Design: Jenny Ma

R EE 2022118

Publishing Date: November 2022

BIFRENS 978-962-367-857-5

ISBN:






ORGANISER =i FUNDED BY #aBh#48

T i 3 2o
QQ&b P(I;II}EY?IS&\ISN%S I[\]J?\IIVERSITY A ek T IR A A 5 A G R
4 ETET = = /’

2 o Y Tk A The Hong Kong Jockey Club Charities Trust

ACTION PROJECT CO-ORGANISER #t Bl 47 818 B i3 8

HONG KONG
HOUSING SOCIETY
BEREMS

> Enquiry ﬁ;ﬁ] JOCKEY CLUB DESIGN INSTITUTE FOR SOCIAL INNOVATION
ESTit o eI REtb
o @ JCDISI |Q Rm V1218, Jockey Club Innovation Tower, Email : disi.enquiry@polyu.edu.hk
Hong Kong Polytechnic University Tel : 3400 3433

ERETAEEESAIHEVI218E Website: www.polyujcsoinno.hk



