
Natural Play 
Design Workshop 3
Silver Falls State Park

Workshop 3  -  Oct 9-10, 2009

Offered by:
Oregon State Parks and Recreation Department

The last of three interactive play workshops to design and 
plan Natural Play Areas for connecting Oregon’s youth 
with the natural world.
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Schedule
FRIDAY
7:00 - 8:30 pm   BYO Barbeque and Cabin Check-In  (1.5 hrs)
   Bring food for the grill, something to drink and bedding to settle into your     
   own cabin in the woods.

8:30 - 9:00 pm  Review & Edit Draft Site Plan (30 min)
    A chance to revisit the plan developed from workshops 1 & 2.  Add to it, change it   
	 	 	 and	edit	it	to	get	ready	for	the	final	design	phase.

9:00 pm -   Rustic Cabin Sleepover 
	 	 	 Spend	the	night	under	the	giant	Doug	firs	of	the	Silver	Falls	Youth	Camp.

SATURDAY
8:30 - 9:00 am  Breakfast (30 min)
	 	 	 Muffins,	bagels,	snacks,	juice,	coffee	and	tea	provided	by	the	park	staff.
   
9:00 - 9:30 am  OVERVIEW EXERCISE (30 min - Michelle, Laurie & Mark)
   Review Schematic Plan	and	Framework,	including	goals	and	objectives.		
 
9:30 - 10:00 am  EXERCISE 1A: Program and Spatial Development (30 min - Danae)
	 	 	 Divide	into	teams	of	2-3	(kids	in	their	own	group?)	and	choose	a	habitat.		Further	develop		
   ideas begun in workshops 1 & 2 by revising the site program list and drafting options   
   for the possible spatial development of your habitat.
   Products: 1) revised site program list 2) drafts of spatial development 

10:00 - 10:15 am Exercise 1B: Present Spatial Development to group (15 min)

10:15 - 10:30 am Break (15 min)

10:30 am - 12:00 pm EXERCISE 2A: Habitat Plan (1.5 hrs - Michelle & Laurie)
   Develop drafts from Exercise 1A into a scaled plan-drawing.  Add details about the   
   types of nature activities , the entrance and exit, the sequence of events, etc. 
   Product: 1) plan drawing of a habitat

12:00 - 12:30 pm Exercise 2B: Present Habitat Plan to group (30 min)

12:30 - 1:15 pm  Lunch (45 min)
   Provided by the park staff.

1:15 - 2:45 pm  EXERCISE 3A: Play Elements (1.5 hrs - Michelle & Laurie)
   Illustrate your ideas for the materials, play equipment, views and activities within the   
   habitat.  Use sections, sketches, models, etc. to show materials and design details.
   Products: 1) drawings 2) sections and/or 3) models

2:45 - 3:15 pm  Exercise 3B: Present Play Elements to group (30 min)

3:15 - 3:30 pm  Closing Remarks (15 min - Mark)

SATURDAY NIGHT
   You can stay a second night in your cabin!  Checkout is at 11am Sunday.

Natural Play Design Workshop 3
Oct 9th-10th, 2009
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Overview
Plan & Framework, Goals for the Day

9:00 - 9:30 am  30 min

All Participants:

1. Welcome:  Workshop 3 overview and goals for the day.          (10 min)
 

Group Activity:

2. Review	&	Revise	Framework:	Look	over	the	goals	and	objectives	for	the		 	
           Natural Play Area. Can you think of anything to add or change?     (10 min)  

3. Review & Revise Plan: Look over the schematic plan for the     
 Natural Play Area. This plan has been created using the ideas and    
	 designs	from	the	previous	workshops.		Affirm	what	you	like.		Can	you		 	
 think of anything to add or change?            (10 min) 
  

Goals: 
	 -	To	change	or	confirm	the	goals	and	objectives	developed	in	workshops		
  1 & 2. 
	 -	To	change	or	confirm	the	schematic	site	plan	developed	from	
  workshops 1 & 2. 

Products: 
 1) Finalized	goal	and	objectives	lists
	 2)	Finalized	Natural	Play	Area	plan	(site	overview)
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WORKSHOP 1
 
Description of the day: Imaginations Run Wild
 We spent time understanding what nature play might be by sharing our best    
 memories of playing in nature and thinking about the emotions we felt, the activities that   
 we did and the materials that we used.  We went on a nature walk and learned about some  
 of the native birds and insects.  Then we drew maps of our best fantasy nature play places.   
 With this is mind, we walked around the real place at Silver Falls State Park and then   
 came back and drew another map, this time more realistic to the place.  

What came out of Workshop 1:
 Draft Themes 
  Animal Habitats
  Different areas for tots and teens
	 	 Reflect	the	larger	park
  
 Draft Goals
  Provide a wide variety of ways to play in nature
  Provide a memorable experience
  
 Draft Layout Concept
  Play nodes connected by paths

WORKSHOP 2

Description of the day: Get Into Your Animal Mind
	 We	started	by	refining	the	themes,	goals	and	layout	concept.		Once	we	had	agreed,	we		 	
 divided into teams to focus on designing play nodes within the larger play area.  To help   
 think outside the box, we each choose an animal and ‘got into our animal minds’ by   
	 re-writing	the	categories	from	the	first	workshop:	Emotions	(characteristics),	activities		 	
 and materials from the perspective of the animal.  Next we explored the site and    
 imagined how it might be turned into a habitat for our animal, then came back and drew a  
	 plan	for	the	habitat.		At	the	end,	we	all	put	them	together	on	the	floor	in	a	web	of	habitats.

What came out of Workshop 2:
	 Refined	Themes
	 Refined	Goals
 Site program ideas for each play node
 Play node design ideas 

Summary of Workshops 1 & 2
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Silver Falls’ Natural Play Area 
Framework

GOAL 1 - VARIETY
To	encourage	kids	of	all	ages	and	abilities	to	enjoy	interacting	with	nature	in	fun	and	varied	
ways.
 
 GOAL 1 OBJECTIVES
 1) Include unstructured play spaces (free play) as well as structured 
	 2)	Provide	opportunities	for	resting	and	reflection	as	well	as	active	play
 3) Offer a variety of path types and route choices throughout 
 4) Provide a visible landmark (the tower)
 5) Use natural materials as often as reasonably possible
 6) Provide different kinds of activities for tots versus teens
 7) Provide opportunities to experience nature at night
 8) Include natural ‘small parts’ and malleable materials
 
 

GOAL 2 - CONFIDENCE
Create a safe play-atmosphere and accessible landscape with clear orientation.

 GOAL 2 OBJECTIVES
	 1)	Follow	playground	safety	standards	by	adapting	them	to	fit	the	unique	needs	of	
  the natural play area (such as fall height from tree house instead of a slide)
	 2)	Facilitate	parents’	supervision	of	kids’	play	areas
	 3)	Support	easy	wayfinding	while	encouraging	exploration	and	wandering
 4) Clearly identify the entrance, exit and boundary of each play node
 5) Provide a main, accessible loop path for orientation and access
 6) Provide separate tot and teen play nodes
 7) Integrate a variety of ADA accessible activities in multiple play nodes
	 8)	Adapt	North	Falls	Lodge	for	play	area	information
 9) Provide ‘family nodes’ as meeting areas / places to gather
 10) Have ‘tame’/ ‘easy’ areas to ‘wilder’/ ‘more challenging’ areas
 11) Indicate the level of play that is intended to occur in each play node
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GOAL 3 - AFFINITY
Develop	a	deep	affinity	for	the	natural	world	in	each	visitor.

 GOAL 3 OBJECTIVES 
 1) Design play spaces, trails and equipment to highlight nature’s cycles, materials, forms,  
  sounds or sights
 2) Provide opportunities for curiosity and discovery through spaces for unstructured   
  play, contemplation and exploration
 3) Provide an amphitheater for interpretation programs to learn more about the 
  natural world 
 4) Encourage an intuitive relationship with nature through nature art activities and displays
 5) Thematically connect to the surroundings of the larger park (native plants, animals and  
  the waterfalls) 

GOAL 4 - SUCCESS
Make	this	a	successful	project.
 
 1) Keep within a budget
	 2)	Build	in	a	phased	approach,	getting	the	water	and	sand	areas	built	first
	 3)	Promote	play	area	to	Silver	Falls’	visitors	and	area	residents
 4) Encourage community stewardship for the play area
 5) Develop and market as part of Stepping Stone Program

Materials, Spaces & Components

 - Tree houses
 - Sky paths
 - Ways of climbing up high
 - Ways of going below ground
 - Views into canyon
 - Separate ‘tot lot’
	 -	Big	kid	zone	/	teen	areas
 - Open meadows / grassy pastures
 - Hammocks & benches for resting    
	 -	Listening	zones
	 -	Tasting	zones	(berries)
 - Big group gathering area
 - Amphitheater
 - Water play for tots
 - Water play for big kids
	 -	Fern	forest	
 - Stump stomp 
 - Sound stations 
 - Nighttime area
 - Mud play area
	 -	Quiet	zones	
 - Parent shelters
 - Human habitat
	 -	Fantasy	animal	habitat
 - Animal habitats
	 -	Kid-size	waterfalls

 - Play houses / animal houses
	 -	Mazes
 - Zip lines
 - Hilly paths
 - Boardwalks
 - Underground Trails
 - Stepping stones
 - Nurse log house
	 -	Lily	pad	floats
 - Building blocks
 - Tree / Rock climbs
 - Hollowed logs for water chutes
 - Dams
 - Tunnels & caves
 - Group games
 - Hidden things
 - Rain garden
 - Nature art
 - Sun garden
 - Snags
 - Brush piles
	 -	Bird/Butterfly/Insect	Garden
 - Greenhouse
 - Successional area
 - Nesting boxes
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Exercise 1A
Program & Spatial Development

10.00 - 10:30 am  30 min

   
Group Activity: 

1. Divide into teams: Make small teams of 2-3.  Each team will be given a   
 habitat to design.                     (5 min)

Team Activity:

2. Review & Revise Program: Look at the list of ideas created for your habitat  
	 during	workshop	2.		Is	there	anything	to	add?		Focus	on	the	materials,		 	
 elements and spaces.  Which are the most important for your design?  
                    (10 min)  

3. Spatial Development: Choose the best ideas from the list or add your   
 own and quickly sketch out options for the possible spatial development of  
 your habitat.                         (15 min) 
  
 Include:
  1.  A boundary
  2.  An entrance and an exit
  3.  A ‘main attraction’ - What draws you in? 
  4.  Two or more secondary attractions - What makes you explore   
   the habitat?
  5.  A place for parent observation
  6.  Different paths choices to experience the habitat
     

Goals: 
	 -	To	refine	a	site	program	for	each	habitat	
 - To develop draft spatial development ideas

Products: 
 1) A revised site program list
 2) Diagrams of possible spatial development
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EXAMPLE 

Snake Habitat

Characteristics

 - Slithery     - Finding prey by smell
 - Shedding skin    - Low to ground
	 -	Eats	mice	 	 	 	 	 -	Lays	eggs	in	a	snake	cave
 - Needs access to water   - Warms up in the sunshine
 - Can unhinge jaws to eat large prey  - Fast to hide in undergrowth
  
Activities

 - Slithering fast
 - Warming up in the sunshine
 - Playing in the water
 - Being low to ground 

Materials,	Elements	and	Spaces

	 -	A	low,	snaky	gateway	that	makes	you	duck	(to	think	of	being	closer	to	the				
 ground and to make it feel like a little kids area)
 - Flat rocks for sunning on
 - Wiggly slides going down hillside
 - Kid-sized ‘snake caves’ in hillside 
 - A snake tunnel to crawl through made of vines growing on a metal loop frame
 - Fake mice scavenger hunt game
 - Demonstration snake skin
 - Big wooden snake-log for climbing on
 - S-curved benches for sitting
 - Wiggly paths
 - Brush piles for hiding in
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EXAMPLE 
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Exercise 1B
Present Spatial Development 

10:30 - 10:45                    15 min

Group Activity:               (~ 3 min/team)

1. Present:  Select your best spatial development sketch and walk the group  
 through your design.            
 
  - What is your main attraction?
  - What are the secondary attractions?
  - Where do parents observe from?
  - Where do we enter/exit and what are the possible options for  
   moving about the habitat?

2. Ask questions and make suggestions:  Contribute your ideas - what do  
 you like or what can you improve in yours and others’ designs?

Goals:
 - To gain inspiration from each other’s ideas
	 -	To	get	the	juices	flowing	for	a	day	of	design
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Exercise 2A
Habitat Plan 

10:30 - 12:00 pm                  1.5 hrs

Team Activity:               (1.5 hrs)

1.  Draw: Use your Exercise 1A sketches to develop a scaled plan-drawing.   
 The plan does not have to graphically look great, it is more important to  
 illustrate how your habitat will function in terms of:
    
	 	 1.		The	intended	age	group(s)	and	levels	of	difficulty
  2.  Opportunities for skill-building
  3.  Circulation choices and clear sequences of events
  4.  Unprogrammed space versus programmed
	 	 5.		Reflecting	a	theme	that	is	unique	to	the	habitat	
  6.  Connections with the rest of the play area 
  8.  Areas for parent observation 
  9.  Opportunities for kids to interact with each other
  10. The types of nature activities occurring in the habitat

Goals:
- Design plan for each habitat

Products:
 1) A habitat plan drawing
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Exercise 2B
Present Habitat Plan 

12:00 - 12:30 pm                  30 min

Group Activity:               (~ 6 min/team)

1.  Present:	Walk	the	group	through	your	plan.		You	may	want	to	include:	
  
  - What are the main themes
  - Who are the intended users
  - How is one intended to move about the habitat
  - What activities are available
  - Where can parents observe from
  - Are there opportunities for kids to interact
  - How does this habitat connect with the larger play area?

 Most importantly, how will a visit to this habitat deepen a child’s   
 understanding of or appreciation for nature?  Or, how might a child feel  
 about playing here?
    
2. Ask questions and make suggestions:  Contribute your ideas - what do  
 you like or what can you improve in yours and others’ designs?

Goals:
 - To get excited about each other’s plans
 - To begin seeing how it might all come together
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Exercise 3A
Play Elements 

1:15 - 2:45 pm                  1.5 hrs

Individual or Team Activity:                  

1. Make: Illustrate your vision for the play area with sketches, design details,  
	 sections,	perspectives,	or	build	models.		You	are	encouraged	to		 	
 illustrate small areas of your habitat, such as entryways, or key play  
 structures showing the play experience you are hoping for, type of activity  
 and the materials used.  Think about the age of the children? whether  
 adults will be involved? the level of ability? how does this teach about  
	 playing	in	the	outdoors?		These	goals	should	fit	with	the	overarching		
 theme for your habitat and the Natural Play Area as a whole.  Make sure  
 you label your drawings clearly.       
 
 Identify:

	 	 1.		What	forms	the	boundary?	(Fencing,	path	edged	by	shrubs,	etc)
	 	 2.		How	does	the	entrance	reflect	the	unique	identity	of	the	habitat?
  3.  How does the exit entice the visitor to explore the next habitat?
  4.  Which activities provide opportunities for skill building?
  5.  Which things draw attention to change in nature?  Any nighttime 
   activities?
	 	 6.		How	does	the	habitat	reflect	the	larger	play	area?	The	park?
  7.  Are there opportunities for curiosity, excitement and surprise? 
  8.  What are the path types? (stepping stones, mulch, boardwalks)
  9.  Are there activities to engage kids of different levels of ability?
  10. What materials are used for the construction of your habitat?

Goals:
 - Design details for play components in each habitat

Products:
 1) Models and/or
 2) Section drawings and/or
 3) Detail drawings
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Exercise 3B
Present Play Elements 

2:45 - 3:15 pm                    30 min

Group Activity:

1. Present:  Walk the group through your design.                  (~ 5 min/group)
 
  - What are the key features of your habitat?
  - How would key features be built?
  - What materials are used in your habitat?

2. Ask questions and make suggestions:  Contribute your ideas - what do  
 you like or what can you improve in yours and others’ designs?

Goals:
 - To better understand each teams vision for their habitat
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Appendices


