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ABSTRACT 

 
 
 
 

 
“This is an interactive city made for children 1-14 that combines inspiration, fun 
and learning through realistic role-play. Kids can independently explore a scaled 
indoor city of over 10,000 square meters with more than 100 exciting careers that 
they can try.” 

 
 

Kids arena is a kid-sized city where kids can explore over 70 role-playing activities 
in establishments found in a real city — such as a Fire Station, Hospital, Theater, 
Factories, TV Studio, and even an Airport! It is the ultimate role-playing 
environment where kids can safely discover how a city works and try out various 
professions. Each establishment offers a unique experience where they willlearn 
financial literacy as they earn kidZos, Kidsarena’s own currency, which they can 
save in a bank account or use to purchase goods or services. 

 
 

Every time a kid participates in an activity, he or she is taking on a role in that 
activity’s story. He is the heroic fireman who must rush to an emergency. She is 
the brilliant surgeon who treats an ailing patient or a lovely model who ramps on a 
catwalk. 

 
 

Through their role-play experience in the different establishments, kids learn 
valuable information about the establishment — its purpose, roles, products and 
services, processes, and even trade advice. Activities in the establishments offer 
learning opportunities for kids to develop and practice important life skills. 
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CHAPTER 1 

 
1. NEED FOR GAMING AND ANIMATION 

 
This is an interactive city made for children 1-14 that combines inspiration, fun and 

learning through realistic role-play. Kids can independently explore a scaled city of 

over 11,000 square meters with more than 100 exciting careers that they can try. 

 
Fueled by a child’s natural desire to create, explore and collaborate, Kidarena is 

equal parts entertainment and learning, making it one of the most progressive family 

entertainment concepts in the world today. 

 
Through ultrarealistic role-play, children learn about different careers, the inner- 

workings of a city and the concept of managing money. Each experience is designed 

to empower kids, giving them the confidence to be their best selves, and inspiration 

to be great global citizens. 

 
Kids arena is a kid-sized city where kids can explore over 70 role-playing activities 

in establishments found in a real city — such as a Fire Station, Hospital, Theater, 

Factories, TV Studio, and even an Airport! It is the ultimate role-playing environment 

where kids can safely discover how a city works and try out various professions. 

Each establishment offers a unique experience where they willlearn financial literacy 

as they earn kidZos; Kidsarena’s own currency, which they can save in a bank 

account or use to purchase goods or services. 

 
 
 
 
 
 

 
IS THERE AN AGE LIMIT? 

 

Kids arena's role-play activities are open to kids 2 to 16 years old. The activities 
have been designed to be developmentally appropriate for that age range. Kids at 
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least 120 cm tall will be allowed to explore the play city without parental or guardian 
supervision but each child's security bracelet must still be matched with an adult's 
security bracelet upon entry. Kids below four (4) years old have dedicated 
establishment to toddler play and at the RightZKeepers' Residence. A parent can 
join the toddler play. 

 

 

CHAPTER 2 

COMPLETE CITY 
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ESTABLISHMENTS 

 

The role-play areas at Kidsarena are representative of the most common 
businesses, services and industries that contribute to a conventional city’s growing 
economy. The establishments are divided per these industry sectors: 
Automotive,Culture,Education,Entertainment,Environment,Health 
Industrial,Media,Private Services,Public Services,Residential 
Restaurants,Retail,Sports,Transportation. 
Various activities are carried out in this environment. The architecture of the 
establishments takes into account the relevant aspects of the role play related to 
each area, in a setting specially designed to adapt to the thematic components of 
each type of activity. 

 
 

ENTRY AND EXITS 

 
 

The entry area to a Kidsarena metropolis, typically known as the Airport, is usually 
themed as an airport ticket counter to simulate the sense of going on a journey. 
Mirroring the access, the exit is designed as an airport’s customs and immigration 
counter 

 
 

 CITY CENTER 

 
 

The city center features a central plaza that hosts institutional buildings as well as 
the monument of the Eternal Spirit of Kidsarena. Most of the important 
ceremonies take place in this area. 

 
 

SUBURBS 

 
 

The suburbs are located on the furthest outskirts of Kidsarena’s ground floor. It 
generally accommodates single story commercial establishments and residential 
buildings, creating a sense of spaciousness. 

 
 
 
 
 

POINTS OF SALE 

 
 

Establishments are complemented by the addition of Points of Sale where visitors 
can find a wide range of products. 
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Food and Beverages: offering different options of meals and snacks 
Merchandising: offering selected products to take home, such as souvenirs and 
educational toys 
Media: offering photos and videos to remember the Kidsarena experience 

 
 

CHAPTER 3 

 

ROLE PLAYING 

 
 

At Kidsarena, children ages 1 to 14 have the opportunity of having adult-like 
experiences while assuming the role of firemen, construction workers, police 
officers, and fashion designers, among others. 

 
Role-playing is an embedded behavior in children. They perform it naturally without 
previous learning or adult explanations. Unlike other activities that include 
directions, such as sports or video games, children only need to watch an adult 
doing something before beginning to imitate them. 

 
A doll is one of the best examples of role playing, since it represents a kid pretending 
to be a caring parent to their child. Role-playing is an essential ingredient in the 
concept’s experience. 

 
Role-playing is not only a significant part of the Kidsarena essence, but an aspiration 
to take it to its maximum expression. This unique way of viewing role-play inspires 
us to build entire cities with buildings, city blocks, plazas and streets for children to 
play at being adults, with most of the different professions and trades available in a 
real one. 

 
Role-play comes naturally to kids. It is a kind of play that has continued across 
generations. Role-play develops problem solving and life skills as well as helps instill 
values. Kids arena takes roleplaying to the next level by building a city just for kids 
— providing a realistic and interactive environment for children play out numerous 
roles of their own choice. From police officer to performer to pizza chef, kids arena 
offers over 70 role-playing activities with a range of difficulty to meet the abilities and 
interests of every child. Pilots navigate airplanes, television anchors read the news, 
police officers perform detective work and chefs cook up tasty food! When kids work, 
they earn kidZos, Kidsarena's own currency, so they can pay for goods and services 
in Kids arena. Getting started is simple: kids pick an occupation, learn about their 
job, wear a uniform, start earning and spending kidZos, and have fun! 
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Fig 3.1.1 Role Playing 
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CHAPTER 4 
 

CHILDREN UNDERSTANDING OF FINACIAL MANAGEMENT 

 

 
OUR CURRENCY: KIDOLLAR 

 
Kidollar are issued in paper bills in denominations of 1, 5, 10, 20, 50 and 100. 
Children receive a 50 kidollar check as part of admission which can be cashed at 
the bank, allowing our visitors to start spending their kidollar right away, then earning 
more through the many employments available at Kidollar. 

 
 

 SPENDING KIDOLLAR 
 

After cashing the check at the bank, our visitors have their kidollar available to spend 
as consumers in the different establishments at Kidsarena. They can purchase 
products or hire services. For example, they can go and pay their entrance to the 
Disco Lounge or get their nails done at the Beauty Salon. Prices for products and 
services vary according to the principle of supply and demand. 

 
 

 EARNING KIDOLLAR 
 

As with any economic system, goods and services are purchased with money, and 
money in return must be earned as payment in exchange of work. Thus, if the kids 
run out of kidollar they will need to apply for a job and earn a salary. For example, 
they can be a nurse in the Nursery or serve the city as Firefighters. Salaries for 
different jobs vary according to the principle of supply and demand. 

 
 

SAVING KIDOLLAR 
 

Through the course of using their kidollar, children learn about bank accounts, 
generating savings and earning interest. They learn how to manage money by going 
to the bank to conduct business with a bank teller or using an ATM machine to make 
withdrawals or check their account balance. They can also check their account 
balance online if they are registered CitiZens of Kidollar as part of the benefits of the 
B•Kidsarena Program. 

 
 

 SHOPPING WITH KIDOLLAR 
 

As complement to the educational lesson of monetary management, Kidollar 
features a redemption-based program themed as a shopping experience. Kids must 
first earn kidollar before they can spend them and may have to save some in order 
to afford higher priced items. With their earned kidollar, children can buy pencils and 
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notebooks for their school, gifts for their friends or decorations for their houses, 
among others 

 
INVESTING KIDOLLAR 

 
Another way of earning kidollar is by running investments. Kidollar offers multiple 
investment vehicles where children can get their kidollar back with an extra interest 
rate earned according to the time of the investment. 

 
 

 DONATING KIDOLLAR 
 

Kids also have the opportunity to contribute with their community by donating their 
kidollar to a cause of their choice, then Kidsarena ensures that their contribution 
reaches the children-related cause they selected. 

 
 
 

Fig 4.1.1 Donating kidollar 
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CHAPTER 5 

 

CHILDREN CONCERN ABOUT THE WORLD 

 

 
First ofall, we need to acknowledge that Gen 2 is the first generation to fully 
experience access to information: 

 
- They have lived mostly behind closed doors due to social conditions (violence, 
safety & security); and they are 'victims’ of this context. They are a self-taught;a 
media-consumption experts’ digital generation. 

 
- The range of media for children available is optional to them: while they do NOT 
reject these options, this is not the only entertainment choice they have. 

 
- To them, the world is NOT divided by children and adults, since they have not 
experienced the "NO, BECAUSE YOU'RE A CHILD" argument as dramatically as 
previous generations did. Instead, the novel upbringing they received has given 
them access to many more explanations that have sparked a greater interest to 
learn and explore. 

 
- They see the world with a more interesting view—unburdened by the Filter of being 
seen "as children": they are acquainted with global issues because they have had 
the right and ability to explore any topic, they are genuinely interested in. 

 
[t is important to remember the four fundamental characteristics identifying Gen Z 
worldwide: 

 
A) 1st 100% digital generation with an 
expanded < limitless > perspective of the world 

 
B) Constant search for out-of—home experiences 

 
C) Deep sense of community 

D) Self-description as agents of change incurrent world issues 

These features define the terms in which they 
relate to the world: 

 
Discussing wellbeing is easy for children because they see this as a given in their 
stage — in life. This is why, spontaneous associations 
relate to academic learning: 

 
- Health 
~Education 
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- Nutrition 
- Children's rights ( identity, protection,education, family ) 

Examples children associate to the topic include: 

- Family time 
- Being loved, understood, having freedom to connect and express 
themselves 
- Helping and taking care of their 
community 
- Time to relax and for recreation (books, 
music, art, sports...) 

 
They understand wellbeing arises from and depends on family (as part of their most 
intimate sphere), in a natural and accessible 
way. Raising the possibility of their family being absent makes them afraid because 
they translate this into: 

 
-Loneliness 
-Sadness 
-Hunger 
-Concern 
-Frustration at the government 
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Fig 5.1.1 Issues and analysis 
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Fig 5.1.2 Issues and analysis 
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CHAPTER 6 

CASE STUDY 

 
NEOBIO FAMILY PARK 

 
 
 

Fig 6.1.1 views. Fig 6.1.2 Interios views 
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Fig 6.1.3 views 
 

 
Fig 6.1.4 floor plans 
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YUE CHENG KINDERGARDEN 
 
 
 

Fig 6.2.1 Exterior views 
 
 

Fig 6.2.2 Interior views 
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Fig 6.2.3 Planning 
 

 
Fig 6.2.4 Detail drawing 
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THE TETRISCEPTION 
 
 
 

Fig 6.3.1 views 

 

Fig 6.3.2 Interior views 
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Fig 6.3.3 Planning 
 

 

Fig 6.3.4 Concept evolution 



KIDS ARENA | 27  

 INCHEON CHILDREN SCIENCE MUSEUM 
 
 
 

Fig 6.4.1 Exterior views 
 

Fig 6.4.2 Exterior views 
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Fig 6.4.3 Plan,elevation,sections 
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Fig 6.4.3 Plan,elevation,sections 

 
BEIERSDORF CHILDREN’S DAY CARE CENTER 

 
 
 
 

Fig 6.51 exterior views 
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` 
Fig 6.5.2interiors views 

 
 

Fig 6.5.3 Planning 
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YUE CHENG KINDERGARDEN 
 
 
 

 

Fig 6.6.1 views 
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Fig 6.6.2 planning 

 
YUE CHENG KINDERGARDEN 
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Fig 6.7.1 views for kinder garden 
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Fig 6.7.2 Planning concept 
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CHAPTER 7 

 

STANDARDS 
 
 
 
 
 

 

Fig 7.1.1 standards 
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Fig 7.1. standards 
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CHAPTER 8 
 

PROGRAMMING 
 

CIRCULATION PLANNING 

 

Movement of visitors and members of the public need to be carefully designed to 
ensure clear directions, convenience and safety. Particular attention should be given 
to the peak flow of people, particularly on degree from each main area of assembly, 
and the local code requirements of means of escape in case of emergency. As a 
rule, the aim is to ensure evacuation of any room or level within 2.5 minutes 

 
 

CORRIDORS AND PASSAGES 
 

Corridors must be designed to serve as means of escape in the event of fire and 
lead to safe exits from the building. Minimum width, fire – resitance standards, ( 
usually 1 hour), limits to combustibility and surface flame spread and emergency 
requirements apply. The walls and flooring must resist marking and damage, and 
ceiling should allow acoustic absorption and access to services. 

 
Long corridors and large areas of impersonal spaces – other than for emergency 
use- should be avoided. Whilst continuity of passages must be maintained for 
directional purposes, some variation in spaces and finishes should be introduced, 
including “pockets” of lounge seating for informal gatherings between events. 
Extensive glazing of promenades,lounge and restaurents provides a refreshing 
contrast to the artificial lightings of the internal areas 

 
Landscaping and predominantly restful colours (pale blue.green) are often used in 
the décor of the ancillary areas. Illuminations in corridors should allow for transitions 
from mandatory minimum requirements for close seating in an daylight to interior 
levels, and change from day to night time requirments 

 
 

SPACE REQUIREMENTS 
 

Mandatory minimum requirements for close seating inan auditorium and other 
places of assembly are specified in codes and regulations concerned with fire 
safety, floor loading and enviromental health requirements, but these are generally 
inadequate for planning purposes. It is more appropriate to use typical space 
standards in the initial allocations, although the final capacities will vary with the 
shape and actual dimensions of the rooms as well as the layout of furniture. 

 
As a rule,smaller rooms are less space efficent then the larger 

halls. Two sets of figures are indicated; minimum areas assuming close seating with 
limited space, and space allowing for the higher standards of comfort and greater 
flexibilty for conference use. In each case these allow for internal circulation. 
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 TYPICAL SPACE MINIMA 
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CHAPTER 9 
 

SITE ANALYSIS 
 

Fig 9.1.1 Site analysis 
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CHAPTER 1 
 

ZONNING AND CONCEPTS 
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CHAPTER 11 

 

PLAN, ELEVATION& SECTION 
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