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S ARKADY

Arkad Hends oH and new to create a tlm”m
new Jestination par|< forall ages.

: wall(-through attractions

- historic and futuristic design techniques
+ sustainable |9ui|(Jing

* immersive teclmo]ogy

- mixed Qse areas

: replayability

- FranchisaIQi|ity
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Modem Li({s (and grownups!) are anxious al)out the Future. Yes, they go to
theme par]«s to escape — Eut they are a|so concerned about the Future o”iFe on
earth. So how can we l)ring these two desires togetherz

Arl(ady aclmow|edges Fears about the \Cuture and provides an engaging and

empowering experience For guests oFa” ages.

Arl(ady OFFGFS hands-on Iearning opportunities in a narrative environment that
will attract socia"y conscious guests while still being enjoyaHe for peop|e who
simply want to have a memorable Jay.

Arl(ady draws on Familiar tropes Iout presents an entirely new world—and thus is
rree from inte"ectual property concerns. There is potential For (Jeveloping unique
Arl(adian |P characters, Lool«s, TV shows, toys, and apps.

Witlﬁout complicated ride systems, Ar[(ady can oFFer aFForclal)le ticl(ets.

ltis also easier to update with new activities, similar toa children‘s museum.

Arl{ady,s \qexibility an& l?road message 0Fsocial inc]usion an& environmental
responsiloi]ity mal(e it an easy se" For Families who want to nurture the next

generation with an annua] pass.

Arl(ady is pentect for circular guest experiences (at-home

and onlme) and Francl'nsalnllty (outposts and pop- ups) ~T= :
.:—< @ e i




i - - - IO

Design |nspiration

— —

SMART CITIES

- sustainaé/e tec/1

= -per/estrian-zl}ienc//y

: -communityic/entity '

ECO-DYSTOPIAN FUTURE

- c/imate as c/haracter

- mixed materials '

: N = re-éui/c/ing society

| CHILDREN'S MUSEUMS
- ac/aptive p/ay 74)r a// ages S :

- resi/ience anc/ reusabi/ity

- hands-on /earning
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Museum Catharuneconvent

T Nether]an&s by P|anemos 8 M l<e B[n]& ’
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A AFCL]IVGS Experlence

[aser r]ome 50 cinema pre- s/low pu/secf entry Wa/lf t/iroug/i

Room 2: Translation Room = Tiiis curator demonstrates translation, or iiow to

pu” a story from the Archives—a pneumatic tube with dancing |igi1ts— an_d

Queue ~You queueina wau(ing |al)yrint|1 beneath taut white tarps, enclosed i)y - interpret it into a new art form. Now it's free Play time. The h“ge room has

warm sandstone brick walls. Fach brick bears the name of an Arkadian. A ¢ separate interactive nooks for painters, scu|ptors, dancers, writers, and

ceremonial bronze fire pit flickers near a mini-scale version of the city. A massive * musicians. |t s built for collaboration. P|ay at any station you choose.

treeis ﬁanl«ed by p]ay stations Wit,’i water jets and diggers. Vines ilang an(J a < -
* Room3: Experimentation Room - Acrobats, speed fiends, and scientists! A

stream wanders undertile undu]ating patii. Sma” Windows a”ow g]impses |

L ric]«ety miniature roller coaster SWoops overhead. Beakers bubble with neon

underground, to roots and Fungi and insects. $
' [iquicis. A contraption resem|9|ing a solar sail is on disp|ay. A curator periforms a

Pre-show - A cool, dim, and peacei[‘u| Foyer welcomes you inside. Artifacts are k circus trick followed l)y a chemical eXPIOSiO"’ ushering you out.

visii)le. Pulsed groups enter a sma" |aser Jome room and sit. ﬂle story oFArI(ady i | |
Ceremony Room - In a great hall, mosaics and engraved bricks surround you.
comes to IiFe on ti\e screen—and tiie room comes to |hCe too Witl’] 5D sensory E
 Torches are lit. A hologram Council awaits. Tiiey give a speecii and imp[ore you
e|ements and animatronics. You give your name and a curator greets you. t
: ~ tochoose a role: Reporter Trans|ator Experimenter Now you must walk

Room Reporting Room - Another curator welcomes Yol Tiiey = _tiirougii one of three arciiways over a stream to finalize your commitment. The

demonstrate how to SUIQm't = Report s the Archives. Al I'V'ng room-scale mosaic |ights up in a stunning show. The tree o“rfe ﬂares, and so

beings can make a story deposit (streams, bugs, birds, plants, and B Jocs the compass on your wrist (in the color of your chosen role).

peop]e). A bird swoops in to deposit a seed and sings a song, and

e Tl’ie ceremony is now comp|ete. YOUI’ name is engraved n IQIUG |aser

o witness the et firsthand. The room shudders. ~ onabrickin the wall, joining generations of previous inhabitants.

~ files Hy open, g|ass cases illuminate. The curator withdraws the .
&=e storyin the i[‘orm.oi‘ colorful ]ig['it to show you. *i_ We/come’ New Ar/radian. «—= - 7
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ARwall using computer vision, body tracking,
and XR interaction: https://arwa”.co

3D projection ho|ographic system
for Council oFArl(a(ly

; Projection mapping

LED wa” animation
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A Stream

o ad

For fresh air and re|axation, go to the Stream. An enormous

concrete tube offers shelter from the sun, and you can splash in

sha"ow turquoise water or dash between old oil barrels that now

spout water. Outside near the o|d mi”, there isa

nature-inspired playground Where children can p|ay Freely.

Adults can relax beneath cooling fans and enjoy a meditative
rest amidst lush Foliage. The Stream is where the origina|
Arkadians first broke ground, and it now sits on the outskirts of

Arkady.

Keep an eye out for propaganda from the
OICI WOYH ['1ere.




Narrative-appropriate

weather protection




BLACKWING

PALOMINO 4

> Vil(ing Longhouse,
Ribe, Denmarl&

We|ders, weavers, carvers, e]ectricians, g|ass-|9|owers, mura|ists—

come to the l_onghouse to marvel at loreathtal(ing cralftsmanship and

seasoned artisans who make Arl«ady possib]e. Catch a live

demonstration or try your own hand and sign up fora workshop. He[p

mine raw materials and sort supp]ies under the tute|age of real

Arkadians. Create a work of art a|ongside a seasoned artisan and

take home a piece ofArl(acly, or simply enjoy creating new memories

every time you return.




Zero-waste art From

recycled materia]s




| ~MarLet

The agora is situated beneath an old concrete overpass, an eyesore

of a relic from a bygone era. But with Arkadian effort, the space has

been transformed. It is now vibrant and proud.

Birds swoop in the cool shade overhead. Dapp|ed sunlight falls on
tin rooFs |9e|ow, an& vendors stand conlfidently beside their brightly
co[ored sta“s. ln the Marl«et are baskets o”ood, a supp]y shop,

textiles, and a trinket emporium—plenty ofnove' sensations and
artifacts For a new Arkadian to cliscover.

Go to the Market to get supp|ies, orfind a Friend]y Arkadian
shopl(eeper to tell you their story.
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Every visitor receives an Arkadian compass which can either be

worn as a necHace ora brace[et. With RHD teclmo'ogy, a guest

can Iight up their compass in four different colors.

i The compass allows for a ‘g|ow with the show’ effect in specia|
- moments such as the welcome ceremony in the Archives and in
scheduled pentormances. ﬂ\e compass can a|so trigger short

interactions in ‘<ey locations throughout the park, such as mural ' |

animations or sound cues. ,
+ The Arkadian compass is more like an inner compass.
The compass creates opportunities for delight and surprise, while

2 encouraging rep|aya|9i]ity and insti”ing a sense of be|onging. ltis a
F 3 simp|e and affordable techno|ogy that guests of all ages can enjoy.
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| A lntention+|nﬂuences

We designed ArLady to Ioe an anti—apocalypse attraction. ltisa
theme parL that draws ingpiration From smart cities, clﬂldren,s

museums, an(J science Fiction.
Arkady isa living antidote to apat|1y about the future.

|n Arl(ady, guests oFa” ages are treated as clqerished and
inﬂuential meml?ers oFthe human Fami]y. Wit[’)in a playrul
narrative environment, visitors learn more about important

eco|ogical and socia[ principles.

We dream that Arl(ady,s hands-on |eaming
opportunities will spi” over into our world, too—
mal(ing the world a better place,

one visit to Arkady at a time.
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INFLUENCES

P|ayl)acl< ﬂleatre
Emergent Strategy
Nap Ministry
Octavia Butler

T am so tired of waiting,

/4!’8/7 't you,

for the world to become goocf
And beautitul and kind?
- Langston Hughes

KidZania
teamLAB

Evermore

The 3% - TV Show

Urban Design and Jane Jacobs
Hiroshi Ishii’s TangiHe User
|nten[‘aces

Soviet mosaics <

Sidewalk l_alas : =
—
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‘ A Now Accepting NeWArAarf/'ans

Arl(ady is a {:a}nily-Friendly parl( with four attractions, and
- each attraction corresponcls toa l«ey value that wi” help
guests learn valuable skills and build a better future:

The Archives — free will + storyte”ing
T -”19 Stream, . rest + connection with nature

A —Fhel_(mgjﬁouse — creativity+co”al}oration
] 7 The Mar|<et

N curiosity + sustaing]oility 7

Buila /)e nwwar/t/ wﬁf:‘us.




