Skatepavk

by: Aiden McCrystal
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Craft and wmodel-making played a Vital role v both the development and communication of my
project. Tt allowed me to travslate abstract thounghhts avd feelings associated with
skateparks nto a tangible 3D desigu languaae and style. T explored the use of heatmaps +o
study how people move throungh space, usivg them as a tool +o visualize flow avd energy. By
laser-cutting a heatmap and placing i+ within a scale model of the building, T was able +o
begin exploring how the heatmap itself could subconsciously guide users throngh the spg
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To ensure full wclusivity within the park, I researched a wide variety of
skatepark styles. From this research, I developed three distinet sections for
the skatepark: Street, Flow, and Park. Once T had created a 3D model of
the design, T CNC-machined each section. This approach made it incredibly
easy to highlight the differeuces v ramp styles and sizes, helpivg people
who may vot be familiar with skateparks +o better understand the thinkivg
avnd development behind each sectiow of the desigu.
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Thronghout the project, T presented all of my work throuah carefully

considered graphic aud poster design. In addition to this, T created
custom-painted skateboards, and scooter parts. These elements came

together +o fo
- the raw and urban feel of a real skatepark.
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